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WEBSTEB’S COMPLETE DICTIONARY 


OF THE ENGLISH LANGUAGE, AND GENERAL BOOK 
OF LITERARY REFERENCE. With 3000 niustrationg Tho- 
roughly roTiscd and improTod by Chadnoist A. Gooducii, D D,, 
LL.D., and Noah Pobtbe, DJ) , of Yale College. 

In One Volnme, Qonvto strongly bound in doth 18^1 ptigea price £l I't#* Sd , haltcalf, 
£2, oail or hali-nusiK, £2 2s , rasaia £2 10< 

Besides the raattei comprised m the Webstlr’s Guinea 1)i/'tionar\, this 
t jlume tout iiiis the following Appendices, which will show th it no pains have 
^icen spared to make it a compkfte Literary Reference>hoo a — 


A Brief History of the English Lan- 
guage By I’Tofesc^or Takes Hadcet 
1 hie Work shows thi Philological Rrla- | 
tioiiP of the English Langnage and tiaoes 
tht progress and lufiufuci of tht cansfs 
win n have brought it to its picsent con- 
dition 

Pnnciplee of Broniinciation. By 

Prolessor Qoodbjoh an 1 W A WHPBLkB, 
MA Includiig a Sjuoisie of Boide 
differently pronounced by different an- i 
thorltles 

Ik Short Treatise on Orthography. 

y Abthttk W Wkight Indudirig a 
( ToapJ te List ( f Woids that ne spelt in 
two or more ways 

An Enplanatoiy and PirtmoTmeing 

Vocabulary of the Namee of Noted Pic 
titious Pewons and Places, Aec By W A 
A\HFiirB MA Thib Work includes n t 
en’y iieisons and plates noU i in I lotion 
whether narrative pocticil or diamatic, 
but Mythological and Mythual names 
names relc miig to the Ang< lology and De 
monology of varuub laus and those 1 
found m the romance wtiurs, Pscu 
d luynih Nick nam s of emment persans 
and parties, &c , &( lu fact it is best 
i scribed a expUinmgcveiy name which 
n t stnctly htsiorical A reference is 
^iven to the originator of each name and 
w here the origin it. unknown a quotation 
tri\ on to bomo w c il known wntcr in 
whl b the word o tnrs 
This valuable ma/y (tlto be had 
separately y f(ht Hvo 6s 

A Pronouncing Vocabulary of Greek 

and Latin Proper Names By Professor ■ 
InAcnEA, of ’i alo College ' 


A Pronouncing Vocabulary of 8enp- 

ture Pi per Names B> \\ Whbblbb 
M A Includiii a I ibt of the Variations 
that occai m the Ihu^j version of the 
Bible 

An Etymological Vocabulary of Ke- 

d^m Crcograp luai Names By the Rev 
CH Win FI I Cent ill 11 g —I A List 
of Irefixei lenmnatums and Bormatlve 
bylUblcB 1 1 V iioub I ai gu 1,518 with their 
meramg ani derivation, ii A bilef List 
of (Veograi hic 1 Nam strict explained by 
the foicg ing list; wfin their dinvatioi 
and sigulht iti 0 all dcul tful auu obbcuro 
d<»r<\ations being excluded 

I Pronotmoing Vocabularies of Modem 

Ceogiaphirul and Biographical Names 
By J fuoMAS M D 

A Pronouncing Vocabulaiy of Com- 

uxn hnglibh Chrl t m Name a with their 
derivatioDB sigiuhcati n and dimmntives 
(or nick names), an 1 tb 11 equivdlents in 
several other languag s 

A Dictionary of Quotations ^ lected 

and trmslaVd bv WirriA i (T Vi iIptfk 
C onUmuig ad Woids Phiists J^overba 
ind ColUquial I xpit siona from the 
Cr ck latin and Mol m Kreign l«n 
puagf R which are fteq loutly mat will ir 
literature and cooveisution 

A List of Abbreviations, Contrac- 
tions and AiMtran ng l*^U'^td in Writing 
ani i imtlnv 

A Classified Selection of Pictona 

llhmtratlona (to page s) With lefereucee 
toth text 


1 lu cheapest Ihctionaiy eier published, as it is confessedly one c f the best The intro 
ductlon of bmall woodent illustrations of tethiiical and scaientillc term-, add^ gitdily to the 
ctillty of the DtoUonftry ' •^AmcAnum 


1 ONDON GLOlwGL BLIL & SONS, YOKK bTKLET, COVEKT GARDEN, 



BTANVABD WORKS PUBLISHED B7 


WEBSTER'S DICTIONARY. 


From the Quabtibly Ebvikw, Oct 1873. 

“ Seventy years passed before Johnson was followed by Webstei, ?/j 
American wnter, who faced the task of the English Dictionary will a 
full appreciation of its require menta, leading to better practical resu ’ 

• • • • 

“ His labonous comparison of twenty language s, though never j ^ 
lished, bore fruit in his own mind, and his training placSl him hot > 
knowledge and judgment far in advance of Johnson as a philoloj 
Webster’s ‘American Dictionary of the English Language’ was p d 
lished m 1828, and of course appeared at once m England, wl 
successive le-cditmg has as yet kepi it in the highest plaice as a pract 
Ijkiwnary^ 

“ Q’he acceptance of an American Dictionary in England has il 
bad immense cfiect in keeping up the community of speech, to hi 
which would be a grievous harm, not to English-speaking nat 
alone, but to mankmd. The result of this has been that the comr 
Dictionary must smt both sides of the Atlantic.” .... 

“The good average business-like character of Webster’s Dictjonar 
both m style and matter, made it as distinctly suited as Johnson’s w 
(hbtinctly unsmted to be expanded and rc-edited by other hand 
Professor Goodrich’s edition of 1847 is not much more than enlaigc 
ind amende d, but other revisions since ha\ e so much novelty of plan 
ct8 to be described as distmct works.” .... 

“ Tlu) American revised Webster’s Dictionary of 1804, published i 
Amt^ici aud Eu^land, is of an altogether higlur outer than these last 
[The London Imptiial and Student’s]. It biais on its title-page th 
names of Drs. Goodrich and Porter, but in i&miich as its especial in 
provtment is m the etymological department, tlu care of which w 
committed to Dr. Mahn, of Berlin, we prefer to describe it m short ^ 
the W ebster-Mahn Dictionary. Many other liteiaiy men, among the/ 
Piofesoors Whitney and Dana, aided in the task of compilation an 
revision On considciation it seems that the editors and contiibuto> 
have gone far toward improving Webster to the utmost that he wi 
bear iniprc <^ement. The vocahtdary has become almost complete ^ . 
regal ds usual words, while the dcjinitiom keep throughout to Webster 
simple caiefid style, and the derivations are assigned with the aid ( 
good modem authorities,” 

“ On the whole, the Webstor-Mahn Dictionary as it stands, is mo t 
resp(‘ctablc, and CEKTADfLY THE BEST PRACTICAL ENGLISK 
PICTIOHABY EXTAHT” 

LO’^DON: GEORGE BEIL & SONS, YORK blKLlT, COVEN P GARDE 



GrOPiGE BILL & bOAS. 


PECIAL DICTIONARIES AND WORKS 
OF REFERENCE. 

'»r. Richardson’s PhilologicaJ Dictionary of the 

ENGIlSfl LANGUAGKi Coiii]>xiii J xj)lanation itn i tvmolopfy, 
and oo]>ion8ly illuHtratod by QiiolntDiiB fnm tU( Ltot Vnthoiitics 
New EhttoUf wiih a bnppbmmt c adlitioTid AVords and 

furtiicr IlluBtiutions In 2 \o]a 4t> li J4s lUU bound m 
KuBBii Jb5 15<) (ifl Russia, £b 12« 

Ibo Wordnj ^Mth those of the simo family, art tneed to their 
origin l-he Lxplfinatiom are deduce I fio n the pTiniitivo meaning 
throngli the various usages I ho Quofafio h ait ai»*ang(d chrono- 
logically, fiom the c nli( st ] cri I to the ])i( sc nt tune 
The Supph ment 8t parab h 4to 12 k 
A n 8vo edition, without the Quotations I'ls IJ ill nsbia, 20* 
■wussii 24« 

onyius and Antonyms of the Enghoh Language. 

Joliet t d and Contrasted By the lite Yen C J smiih, MA 
Post 8vo 5 k 

.tionyms Discriminated. A Cataleiguo oi Svitonymoua 
VV( 1 Is in tin Lnglirih Language vith t! eir \ n j< ns M des of Mean- 
mg 4 e( Illustribd In Quotitious tie in stindarl 'Writ rs By the 
late Ven 0 J Sm'iii, M A Demj S\o U* 

New Biographical Dictionaiy By Thomi'-on Ooopeb, 

F h A , Editor ot ‘ M( u of the Tini r nel Joint Editor ot Atheufio 
Cmt ^unses” 1 vol bvo 12k 
This \olume is not a ineie repetition ot the contents of pr vious works 
tnil) (h( s the re suits >1 iianyyeais i u-^ i ii i ii ire publica 

s and unpnblishn) d euimnts An\ note ot oiuissie u whieh maybe 
to the Publishers will be duly consul nel 

lb i 1 imp rlAni il„inil coulr I ui on t the I lontur 1 i. } y i i i nstakir 

In It stem ni tv ry w ly a Inn ill ai I fuU> t } at* ilaims on its 

lalf put 1 tb 1 V its t tl u) Iiili'ikQmit J f ( 

Ihe nv b cf mi run i vbi U t coiit ibi p illy 8 r f. i t i a l<or of autbori 

re or les Iscure i slm| ly iBtot i biiif; — Sjt tatfr 

C< mjri 8 in Pio j b j luitod very tlo&ely in double ol m ciio m us amount 
uiormati u —Examiner 

Ml C p r takes CT lit to hinis If aul is we think Justifit I 1 1 d ^ o ftrthe jfreat 
t btst wtl up n the woik to m un accuracy as to fa ts u 1 dit u i be ii> rlgl t 
baps m saying that his dicti nary is the most t imprchcusivc work oi its kmd In the 
glish langu igt — / all Vail 0 ixHie 

Biographical and Critical Dictionary of Painters 

and Lngraveis With a List ot Cipltois Monograms and Marks 
By Mu HAEL Bu\ AN M itarqe i Ehtn /i with immerovH Oildttions, by 
GnoitaF Siam LY Iin]Hriil hvo Jb2 2 k 

A Supplement of Recent and Living Painters. By 

Henry ()jrLi<y 12s 

The Cottage Gardener^s Dictionary. Witli a Supple- 
ment (oniaining all tin tu w j lints iiid \ iii ties t> the y< ar 1809 
Ldite d by Gloiu 1 W Johnson Post S\o Cloth Ul 

I JNDOb GEORGE BELL & LONS, YORK SI LFP T, COVE\ f GAPDEN 

E 



(^TANDABD W 0 BK 8 FUBLISErD BY 

THE ALDINE SERIES OF THE BRITISH POETS. 

CHEAP EDITION. 

In Fifty- two Volumes, Bound m Oloth, at EigMeenpenoe each 
Volume. 


Akenside, with Memoir by the Be^ 

A Droff, and additional 1 cttcra is. QO 

Beattie, with Memoir by the Bev 

a. DiCF i« 6ci 

Bume, with Memoir by Sii Tarr' 
Nicolas uiadnt mil ( tpyilght Pi a 
STolb 4s {id 

Butler, with Memoir by the Fct? J 
Mttfoiu) 2 vols s 

Ghauoer, edited by R Morn^, with 
Memon by Sir H iimis Nioolu 6 vclb 

Churchill, Tooke’B Edition, revised, 
with Ml moir I ^ J \mi 6 IIamn vs 2 vol 

3i 

Collins, edited with Memoir, by W 
Mot I HufiiA Is ( i 

Cowper, including his Translations 

tdited vkl b Mill ir aid Aldiliomd 
Copynght licctb lyJiicN Ulucb J SA 
3 vola ig bd 

Dryden, with Memoir by the Bev 
R Hooi I K A ( J 1 lly rovibtd, 
5\ols 7s 6(2 

Falconer, with Memoii by the Bev 
J Mmoun is bd 

Goldsmith, with Memoii by the Fev 

J MiTifOnn Kcviaed Is bi 

Gray, with Notes and Men oir by the 
Ijbv John Miifoid is bd 


I Kirke White, with Memoir by Sir H 

Nucias and i Idltional Notes Carefally 
revised Is bd 

Milton, With Memojr by the Bev J 

y ITl OKI) ^ V B 4s 6 y 

Parnell with Memoir by the Bav 
J MmoBi> Is 64 

Pope, with Memoir by the Bev A 

i>itL 3 VO Is 'Is 64 

Prior, with Memoir by the Eev J 
MiiFoan i vols 3s 

Shakespeare, with Memoir by the 

J < V \ 1)1C U 62 

Spenser, euited with Memoir, ly 
) 1 ix r f I n ft 6 \ 1 7s 64 

Surrey, edited, with Memoir, b> 
JASILS \ 1 Lu is 64 

Swift, with Memoir by the Rev 

Man-oftr) 3\olb 4s 6/ 

Thomson, with Memoir by Sir H 

KA I \6 All oiat d b\ 1 LiKft CmmiN( - 
ITVM ISA. and loditi nal iotms caic 
ful ^ \ ed - \olB s 

Wyatt, aaited, vith Memoir, by 
Iavjub yioii>iL is 64 

Young, with Memoir by the Bev J 
Miiioftn Old uldiiional iocma 2 voi 
3s 


Complete ftejj may bi clta rtd, bom 1 in half morocco •'‘9 9s 

N B — <x)pleB of the fine I apti h itloi , with 1 1 ti i s mat 'till be nad, pnee 6s per 
volume (except CoUinB, 3 s 64 ) 


LONDON GiOivOi BLLL . bONS, YOKK o' fc r, COVENT GAI.DEN. 



QEOUQE BELL & SONS. 


THE ALDlIfE EDITION OF THE BRITISH POETS. 


8UPFLEMENTABY SEMIE8. 

The fifty two voltunea which have hitherto foimed the well Knowa 
Aldine Sciios, embody the woiks ol nearly all the more pf pular Engliah 
poetic il writers, whether lyric, epic, or aatinc, up to the end of the 
eighteenth century But since that tmw the wonderful feitility of English 
literature has produced many writers cquil, and m some cases far supc nor, 
to the majoiity of their predecessors, and the widely augmented roll of 
acknowlt (Igod Lnghsh potts now contains miny names not represented 
in the aeiies of “ Aldino Poi ts 

With a view of providing for tnis want and of making a senes which 
has long held a high pi ice in p iblic estimation a more xd( quite represen- 
tation of the whole body of inigli h poetry, the I’ublishcis have deter- 
mined to issue a second strua, winch wjU contain somt of the older poets, 
and the works of lecent wnters, so far as may b( pncticablo by airange- 
meut witli the representatives of the poets whoso woilifl are still copyiight 

One volume , or more, at a time will bo issued nt short mtc rvals , they 
vviU bo unit Jim in binding and stylo with tlio last fine pa^x r < dition of the 
Aldme Poets, m fcap bvo size, pimted at tho Uhiswiek Press Price 
5« per vclume, 

Bwh volume will oo elite d with notes where nee es ary for clmidation of 
the text 1 memoir will be prefixed, nd a jioitiait, where an authentic 
one IS ac e es^iblo. 

The t dlowing are alicady puhli'^heel — 

Tiu I* >rMS OF WiLLiAJUL JJiAKE. 1 th M rnoir by W M. Kosscoti, 
and poi trait by Jeens 

Tnr re)E^rs op Samuel Boa its With Memoir by ^]dward Bell, and 
portrait by Jet ns 

The Poems ip Thomas CiiAiriaT n. 2 vols Eelitcd by the Eev 
W, Ske it, with Memoir by Ldwai 1 B 11 

Ihp Poems op fern Wai tlr Uaipigh Sir Hicu loiion, a d St’fe*- 
fions from itlier Courtly P)eta V\iih Intreductim b) the Kov. Br. 
Hannah and poitriit of Sir W Eali gh 

The Poems op Tuomas Camiblll, \vith Memoir by W. Allmgham, 
and iKirtrait by Jeens 

Tub Poeus of Gi oboe Hlkbi i r (Complelo Ldition ) With Memoir 
by the Eev A B Gro art, and poi trait 

The Poos e)P f Elats With Mtmoir by Lor I Houghton, and 
portrait by Jeens 

LONDON GEORGk BEIL tSj bOhb, \OhK bTRELl, tOVENI GARDEN. 
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STANDARD WORKS PVBLISUED >• F 


In Ten Volumes, jarice 2*. 6<i. each; in half-mororro, £2 10s. 
the set. 

CHEAP ALDINE EDITION OF 

SHAKESPEAEFS DEAMATIO WOEKS. 

Edited by S. W. SINGER. 

TJnifortii with the Chet p Edition of the Aldine Fofh, 


The forniation of num(rous Phakospearo Reading Societies lias croat<(’ 
a deiniixl for a clitap poi table eJitjoii, with lfqibie type, that shall pro- 
vide a ^ound text with such notes as may help to elucidate the meaning 
and asMst in the better understanding of the author. I he Publislier.3 
theref(»re (htirmincd to reprint Mr Singtr’s well-known Edition, publislioi 
m 10 vols , smtill 8vo , for some time out of prinl, and issue it m a chtTin 
form, uiiiftirm with the wdl-known Aldme h^dition of Bntish Po( ts, 

CONTENTS. 

Vo) I. The Life of Ph.ikesptare. The Tempest. The Two Gentlcmer 
of Verona. I’he Merry Wives ot Windsor. Measure If'i 
Mejisurc. 

Voj Tl. Conieay of Errors. Much Ado about Nothing. Lovds liaboi 
Lost. Midsummer Nigld’s Diatm. Merchant of Vimee, 

Vo' HI As You Inke It. Taming of the Shrew. AlPs Wdl tlmi 
Ends Wdl. Twelfth Night, or What You Will. 

Vol. IV. WiDier’s Tale. Percies. King John. King Pilchard H. 

Vol. V. King Henry IV., Parts I. and II. King Henry V. 

Vol. VI. King Henry ^ I., Parts I. II. and ill. King Richard III. 

Vol. VII. King Henry VJII. Troilus and Cressida, Coriolunus. 

Vol. VTII Titus Andionicus. Romeo aud Juliet. Timon ot Athens 
Julius Caisar. 

Vol. IX. Macbeth. Hamlei King Lear. 

Vol. X. Othello. Antony and Cleopatra. Cymbehne. 

umfortn with the ahave^ yrrice *2$ Gd, in hal f-morocrOt f>8, 
CTHTK^AL ESSAYS ON THE PLAYS OF SHAKESPEARE, 
By WiLii\M Waskiss Lioyd; 

Giving a sueoiiict account of the origin and source of each play, where 
asi crtamable and ciuful criticisms on the subjecl-maltcr of each. 
Affw copic's of this Work haw been prtnrra to range vnth the pnt-jiajHr Jbditxon of t\* 
Aldtne 1 oclh The price ^or the Jtleoen iolumes (not fold separately) xs £2 16s 

LONDOK: GEORGE BELL & SONS, YORK STREET, COYENT GARDEN. 



GrOJlGlJ BJ ff d us 


POCKET VOLUMES. 


A Skbies of Select Works of Favourito Authors, adapted for general reading, moderate li? 
price, compact and elegimt in lonn, and executed m a style fitting them to be jfcmju- 
nently prenervfd. Jmpcnal '?2ino , cloth 


Uatty^'i Farablcs fiom Nature 

2^o^s 6s [«/«sf pM/>Zts/<ecf 

Captain Marryat’s Mastennan 

I (11(4, -s (d IJnsi j^abMud 

Lamb’s Elia 1 li m v ami I ist L s ly | 
AMlh M nun, by JImit (oinwaiu - 
\ 1 <! {Ji L ^ lU } tO 

Bacon s Essays. "2s. bd 
Bui ns’s Poems. 3s, 

Songs. 3s. 

Coleridge’s Poems. >t 
C Pibdin 8 Sea Songs and Ballads. 

And others 3 

Midshipman, The. ‘\iUobiogi vjhK^J 
tclu u 01 hi8 own early Career, by Cap- 
U u 11 V iL Hall K N b II fc> 3t bd 
Lieutenant and Commander. B 3 
Captain Basil H\u,RNFRS 3*6d 
Ceorge Herbert’s Poems. 2s. bd, 
Remains. 25. 

Shakspeare’s Plays & Poems. 


Works. 38. 6d. 

The Sketch Book. By WA‘>HiNaTO>> 

la\ ’> IQ 3s beZ 

Ta^es of a Traveller. By WA&iiiNa- 

ION Inyma 3*. bet 

Charles Lamb’s Tales from Shak- 

Sjtie ire 3* 

Longfellow’s Evangeline and Yoices 

''ta side, and Poems on Slavery 38 

Milton’s Paradise Lost, is, 

Regained, & other Poems. 3 " 

Robin Hood Ballads 
Southey’s Life of Nelson. Is. 

Walton’s Complete Angler. Por- 
traUs and Illusttattons is 
Lives of Donne, Wotton 

Hockcr Ac is bd 

White’s Natural History of Bel- 

boine 38 6d 

Ic+lii^isc ‘ Ifl 


KeIGHIII hd’tlOI). 1-J Vol . 1 


ELEEVIR SERIES. 

bmall fcap. 8>o 

fnisf VoU me fl are issued tnderthe Rcntral title of “1 /rviE *< 1^1 s’” to distmguis i 
t nein i i oni otl 1 1 c<dl( otions Thi*' p< n( ral 1 itlo has be < n adopted to mdic lU the spn It m which 
hiy »ic pripund , that is to say, with the grtateutpob il !( ucniracy as nguds text anu 
vhe biglu st d gT< ( ol beauty th it can be attained m the vc c i kmanship 

Jhi\ at niuitcd it tin Chiswick Press on fine papei, with wide maigms anl issued in 


.mat * loth bind i ^ 

Longfellow s Evangeline, Voices, 

k(u ul( and K^nc- idc 44 bd Wt*h 
Pm trart 

Hiawatha, and The Golden 

I eger d 48 bd 

Wayside Inn, Miles Standish, 

SpenshSmidi^ 4s 6ci 

Burnt’s Poetical Works. 48. 6cf. 

V t h Ptrrt ait 

Songs and Ballads 48. Gd 

Tfif^ hditions amfain all *ht copyright 
pieccApaWi?/! i n thr Aldiru J*ditton 

Cowpers Poetical Works, 2 vols., 

eiKh 48 6d dtth Port? ait 

Colendge’s Poems. 4s. Gd, With 

P<n trmt 


Irving’s Sketch Book. 5s. 

PoiUaii 

Tales of a Traveller. 5 j. 

Milton’s Paradise Lost, 45 . Gd, With 
Pvt trad 

Regained. 4s Gd 

Shakspeare’s Plays and Poema 

CarHnlly edited by Ihomvs Keiohtlj^ 
In seven VI lumes 6s each 

Southey s Life of Nelson. 4s. Ga, 

B ifh f 01 trad of in 

Walton’s Angler. 4s. Gd, W?th a 

}• ront?^pivu 

Lives of Donne, Hooker, 

Herbcit, Stc 68 U th Portrait. 


lONr>c,N. GFORGE BELL & SDKS, TiORK SIRELT, COVENT GARDEN 



bTANDARD WORKS PUBLISHED BY 


ILLUSTRATED OR POPULAR EDITIONS OP 
STANDARD WORKS. 

Dante’s Divine Comedy. Translated by the Bev. Heni.'i 

Fbakcis Cabt. With all the Author’s Cbpynght Emendations. Post 8vo 3< 6a 

Shakespeare. Shakespeare’s Plays and Poems. WiiV 

Notes and Life by Chahlbs Kkiqht, and 40 engravings on wood by Habvbt. Koj v 
8to. Cloth. 10«. 6d. 

Fielding. Works of Henry Fielding, complete. Witl 

Memoir of the Author by Ihomas Kosoob, and 20 I lates by Gbougk Cbuikshamc 
Medium 8vo 14s. 

Fielding. The Novels separately. With Memoir hy 

Thomas RojjCoe, and Pld.t<y by (.Ti-oRor Ciwi iBaiiANK. Medium s\o 6cl 

Swift. Works of Jonathan Swift, D.D. Containing 

Intel eating and valuable pA^-ages not hitliirto published With Memoir of the Authoi 
by 1 HOMAs Rosoob 2 void Medium 8vo 21 a. 

Smollett. Miscellaneous Works of Tobias Smollett. 

Complete in 1 vol With Memoir of the Author by Ihomas Koscob 21 Plates bj 
Geobob Cbbiksuank Medium 14i 

Lamb. The Works of Charles Lamb. With a Memoii 

by Sir Ihomas Noon lALbouRD imp 8vo I0« 6d 

Goldsmith’s Poems. Illustrated, 16mo. 28. M, 
Wordsworth’s White Doe of Rylstonc ; or, the Fate oi 

THlb NORTONS. IllustraW Ibnu bd 

Longfellow’s Poetical Works. With neaily 250 Illustriv- 

LlOllls by blBKtT r ObTta, 1 1 VNtH (lODMl'J, I HOMAo, Ac In 1 vol 

Longfellow’s Evangeline. Illustrated. l6mo. 3«. 6(1 
Longfellow’s Wayside Inn. Illustrated. 16mo. C)d. 

Washington Irving’s Sketch-Book. (The Artist’s Edi- 
tion) lllu^tiated with a Portrait of the Author on Meel, and 200 hxqu'site VVotxl 
Engravings fiom the Pencils of the most celebrated American Arti'^ts down -iro 

21f. 

Adelaide Anne Procter’s Legends and Lyrics. 1’he 

Illustrated Edition With Additional Poems, and an lull eduction by Chaktp'! 
Dickens a I’oitrait by and 20 Ulubtratious by hmiiHiii Aitists Fcap 4to 

Ornamental cloth 2l£ 

Mrs. Gatty’s Parables from Nature. A Hand<^omely 

Illnstratod Edition; with Notes on the Natural History, and numerous Full-pag( 
Illustrations by the mo t eminent Aitiets of the pits nt day. leap 4to 21« Also 

2 volumes, 10s 6d each 

The Book of Gems. Selections from the British 

POETS. Illustrated with upwards ot 160 Steel Engravings. Edited by S. C Halt. 

3 vols. Handsomely bound in walnut 21 £ each. 

h IBST Sebibs — Ch au< I R TO Dui den, 

Sbcond Si RTFS — Swii t to Burns. 

Ihibd Si kies— Wordsworth to Tehntson 


LONDON : GEORGE BELL & SONS, YORK STREET, COVENT GARDEN. 



OEOBOE BELL & BONB. 


BOOKS FOR THE YOUNG. 


CAPTAIN JIASSTArS BOOKS FOB BOTS. 

Poor Jack. With Sixteen lUaBtrations after Designs by 

Claeeson Stanpimj), R a 1 wenty-second tdition Post 8vo , 39 6d Gilt, 4t 6dl 

The Mission; or, Scenes in Africa. With Illustrations 
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riiErACE. 


W'l DE as is tbo field of tlieory which coinprclu'nds tlic inatii- 
fold varieties of <)])eniii^s and endings in the game* of C’liess, 
its every pait has boon explored in modern times witli so 
much skill and })erse^ eranee, that little now remains lor a 
follower in this >\alk beyond the adaptation and arrangeiiHiit 
of mat(Tials ^\llIch lia\(' lu'cn garnert'd by his predcce^soix. 
The pretensions of this treatise can tlu'refore take no i(>fty 
ground. Adopting the common basis founded by the eailiei 
\\Titorh, Lo]k'z, Sahio, (jn‘eo, Cozio, Lolli, N.C., and super- 
adding the important discoveries brought to light in the 
works of llilguor and Jaenisch, I ha\c aimed only at pro- 
ducing an in^'tructive compcmdiuiu available by the large 
majority of luiglish players to whom those works aie inacees- 
sible. In my labours of eollation and compression, I ha^e 
not, li()\\(‘ver, iiidi>k'ntly aequit'seed in the o])inions of those 
flistinguished authoi-itie^, but huAc subjected etery variation 
tlu'v liave given to tlie test of repeated investigation, and 
hence it will be found that I have occasionally dcAiated from 
the course pr. sci-ibed by them, and ventured on a route 
\^hieh tlu'v lun(‘ o>erlooked. For these digressions, j)ut forth 
witljout the ad\anlage of revision by othi'i* player-, I mav 
n*aM)uably solicit llu' indulgence that should he ^]lo^^n to i\n\ 
one who de\oles himself to a task so difhcult as tliat oi 
devising new combinations in openingvS wliieh have aln'ady 
undergone tb(‘ ordeal of laborious examination by the most 
penetrating and industrious intellects. 
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PREFACE. 


In a work of this description, intended as well for the 
general as the scientific reader, it was thought desirable to 
adhere to the notation in common use among the players of 
this country, but in a more elaborate and expansive treatise, 
it would certainly be desirable, perhaps indi'^pensable, to adopt 
such a modification of the system as would admit of tabular 
demonstrations. AVho that has ever attempted the wearisome 
exertion oi threading his way through the ramifications of a 
leading opening from an English book, can ever forget the 
bewilderment and confusion which its endless references to 
“Variations 1, 2, 3,” and “ A, B, C,*’ and “ Games 5, 6, and 7,” 
have occasioned him ? And yet such references for the most 
part are needful, and indeed inseparable, from our method 
of recording the moves in columns, rather than on tables. 
Mindful of tliese obstacles to the inogrcss of the student, I 
have been at some pains to lessen his difficulties in tlie present 
work In the first place, by discarding all umiecessary varia- 
tions, and abridging, where cm-tailment was practicable, the 
remainder; and secondly, by distinguishing the accredited 
methods of attack and defence from the ^ubordinate or doubt- 
ful ones, by a difference of type. Thus the reader who has 
not leisure to pursue an opening through its several de^uations, 
and is content to follow the moves which have been pro- 
nounced the best, has only to play over the column of larger 
t}T)e, and may reserve for a future opportunity the study of 
the many beautiful and suggestive variations which are given 
in the smaller letter. 

By these means much of the irksomeness complained of in 
the practice of playing from book may be avoided, and I have 
hopes that the mere learner will be enabled in a short time 
to master an opening of “ The Handbook,” variations and all, 
and derive not only profit but even pleasui’e from the task. 
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1 must not omit the present opportunity to acknowledge 
the piofound obligations this 'volume is under to its great 
namesake “The Ilandbuch” of Bilguer and V. der Laza, a 
pioduction — 'whether coiisidcied in reference to its rescaich. 
Its suggestl^eness, or the methodical completeness of 
uiangemcnt,— which stands imrivalled and alone. 

Nor can I forego the gratification of tendering my warmest 
thanks to Messrs An gas and Finley, of Duiham, for their 
in\aluable assistance in the shape of tianslations and correc- 
tions, and to my esteemed friend the llev. II. Bolton, and to 
those gentlemen who ha've kindly seconded his effoits, for the 
sciies of exquisite pioblems which so appropriately concludes 
the woik. 


H. S, 


London, Juru, 1817. 
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BOOK I. 

INTllODUCTION. 


Chapter I. 

DESCRIPTION OF THE CHESS BOARD AND MEN - 
ARRANGEMENT OF THE MEN — THE KING — THE 
QUEEN— THE ROOKS OR CASTLES— THE BISHOPS— 
THE KNIGHTS — AND THE PA\^ NS— THEIR MOVE- 
MENTS, POWERS, METHOD OF CAPTURING AN 
ADVERSE MAN, ETC. 


The ^ame of Clioss, the most fasciiiatio^ and intcllectuaJ 
pastime which the “ wisdom of antiquity ’ has bequeathed 
to us, is ])layed by two persons, each liaving at command 
a little army of si\t(‘en men, upon a board divided into 
sixty-four squares, eight on each of the four sides. The 
squares are usually coloured white and black, or red and 
white, alteniateh ; and custom has made it an indispensable 
regulation in this countiy, that the boaid shall be so placed 
that each player has a white square at his right-hand corner.^ 

♦ This arrangement is merely conventional. In the earlier ages of 
chess, the board was simply divided into sixty-four squares, without any 
difference of colour; and there Is good reason for behoving that the 
chess-men were then alike in form and size, and distinguishable only by 
an Insoription or sign on each. 

B 
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me follomnff dn^n m 
men 
game 


arranged m pioper oraer lor uw uuuim^«. 


No 1 
black. 



Fachph’^ci it w ill lx obsc n cd has c iglit supc i loi Piece-, 
or officcis and eight minor ones 'which aie t died P inns , and 
for the purpose of distiixtion the Piece sand Pawns of one 
pait’v aie of a elifferent eolenir to those eif the othci 
llx eight supenor Pieces, on each side, art — 


A King 




A Que^n 




INTRODUCTIOy. 
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Two Rooks, or Casl 
(as they are im 

Two Bishops . 

Two Knights 

And each of these 1 
soldier 

making in all an array of sixteen men on each side. 

On beginning a game, these rieees and Pawns are disposed 
in the manner shown on the foregoing diagram, llie King 
and (Ineen occupy the centre squares of the first or ‘“royal*' 
line, as it is called, and each has for its sii])j)orters a Bishoj). 
a Knight, and a Book, while before the whole stand the 
Pawns or hoot-soldiers in a row. ('To prevent a common 
en'or among young ])layers, of misplacing the King and 
Queen on commencing a game, it is well to bear in mind that 
at the outset the white King always stands on a black scpiare, 
and the black King on a wdiite one), llie Pieces on the King’s 
side of the board are called the King’s, as King’s Bishop, 
King’s Knight, King’s Kook ; and the Pawns directly in front 
of them, the King's Pawn, King’s Bishop’s PaAvn, King’s 
Knight’s Pawn, and King’s Kook’s Pawn. The Pieces on 
the Queen's side are, in like manner, called the Queen's 
Bishop, Queen's Knight, and Queen's Kook : and the Pawns 
before them. Queen's Bishop's Pawn, Queen's Knight’s Pawn, 
and Queen's Kook’s Pawn. 


jiseriminately call ed ) 
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’ieces Jias his Pawn or Foot 


MOVEIVIENT OF THE PIECES AND PAWNS. 

A knowledge of the moves pecidiar to these several men 
is so difficult to describe /u writing, and so com])aratively 
easy to acqmrc over the chess-board, from any competent 
])erson, that the learner is strongly recommended to avail 
iiimself of the latter means when practicable : for the use, 
however, of those who have no chess-playing acquaintance 
at command, the subjoined description will, it is lioped 
suffice. 

B 2 
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The King, 


-J 


The King can mo\ o one square only at a time (except in 
“Castling,’ \\liich will be explained hereafter), but he can 
make this mo\e in any diiection, forwaids, back\^aids, late- 
lally, 01 diagonal!} ^ He can take anyone of the adAersarx a 
men x\hich stands on an ad]ommg squaie to that he occupies, 
jiioxided such man is left unpiotected, and he has the pecu- 
liai piixilegc of being himself exempt fiom capture He la 
not permitted, hox\e\ei, to mo\e into check, that is, on to 
ant square nhieh is guarded b} a Piece oi Pax\n of the enera} , 
noi can he, undei any ciicum'stance, be pla}od to an adjacent 
square to that on which the iixal King is stationed Like 
most of tlie otlici Pieces, Ins power is greatest in the middle 
of the board, where, without obstruction, he has the choice of 
eight different squaics At the sides, he may plaj to ant 
one of n\e but when m the angles of the boaul, thiee squaies 
onl} au at his coninnnd 

. . Thi< UtriEN. 


The Queen is b} much the most powerful of the forces 
She h.is the adxantage of moxing as a Rook, in straight lints, 
foiwiuL bickwauls and side wa}s, to the extent of the board 

in all (liiectioii's, and as a Ihshop, diigoiiall}, with the same 
ring( lo eompiehend hci scope of action, place her alone 
m the centu ol the boaid, it will then be seen that she has 
the eoniimind of no less than tw cut} -sex on squaics, besides 
the OIK she stands on ^Sec diigiam jNo 4 ) 


♦ The 01 i^nridl movement of the King, or ** Rey," as he was first called 

was n stneted from 

/uhoralJl ncdssitv of extricating himsilf from au 

becinningof the thirteenth century, he had 
<1 ^ t>rie square diiPtliy, but wis not peiraitted to move 

1, i Cl but a short period! 

."it ac-^^nt h?t^ of moviiiR and takini; m any dirLion, 

t ‘‘"'■•■‘nse of action never extended beyond one bquare. 

our Anastors, &c.. dec — Vkm.Plnftr't Chromele, vol. iii p. 61 .^ 



INTEOBlTCTIOir. 


5 


The Rook 


The Rook, or Castle, is next in power to the Queen He 
moves in a straight line, forwards, backwards, or felde\^a^s 
having a uniform range on a clcai board of fourteen squait*^ 
exclusive of the one he occupies — (See Castlmg^ page 1 9 'j 

Ihl Bishop 

Ihe Bishop moves diagonall} forwaids or backwaids, to 
the extent of the board It follows, theiefore tint he tiaveL 
throughout the game onl} on squiies of the same coloiu as 
the one on which he stands when the gime begins and that 
each pla^ei has a Bishop lunning on white squares and one 
on blxek squoies hen pheed pn a centre sqinie of a clear 
board, he will be found to have a range of thiiteen squaie® 







1 he action of the Knight is peculiar, and not e is^ to de- 
sciibe He is the only one of the Pieces which has the privi- 
lege of k xping ovei mother man Ihe movements of the 
otheis aie all dependent on their fieedom fioin obstruction 
by their own and the enemy s men 1 or exmiple when tho 
foices are dul^ ringed in older of battle befoie the commenee 
ment of the game the Knight is the onlj one of the eight 
camtal Pieces which cm be plivcd bcfoie the Pawns aie 
moved — Kmg Queen, Bishop, ind Rook aie ill hemmed in 
by the lank of Pawns which the> caimot oveileaj), but the 
Knight, ha\ing the libcit^ of spimging ovii the he ids of other 
men, can be bi ought into the field it once In this case is 
his move is one scjuaic in a sttaiyht lim and (n( in an ohligne 
aiiection, if tlie Kings Knight weie to begin the gime, he' 
must be plajed either to Kings Rooks thud scpiaie, oi to 
King 8 Bishop 8 third square , and if the Queen s KnigliT 
commenced, he must be moved to Queens Rooks thud 
square, or to Queen's Bishop s third square. 



g ciicss-plateb’s handbook. 

The following diagram will serve, perhaps, to make his 
action better understood. (See also pages 12 43, for n 

desciiption of the powcis and peculiarities of this liece.} 


No. 2. 
BI VOK. 



WHl'll 


In tliis j30sitioii ha^e the lvnif>:ht suriounded by Pawns 
III a w ay which would render any other Piece immoveable. A 
Kinp;, (iuecii. Rook, or Bishop, so encompassed by their own 
forces, could ncA er stir until one of the men were moved to 
make an outlet ; and, if thus shut in by adverse Pawns, could 
escape only by being enabled to capture one or other of them. 
But the Knight clears such impediments at a bound, and can 
here be pLijed to any one of the eight 'white squares around. 
It is woith remarking, that if he is stationed on a white square 
in the centre of the board, he has then eight black squares at 
his choice; because, from the pcculiai-ity of his mo^e, it is 
impossible for him to spring from a white square to a white 
one, or from a black square to a black one. On placing him 
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on any square at the side of the board, it will be seen that 
his scope of action is much diminished, and hen standing on 
either of the four comers, or Hook's squaies, as they are called, 
he has then only two squares to \\ liich he can leap. 

The Pawn. 

The Pawn mo\es only one square at a time, and that 
strai(jht forward, except in the act of captuiiiig, vihen it takes 
one step diagonally to the light or loft file on to the squaie 
occupied by the man taken, and continues on that file until 
it captures another man. A pou er has been conceded to it, 
ho^^evel^ in latter tim(‘s, of going hvo steps when fit st played in 
the yravciQ, pt Glided no hostile Paitn toyninands the ftst squaie 
oxer which he hap^, but, in that case, the ad^ersc Pawn has 
the o])tion of taldng him in his passage, as if he had moied o/ie 
step only (see the diagiam, No 9) A Pawn is the only one 
of the foices qoes out of his diiection to captute, and 

wliieh ha^* not tlie ad^antagc of moving backwards; but it has 
one lemarkable pihilege, by which on occasions it becomes 
invaluable, uheneier it teaehes the ext) one squaie of the fie on 
which it t) at els, it is iniested with the title and assumes the 
mice) of any superior Piece, except the Kinq, xvhich the player 
c'hooses. Fiom this eircumsianee it frequently happens tint 
one party% by skilful nianagcmeut of his Pawns, contriAf's to 
have two, and sometimes eACii thiee. Queens on tlie bo.iid at 
once, a combination offeree which of course is iiiesistiblc ^ 

* The regulation which eiqoins a plurality of Queens is not, howevci , 
by any means of ^eneial pnvahnee. In Italy, at the present day, the 
Pawn, on nadiim^ the 8th sijuaie, is repheed by a second Quten, 
whether the loimtr one is on th< boaid oi not ; but this was not always 
the case there, and according to Major Jaeiiiscli, thioughout the whole ot 
the North ot Europe, in Russia, in Scandinavia, in Geiinanv, as well as ni 
the classic Italian authors, Dtl Rio, Lolli, and Ponziani, the lule obtains 
that a Pawn having leached the 8th sejuire, i^ exthanged for a Piece from 
among those the player has lost. Two Queens, two Bishops of the 
same colour, thiee Rooks, three Knights, aie not permitted; and if a 
player advances a Pawn to an ex ti erne squaie of the boaid. it must 
remain inactive till one of his Pieces is taken by the eiumj, upon which 
it instantly assumes the rank of that Piece, and is brought into action 
again. — (See the Introductory Article on the Laws of the Game of Chess, in 
the Analyse Nouvelle," &c., vol. i. p. 28.) 
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ON CAPTURING AN ADVERSE MAN. 

llie “ Pieces,” by which title the eight superior officers are 
technically designated, in contradistinction to the Pawns,*’ 
aU take in the same diiection in which they ino>e. This act 
consists in remoMng the ad\orse Piece oi Pawn from the 
board, and placing the captoi on the square the former oecu- 
pied, lo make this clear, we will begin with the King, and 
show his mode of cajituiing an ad%eise man 


No. 3. 


BIACK. 



Supposing the abo’i c to be ttic position of the men tow ards 
the conclusion of a game, and it being either jiartv’s tiim to 
play, he could take the ad>ersc Pawn horn the boaid, and 
jilace his King on the square it occujiicd ; and by doing fio, 
the King would not depart from the ordei of his march, which, 
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as we have before said, permits him to move one btep in every 
direction. In each of these instances we have placed the Pawn 
in front of the King, but he would be equally entitled to take 
it were it standing on any other of the eight squares imme- 
diately surroimding him, always provided it was not sustained 
or guarded by some other Piece or Pawn, 

The next diagram will exhibit the power of the Queen in 
capturing an enemy. 

No. 4. 


nJACR. ^ 



Thus placed in the middle of the board, the range of the 
Queen is immense. She has here the option of taking any 
one of eight men at the extremity of the board, on the squai’os 
respectively numbered 1, 2, 3, 4, 5, 6, 7, mid 8, should her 
line of march be unobstnictcd ; and if these men were nearer, 
on any of the intermediate squares, she \Nould be equally 
enabled to take any one of them at her choice. Like all 
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the other Pieces and^a\^^ls she effects the capture by remo\ mg 
the man fioni the boaid, and stationing herself on the vacated 
square 

The Rook h is the ‘^ame power in taking as the Queen, 
fDrwards, hick'll aids and bidiwajs, but he eannot, like her, 
take any mm (h igonall) 


No 5 


1 1 \.( Tv 1 



hor e\imple place the Rook in the centre of the board and 
an opposing on t ich of the squares numbeud and the 
Rook has the po^^^r of taking aD> one of the four, and he 

to . if n?' 

cated bv“; u.d.- 

wJdf •JiagonaUy. nther for- 

or backwards, his range extending, on unobstructed 
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Rquarc« to the extent of the diagonal line on which he 
tra\el8 * 

No £ 


1 niACK 



In tlu tliiitunth ctntui) wc find the Bishop then termed Alfyn a 
corruption from its Listern name al Phil the 1 k] hint hid its present 
dia*?onal movement but was rtstrict<:d in its mueh to the thud s(|uare 
honi that on wliieh it stood thus si|])e)sing \\hite s King s Bishop to 
stand on his own thud squiie ht could then e ipture any Piece or Piwn 
standing on his Queen s squue or Queen s hfth sepiue and his King^S 
Hookas square or his King s Rook s hf h squ iie but is he was not j er- 
mitted to move to a gi eater oi less nuinbti of squares he had no power 
oier an enemy whieh stood either closer oi more remoiid thin the third 
sejuare lo torni ensitc for this limited action t\\t Alfyn had the pecu 
liaiity bestowed on him of vaulting ovei inothei Pi ce m the manned’ 
somewhat of the Knight For cxanij^le — j 1 lee W lute s King s Bishop as 
before on his own third squaie with a Bli k Bishop it Bliek s King s 
fifth y and a Bluk Pawn at his Queens fiuith in this or any similii 
position, the W lute Bishop could not ea}tiue the Black one 1 ut could 
overleap him and take the Pawn and then be cut of the lange of the 
Black Bishop’s action (See tlie article on the Moves, Kc of tl c Pieces 
III the thirteenth century, before referred to ) 
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The Knighi, as we ha^e seen before, moves one sqnart 
forward and one obliquely, his action being; a combination ol 
the bhortest mo’s e of the Rook and the shor+est mo^ e of the 
Bishop His power and method of taking an opponent s man 
will be seen &om the diagram subjoined 


No 7 


BTACK 



WIIIIL 


lu tbs situition, in the ccntie of the boaid he would ln\e 
the pot\ er oft iking any one of the men st itioned on the square b 
numbered, by rcnio\ing the man and placing himbclf on the 
\acant square * 


to Knight has under- 

oliM. f"7 1""' '?! *'** introduction ot 

rf tL ori “'’P ‘’® ^“PPlenentary to the range 

! r ®®™P'-ehend just those squares of the boarf 

which none of them, ttmdarly placed would have command. 




INTRODUCTION 


H 


Tne Pawn, as we have previously observed, is the only man 
which captures m a direction different fiom his line of march. 
He IS permitted to moie only one square foii^ard at a time, 
and IS not allow cd to take any Piece or Paw n which ma> im- 
pede his pith If howe^er, he meet with an} of the jd\cise 
force on a point diagonal, one step either to the right or left 
of the squaie he occupies, he is at liberty to capture that man 
and take his place on the next file , for example,— 

^o 8 


ni icK 



Suppose, at the opening of the game 'NMnto begins by jdaying 
King s Pawn to King s fourth squiie (see the .iiticle on Nota- 
tion, p 16) Black ma} rcpl^ iii the same manner with King’s 
Pawn to King s fourth square, and nr ither P iw n can do 
more than n mam an obstruction to the onw ard march of the 
other but if Black answer instead with King s Bishop s Pawn 
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t<. Bishop’s fourth, or as in the diagram, snth Qu^n s Pavm tt 
Queen’s fourth, then ^^^lito, if he choose, mav take the adverw 
IW from the boaid and place his oxx-n m its stead, lo ex- 
emplify another peculiarity of the Pawn, suppose Wfote in thif 
BituVon to prefor playing the Paun on to lung s square 
instead of taking the Paira, the follouing would be thi 
aspect of the boaid : — 


RI \( K 



wiiin 


If, now. Black choose to play King Bishop's to 
Bishop s fourth, \Mnte has the option of taking that Pawn (in 
passing, as it is called), ]ust as if Black, instead of playing it 
two steps, had mo^ecl it to King's Bis]io])’s third square only; 
MTiite, in fact , might aiTest it in its leap o^ cr the King’s Bishop’s 
thiivl square, take it otf the board, and station his King’s Pawn 
on the said Bishop’s third square, as in an ordinary case of 
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rapture But if he omit to exercise tins power at once, lie is 
not allowed to do so after anothci nio^e has been made ^ 

This pri\ liege of the Pawn to tike iii jitis&mg anothei 
Pawn which attempts to ad\ance two steps when hist mo^ed, 
IS so ^ery imperfectly undei stood by young pi actiti oners, and 
IS the exuse of so mutli ciroi and misundeistindnig among 
them, tint e^cry one should compiehend it thoroughly before 
he begins to pliy a game in eamest 

* The foMowing instructive observations on the subject of the Pawn’s 
moving two steps and his power of diking an advtise Piwn wnich 
attempts to pass him, are extracted fiom Major Jaenibch s “Analyse 
Nouvelk ” 

“ To be iblt propcrlj to ]udge the question lehtive to the t iking of a 
Pawn on passant, or passay battaqJia of the Italians we must recoller t 
that It the ongin cf tlie game, the Pawns advanced but one equare only, 
and this is still the gtnei il usage in the hist Besides the natuie of the 
Pivvii It tlf indu ites it It is evident it was with the intention of aug- 
menting the \ ilu( of tins the we ikest but the mjst interesting of the 
chess tines and to ivoul by tint me ms i linguid opening, that it wax 
permitted to iiiaich two stf*ps on the fust move when it was tacitly sup- 
posed no enemy w is v(t within renh It wis subsequently perceived 
that some Picee of the enemy mi,^ht e fteri comm ind the squai** ovei which 
the Piwn Ic ips and tbit to jximit this Icaj was in some siit to violate 
the rights of that Pii e but whith r from ^.cneiou d sKgiidot tin Pawn, 
or inlulgence for its wt il ness it w is gtini illy agucl to ptimit it tins, 
licence 1 he aspect of things rhiiigtd when tin question emu to be 
discussed if this violition of the lights of the ittnking Piece conceded 
to the Piwii at its fust moie, couli be cqiullv evcreised yisaxis of 
mithcr Piwii in other words if the jyabsax bnttaqlia with i gud lo s 
Puce could be tikritcdwith rcs|ectto a Piwn of the idveisuy which 
had ai lived it his fifth scjuiie Upon this point the ojunions of chess- 
phyers wc re divided the majoiit^ of amateurs the git it players of Spam 
and Portugal at then held (Iberia w is then the elissic land of chess), 
detided tint the Piwn ceuld not be jiei nutted x is axis of an equal, what 
was tolei neel as to a Piee e Ih it the permission of passar buttagha as to 
an attacking Piece, could hive no othei object thin to ^^ive animation to 
the gime in aiding the weaknc«5s of the Piwn tli it this object would not 
only be unittnued, but tint a directly eonti uy effect would be pioduced 
if the legitim ite ights of the Pawn advmctd to its fifth sejuaie should be 
violated It IS thus, at k ist, that we e\pl in the motives tint led the 
playeis of the Iberian Peninsula (ace ending to the testiraany of Ruy 
Lope?), and liter those of France Englinel and Geimmy, to establi h 
the rule of tikirg tie Pawns in passing, which heightens poweifullv the 
interest of the game, in giving idditionil fo’-ee to the Pawns, the * soul 
■»£ chess,’ as they are called liy Philidor ’ (Jacniseh p il i p 34.) 
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Chapter II. 

TIIE NOTATION ADOPTED TO DESCRIBE THE 
MOVES OF THE MEN. 


There is bo portion of an elementary work on Chess of so 
much im])ortancc to the learner, and none which requires 
more resolute mastering than this. 

The notation may be called the lanppia^e of the game, and 
a know led^^e of it is absolutely indispensable to e^ ei^ one 
who is himself ambitious of excelling, or w'ho is desirous of 
appreciating the excellencies of other players. liow many 
thousands of amateurs are there w^ho ha^s e never played a 
single game or opening through from books in their lives, 
and w^lio cleb<ir themselves from the i^rimary source of enjoy- 
ment. and indeed impiovement, w’hich cjiess affords, simply 
because they will ne^er be at the pains ol acquiiing the key to 
8 l^d\ing printed games Others, again, h.ne contrived to 
pick up sufficient acquaintance wdtli some particular stem 
adopted by one wTiter, or in one eountiy% to play over a printed 
game fi’om that notation with tolerable accuracy, but cannot 
be induced to de\oto the requisite time and attention for the 
attainment of any other. Now, as the method of describing 
the movements of the chess-men differs materially in different 
countries, your true chess-player will neaer be content till he 
h<is acejuired knowledge enough of these systems to deciphei 
all the most iuqmrtant, such as those of Gennany, France, and 
rjigland, w ith facility. It is best to begin, however, with one 
of these, and learn that accurahdy first. Accordingly, w e shall 
here proceed to explain only the method adopted tWoughout 
this country m describing the moves, &c., reserving a disserta- 
tion upon the most ])opular systems in use abroad for another 
part of the treatise. 


Hav ing maishalled the men in battle order, as showm in the 
first diagram, >ou will ohsei^^e that each party has tw^o ra7ih 
0 men, on the first of wffiieh stand the sujicrior Pieces, and on 
^ Pawms. The eight squares wffiich compose 

the first rank are each distinguished by the name of the Pieoe 
which occupies It wffien the men are first arranged. Tliere are, 
tnerelore, the King s square, the King’s Bishop’s square, King s 
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Knight’s square, and King’s Rook’s square, and in like manner, 
the Queen’s square. Queen’s Bishop’s square. Queen’s Knight’s 
and Queen’s Rook s squares The that is, the row of 
squares running fioni top to bottom of the board, are also 
named by the Iheces occupying the first square m each file 
Thus each of the supeiior officers has a file or row of eight 
squares rumiing horn his end of theboaidtothe conesponding 
Piece of the enemy, and e\eiy one of tliese eight squares 
takes its name fioni such ofhcci The follo>\ing (liagram "wiU 
ser^eto show the designation of the \aiiou8 squares — 


No. 10. 

BI ACK. 



Here it is seen that White names e^on squaic' on tlic board 
in accordance with its relative position to one of bis eight 
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Pieces, and that Black does the same. Hence follows ai 
anomaly, Black’s frnt squares are White's eighth^ and via 
rerad. This irreji^ularity i« avoided by the notation which was 
generally adoi)ted in tliis country until lately. That was founder 
upon the true princijde of the chess-board being divided iiitc 
two parts, one of which belonged to WHiite and the otlier tc 
Black. All beyond the four first squares of every file was the 
territory of the adversary. Instead, therefore, of describing a 
Piece ris at “King's sixth," or “King's Hook’s seventh," oi 
“ Queen’s sixth,” it was said to be at “adverse King's third,” 
or “adverse King’s Book’s second,” or “adverse Queen's 
third,” &.C. There can be no question that this was mor(^ 
correct tlian the present mod(‘, but it was thought less concise, 
and has latterly gone quite out of use both here and in France. 

Before ]m>ce('ding further, it will be desirable for the 
student to familiarise himself with the respective moves of the 
Pieces, names of the squares, \c. A vc'ry little practice will 
miable him to do so, especially with the aid of any Mend 
acquainted with them, lie should, in the first place, accus- 
tom himself to the setting up the men in order of battle ; after a 
ft'w repetitions of the j)rocess,andcomj;jiring tlunr position witli 
the diagi’am on the s('Cond page, he will soon have no difficulty 
whatever in arranging tlumi con-ectly without n'ferriiig to the 
hook. It will then be well to clear the board of iiU but a 
single Piece, and })ractisc M'ith that until perfect in its move- 
ments ; another, and then another, may be added, until the 
action of eveiy one is as familiar as the aljdiabet. 

Suj)posc. as a first exei-cisc, you begin by jdacing your 
Queen on her square (/. c., her first square), then ])lay her to 
Q s 5th square, then (diagonally, obstawe) to Q. Koidv's 8th 
scpiare, then to King's Book's 8th sejuare, then to Q. B’s 
scjuare, and then home again to Ikt square. It is proper to 
mention that the directions for moving a Piece are not usually 
j)rinted in full, and that according to the modem abbrevia- 
tions in tlie present and otlier chess-books, these several 
instructions wculd be given thus : — 

1. Q. to her sq. 

2. Q. to her 5th. 

3. Q. to her R’s 8tli. 

4. Q. to K. R’s 8th. 

5. Q, to her R’s sq. 

6. Q. to her sq. 
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As a next exercise, put the Queen’s Bishop on his square, 
heside the Queen, and play him as follows : — 

1. Q. B. to K. R’s 6tL. 

2. Q. B. to K. B’s 8th. 

3. Q. B. to Q. R’s 3rd. 

4. Q. B. to bis sq. 

To these two Pieces now add the Quccirs Knight, on liis 
own square, and play as follow s : — 

1. Q. Kt. to Q’s 2nd. 

2. Q. Kt to K’s 4th. 

3. Q. Kt. to K. B’s Gth. 

4 . Q. Kt. to K’s 8th. 

5. Q. Kt. to Q B’s 7th. 

6. Q. Kt. to Q Kt.’s 5th. 

7. Q. Kt. to Q. B’b 3rd. 

8. Q. Kt. to his sq. 

By taking all the Pieces in succession thus, you wdll speedily 
obtain sufficient knowledge of their mo\ements to commence 
the opening of a game; but before attempting this, it is need- 
ful for you to be acquainted with the technical terms in use 
among chess-players, and the code of laws which governs the 
game. 


Chapter III. 

TECHNICAL TERMS IN USE AMONG CHESS 
PLAYERS. 

CASTLING. 

Although, as a general rule, the move of the King is re- 
stricted to one square at a time, he has the priN ilegc, under 
certain conditions, once in the game, of moving in conjunction 
with cither of the Rooks two squares. This peculiar move- 
ment is called CaUling^ and, in this country, it is performed 
in the following manner If a player wishes to castle on his 
King’s side of the board, he the King to K KL’s sq., 

c 2 
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and then places the K's Hook on K. B's square. If he castle 
on the Queen s side, he plays his King to Q. B s sq., and 
Q s Book to Q s sq. The object of this compound move in 
generally to place the royal Piece in safety, and at the sanu 
time bring the Book from the comer square into better play. 

The conditions under which a player is pei-mitted to castle 
are: — 1st. The King must not be in check. 2nd. The King 
must not have mov(‘d. 3rd. The Book must not have moved. 
4th. The King must not pass over or on to any square attacked 
by an enemy’s man. And 5th. There must be no Piece, 
either of his own or the adversary's, between the King and 
the Book. 

In exemplification of the importance of castling, to escape 
from an attack, and to retort one on the adversary, see, pre- 
sently, the diagram Ko. 11. 


CHECK AND CHECKMATE. 

The King is said to bt* in c^eck when he is attacked by any 
Piece or Pa\Mi, for it being a fundamental law of chess that 
the King can never be taken, whenever any direct attack 
iipon him is made, he must be warned of Ids danger bv the 
cry of cy^ccit, and the player is then compelled either to remove 
his King out of eked, or parry the check by interposing a 
man between the King and the attacking Piece, or captoe 
the che(;king man. * 

When he can do none of these three things, he is check- 

r 19 i (See diagram 

12 at the toid of tins Chapter.) Wien the King is di- 

reetly iittaekod by the 1 loee ])layed, it is a mnple cheek ; but 
when the I lece moved does not itself give eheck, but umnasks 
another which does, it is called a discm-cred check. (See dia- 
rW ^ ■''I’ee^es of check ie named the douhh 

^ '".f^^eked both bj i/.£ Piece moved 

and fte one discovered The fourth description is called per. 
vetml check, a case which aruscs when a player has two or 
more squares on which he can give check, and his opponent 

another^ affording an opportunity for 

another. If the first player taen uersists in the repetition of 
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these particulai checks, the ^me must be abandoned as 
drawn. (See diagram No. 14.) 

DOUBLED PAWN. 

Wlicn two Pawns of the same colour are on the same file 
the front one is called a doubled Pawn, 

DRAWN GAME. 

When neither party can give checkmate, the game is 
drawn. This may arise from several causes, as: — 1st. Per- 
vetnal chock. 2nd. Where there is not sufficient force to 
effect a mate, as a King and a Ivnight only, or a King and 
two Knights, &c., kc. 3rd. Where one party has force suffi- 
cient, but is ignorant of the proper mode of applying it, and 
thus fails to checkmate his hcdplcss adversary within the fifty 
moves prescribed by the 22nd law^ 4th. Wliere both parties 
persist in repeating the same move from fear of each other. 
5th. AMicrc both parties are left wdth the same force at the 
end, as a Queen against a Queen, a Rook against a Rook, 
and the like, when, except in particular cases, the game should 
bo resigned as a drawn battle. And 6th. AVhen one of the 
Kings is stalemated. 


EN PRISE. 

When a Piece or Pawn is in a situation to be taken by the 
enemy, it is said to be en prise. To put a Piece en prise., is to 
play it so that it may be captured. 

THE EXCHANGE. 

When a player gains a Rook for a Bishop or a Knight, it is 
termed winning the exchange. 

FALSE MOVE. 

Any illegal move, such as castling when the King has been 
moved or is in check, moving a Rook diagonally, or a Bishop 
like a Knight, is called a &lsc or an impossible’’ move. 
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FOOL^S MATE. 

llus ib the simplest of all checkmates, being accomplisLe^J 
in two mo'^ es in the follo\\ mg maimei 

WHllF BI ACK. 

1. K Kt P to K. Kt *s 4th. 1 K. P to K's 4th. 

2 K JB P to K B*s 4th 2 Q to K R\ 5th, check* 

mite. 

It cannot possibly be gnen by the fiist plajei. 

FORCED MOVE. 

\Mien a playei has one only legal nlo^ e at command, it la 
said to be a jorced mote 


GAMBIT. 

This 'v\oid IS deined fiom an Italian phiase in westling, 
and signific s a movement b\ which the .idiersaiy is tupped 
up In chess, this is attempted by the fust jilajer putting 
a Pawn on prise of the eneni> cail} in tlie g<imc, by which he 
IS eiiibkd moie rajndly and effcctinll} to dc\elo])e his supe 
nor Pie^'es Ihoie aie se^eldl gambits, but the most impoi 
tant, and one which includes man\ othcis, is the King s gambit, 
commenced as follow s — 

WHITF BLACK. 

1. K. P toKstih 1. K P to K's 1th 

2. K. B. P. to B’h 4th 2. P. tikts K B P 

The Pawm offered by the first placer nere at his second 
mo^e is called the Gambit Pawm, and when taken by the ad- 
veisary the opening becomes a gambit. 

The varieties of the gambits are often designated by the 
names of tne pia\ers who in^cnted or first Diougnt them intc 
\ogue — as the Muzio gamoit, the Salvio gambit, the Allgaier 
gambit, the gambit; while others obtain their name 

from the opening mo^es of the first player, as the King a 
Bishop’s gambit, which begins thus : — 

black. 

1. K. P to K'b 4th 1. K. P. to K^s 4tU. 

2. K. B P to B’s 4th 2 P takes P. 

3. K. B to Q B’a 4^h, 
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ind IS so called because the K's Bishop is plajed out at the 
3rd mo'sc instead of tin Ks Kmpht 
Theie is also the Queens p^amhit, of Mhich the opening 
mo^es die — 


WHITE. BLACK. 

1. Q P to Q’s 4th. 1 Q P to Q’h 4tli 

2 Q 15 P to B’s 4th. 2. P takes P. 

The ambits aie the most bnUiaiit and animated of all the 
openings, full of hair-bicadth scapes and jieiilous Mcissitudes, 
but affording an infinitude of beautiful and daiing com- 
binations 


“ GIUOCO PIANO,” 


A solid and instiuctne modification of the King s Kmght’e 
game, is of all otheis the most gent i all} pi»ietised b} the 
leading pla>cis Ihe opening mo^es aie — 


WHITT 

1 P to K ith 

2 K Kt to 15 s 3i 1 

3 k 15 to Q B’ss 4th 


Bl AtK 

1 P to k’s ith 

2 (i Kt to B s 3r(l 

5 k B to Q B’s 4th 


TO INTERPOSE 

Wlicm the King is checked oi am \.duable Puce in danger 
fiom the athuk of an enenn, >ou aie said to lutdpose a man 
when }ou pla} it between the attieked and attacking Piece. 


ISOLATED PAWN. 

A PaM n M Inch stands alone, m ithout the supj^oi t and pro- 
tection of other PaMiis, is teimed an tsolatul PaMii 


J’ADOUBE. 

A Frerch expression, signifying “I arrange, ’’ or “Ire- 
place,” wliieh is used bj a playeu Mheii he tone lies a man 
merely to adjust its position on the board, m ithout intending 
to play it (See the 7th law ) 
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MINOR PIECES. 

The Bishop and Kni^ifht, in contradistinction to the Queen 
and Rook, ai*e called minor Pieces. 


THE OPPOSITION. 

An important manoeuvre in playin" the King:, by which one 
player is enabled to occupy certain key squares, and thus 
compel the adverse King to abandon a favourable position. 

PARTY. 

From the French Frequently used by modem winters 

Mistead of the word “ game.” 

PASSED PAWN. 

A Pawn is said to bo a pimed one when the adversary has 
Lo Pawn to obstruct its march on the same file, or on either 
of the next files to the right or left. 

PION COIFFE, OR MARKED PAWN. 

Tliis is a deserij)tion of odds but rarely given, and only 
when there is a vast disparity between the skill of the jdayers. 
It consists in one party jdacing a caj) or ring on one of his 
Pawns, and undertaking to checkmate his opponent with that 
particular PaAvn. He is not allow’ed to Queen the Pawn, and 
if he loses it, or happens to checkmate his opponent with any 
other man, he forfeits the game. The Pawn usually capped is 
the King’s Knight s, because it can be more readily and cffec- 
tuiiily sun-ouuded by protecting Pieces. 


TO QUEEN A PAWN, OR TO ADVANCE A PAWN TO QUEEN. 

When a player has contrived to advance a Pawn to the 
eighth or last square of the file, it assumes the rank and power 
of a Queen, or any other Piece he chooses, and he is then said 
to have queened hus Pawn. (See the 2l8t lav/.) 
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SCHOLAR'S MATE. 


A checkmate occasionally given at the opening of a game 
by a ])ractised player to one but httle tutored in the science. 
ITic follo\\ ing are the mo\ es — 


1 

2 

3 

4 


WHITE 


BLACK 


P to K’s 4th 
K B to O B’a 4th 
Q to K R's 5th 

Q takes K B P , giving checkmate 


1 P to K's 4th 

2 K B to Q t's 4th. 

3 Q P one 


SMOTHERED MATE 

A chtekmate mIhcIi is sometimes gi\en b} the Knight 
'when the adMrse King is hemmed m, or smotho td, b) his own 
forces (See diagram No 16 ) 


STALEMATE 

Wlion one part^ has his King so ciicumstanced that, not 
being at the moment in dicek, he cannot play him nithout 
going into eheek, and at the same time has no othei Piece or 
Pa'wn to mo\e instead he is said to be stalemated^ and the 
game is consideied diawn (See diagram No 17 ) 


TAKING A PAWN EN PASSANT, OR IN PASSING 

It has been sho^vn befoie, m speaking of the action of the 
Pawn, that he is limited in his march to one square lorwaiii 
at a time, vhen not capturing, and one square forward 
diagonal! j , cither to the light or left, when he takes an adver- 
sary, but that he has the piivilege, on being first placed m 
the game, to advance two squares, unless m so domg he pass 
a square which is attacked h} a hostile Pawn , in which case 
the opponent may, at his option, permit him to make the two 
steps forward, and there remain, or may capture him in his 
passage m the same way as if he had moved but one step. 
(See diagram No. 9.) 
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: HF 01TR\TI0N OF “ CASPLING (See page 19 ) 


^o 11 
FT Vf K 



In this intuition the white Km^ is threatened with what 
iscilud a cli‘s(o\ticd check that is, his opponent b\ re- 
moMn^ the Bishop would discotcr cheek horn the Queen i 
Jf'^ocec din^, in the piesent instinec^ which would speedily 
in\ol\e the loss of the sjxme to A\Tiite Not bemj? at the 
moment in chock however and Imiii" mo^ eel neither King 
noi Kook and there being no Piece between the 


The piadice of castling is i European inno\dtion of compaiativtly 
modem origin In theonentil nations, the birthplice of chess castling 
mi mthors upon the game in Europe Damiano 
‘‘ In'!;, nf Lopez^ 0561), have no allusion to it hut mention only the 
^ privilege denved from the Eastern game, 

r n hlTf r ‘’“"S first played, pro^.ded he nol 

iHheckpd to move and even make a capture hke a Kn ght. 
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Kinj^ and Ins n Rook \Miitc is enabled to castle, mg 
check to the adxcise King at the same time and \im tlie 
ja^me easily, for Black has no squire to winch he eni mo^e 
Ins King without going into cheek and is consequciith 
obliged to mteipose his Q, at K Bs second oi K Bs thud 
squne, in either case being eheckmated in two nioie lno^es, 
as } ou will soon be able to see 


CBI CKMAll 
No 12 

T 1 V( K 



Ihc xbo^c position represents the appeal inee of the foiees 
on each side tow aids the end ol a gime, and will issist to 
ex])lain the application of two oi thiee of the teelmicil teiins 
described in the picsent Chipter, as well as to exhibit the 
King in a situation of checkmate You xlrcad} unde i stand 
that the moves at chess are played by each paity alteinatel} ; 
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in this case it is WTiite’s turn to play . and he will checkmate 
his antagonist in two moves. Place the chess-men on your 
board exactly in the order they stand m the dia^^m ; having 
done this, suppose yourself to be playing the White men, and 
take the Black King's Pai\Ti with your Queen, in the manner 
before shown, i. e., by taking the Pawn from the boai*d and 
stationing your Queen on the square it occupied. By this 
act. you not only take his Pawn, but you attack his King, 
and must apprise him of his danger by calling “ cAecA.” 
lie has now two ways only of parryung this check. It is 
clear he canno^ move his King, because the only two squares 
to which he could move without going into check arc occupied 
by liis own men ; he is forced then either to take the Queen 
with his K. B's Pawn, or to interpose the Bishop at King's 
second square. If he take the Queen with his K. B's Pawn, 
you must reply by playing your King’s Bishop (which you 
will know' by the colour of the diagonal on which he travels) 
to K. Kt.’s sixth square, cryung check.” Examine the 
position attentively and yo\i will find that Black has no 
square to which he can move his King, the only vacant one 
being attacked by yniir Queen's Bishop, that he has nothing 
wherewith to take the Bishop that has given check, and 
neither Pi(‘ce nor Pawn w'ith w'hich to interpose between it 
and his King, and that, consequently, he is not only checked, 
but checkmated. In like manner, if, at his first move, instead 
of capturing your Queen, he interpose his Bishop at King's 
second square, you immediately take the Bishop with your 
Quecui, who is protected by her Bishop, and say “check- 
mate.” 


DISCOVERED CHECK. 

This is a striking though simple instance of the power of a 
ducovered check, ^Vrrange your chess-men as in the diagram, 
and you will find that if White has now to play, although he 
is so much inferior to his opponent in force, he can win the 
game in tw'o moves. If indeed there were no Book on the 
board, he would do so on the first move by playing his Rook 
to Q. B 8 eighth square, discovering check with the Bishop ; 
Black would then be unable to interpose his Queen, because, 
m so doing, he must leave his King attacked by the Rook, 
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No. 13. 
BLACk. 



WHIIL. 


and he would, consequently, be checkmated at once. In the 
position under consideration, however, you must observe that 
the Bisho]) is attacked by the Black Rook, and if AMiite were to 
play his Rook in the way just spoken of, Black could take 
the Bishop with his Rook, find would ultimately wdn the 
^ame. Under these circumstances, Wliitc must play his 
Rook to K. Kt.’s sixth square, discovering cheek equally wdth 
the Bishop, and at the same time preventing his capture b} 
the Rook. As Black cannot remove his King, notliiiig re- 
mains for him but to interpose the Queen at her Kt.'s second 
square, w^hereupon 'WTiite takes the Rook, giving checkmate, 
since the Queen is already occupied in parry mg the Bishop s 
check, and the King is unable to stir. 
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PERPETUAL CHECK. 

\> 14 


in \cw 



'NV II I J 1 


This position IS only i modification of the pre ccdiii” one, but 
it will enable >ou to undci stand what is niL'int hy perpet^ial 
I heck as well is the most elaboiate arrangement of the men 
I ould do n ice the me n on > oiir e boss bo u d aceoi diiip; to the 
diagram, siipjiosc >oiusclf to be plwmp; the white Tieces and 
that it IS your turn to inoie ^our idicrsarv you will ob- 
sene has the ad\ inti^e in point of foice but tnis is coimter 
balinccd by the situition which enables you to draw the 
i^ime lo do this you must fust play youi Queen to one of 
the ihice squaies wheie she will cheek the Km^, ? c , to 
ks 4th Qs oth 01 Ci Bs Cth , it is indifferent yyhich, 
siy, tluiefore, Q to X s 4th (cheek) Black has no option, 
his King cannot noye, he must interpose his Queen If now 
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3 ’'ou were to take the Queen you would lose the game, on 
account of his two Pawns ; but instead of doing so, you play 
the Queen to King's 8th sq., giving check. The black Queen 
must again interpose; you re])eat the ahevk at K’s 4th, Black 
can only paixy it with liis Queen, and you may persist in 
giving the same two checks, ad infinitum. In such cases, the 
game is resigned as “drawn hy peiyetual check."' 

ANOTHER EXAMPLE OF PERPETUAL CHECK. 


No. 15. 



In this instance, which is given by Mendhcim, "White is 
much inferior to his opponent in numerical strength, but from 
the peculiarity of the situation he is enabled to di*aw the 
game. Endeavour to discover how this is accomplished, 
beginning by playing the Rook to K. B's 8th square, giving 
check, ko. 
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SMOTHERED MATE 


No 16 


BTACK 



This IS a fimiliir evainpk of smotheied mate which )oii 
Will find can be effected by no other Piece than the Knight 
^Miite s first mo\e is Queen to her 5th square, checking 
lllaek IS obliged to rctieat his King to the It s sq , because, 
we^e hi to play him to Ins B s sq the Q would checkmate 
at once Upon the King letiimg AVliite guf s check with his 
Kt <it K B s 7tli this brings the King back again to Knight s 
sq , and affords to \Miite an opportunity of giving double checks 
which he does b} moMiig the Knight to K Rook s 6th, check- 
ing with both Q and Knight, as before the King must go to 
Rooks sq , and now follows a beautiful moM>— White plajs 
his Queen down to A” Kt s Sth (next square to the Black 
Kuig), giving check , the King cannot take on account of the 
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Knight; he is compelled, therefore, to capture with his llook, 
and the Knight then gives the .wiothered mate at K. B‘s 7tli 
square. 


STALEMATE. 


xNo. 17. 


BLACK. 



WHITE. 


Here you observe that \^^lite has the great advantage of a 
i^ueen against a Hook; hat with all this, and the move to boot, 
It is impossible for him to do more tliaii drjiw the game. It 
IS evident that he cannot move his Queen from the front of 
his King on accoimt of exposing him to cheek Avitli the Kook. 
If he move his King, Black takes the Queen, and tlu‘ game is 
(ira\vri. And lastly, if 1 e take the Kook with his Queen, \\c 
places the adverse King 'n the position ])efore described of 
stafemate. 
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phapter rv. 

ON THE EELATIVK VALUE OF THE CHESS 
FORCES. 

An attempt to establish a scale of powers whereby the lela^ 
tive values of the sc\ (‘ral men could bo estimated with mathe- 
matical exactitude, althouf»h it has frequently engaged the 
attention of scientific minds, appears to be an expenditure of 
ingenuity and research uj)on an unattainable object. So ever 
varying, so much dependent on the mutations of position 
which every nio'se occasions, and on the augmented power 
which it acquires nlien combined with other forces, is the 
proportionate orth of this with that particul«ar man, that it 
would seem to be beyond the reach of computation to devdse 
a formula by wliich it can be reckoned wdth precision. But 
still ar a])proximation to coiTectness has been made, and the 
result aiTivt‘d at gives the following as the ultimate respec- 
tive values 

Pawn = 1.00 

Knia:lit = 3.05 

Bibhop = 3.50 

Rook — 5.48 

Queen rrs 9.94 

Th« King, from the nature of the game, which does not 
admit of his being exchanged or captured, is invaluable, and 
he is not, therefore, included in the calculations 

The Pawn, it is seen, is the least valuable of all the men, 
the Knight being worth at least three Pawns. 

The Bishops and Knights are practically considered of equal 
value, although there is a diflerence in the estimate here 
given. 

A Rook is of the value of five Pawns and a fraction, and 
may be exchanged for a minor Piece and two Pawns. Two 
Rooks may be exchanged for three minor Pieces. 

The Queen is usually reckoned equal, in average situations, 
to two Rooks and a Pawn, but towards the end of a game she 
is hardly so valuable as two Rooks. 

These comparative values may be of service to the student 
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in general cases of exchanging men, but ho will find in prac- 
ticse the relative worth of his soldiers is modified by so many 
circumstances of time, opportunity, and position, that nothing 
but experience can ever teach him to determine accurately in 
every case “ which to give up and which to keep.’* 


Chaptek V. 

THE LAWS OF THE GAME. 

The following Laws, with some trifling variations, have been 
in general use for the last fifty years. They have recently 
been revised by a committee of the London Chess Club, estab- 
lished in 1807; and are now universally adopted by all the 
chess clubs of Great Britain. 


I. 

ITie chess-board must be so placed that each player has 
a white comer square nearest his right-hand. If the board 
have been impro])erly placed, it must be adjusted, provided 
four moves on each side have not been played, but not after- 
wards. 

II . 

If a Piece or Pawn be misplaced at the beginning of the 
game, either player may insist upon the mistake being 
rectified, if he discover it before playing his fourth move, but 
not afterwards. 

III. 

Should a player, at the commencement of the game, omit 
to place all his men on the board, he may correct the 
omission before playing his fom*th move, but not afterwards. 

lY. 

If a player, undertaking to give tlie odds of a Piece or 
Pawn, neglect to remove it from the board, his advcr=ar\’, afre»‘ 
four moves have been played on each side, has the choice ot 
proceeding with or recommencing the game 

D 2 
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V. 

When no odds are pjivon, the players must take the first 
nii)ve of each game altc'niatcly, drawing lots to dc'tennme 
who shall Ix'gintlie first game. If a game be drawn, the 
player who began it has the first move jerc tlic following 
one. 

YI. 

The player who gives the odds has the right of moving 
fii-st in each game, unk'ss otlu'rwiso agreed. Whenever a 
Pawn is given, it is understood to be always the King’s 
Bishop's Pawn. 

VII. 

A. Piece or touched must be played, unless at the 

moinc'nt of touching it the jdayer say “ J'adouhe^ or words 
to that effect : hui \f a Puct or Pawn he displaced or ovm'turned 
h accident, it niat/ be resiorta to its place. 

VIII. 

While a player holds the Piece or Pauii ho has touched, 
he may play it to any oth(*r than the s({\iare he took it from; 
but, having quitted it, he cannot recall the move. 


IX. 

Should a player take one of his adversary's Pieces or Pawns, 
without saying “ J 'adoidw," or words to that effect, his 
adversary may com])cl him to tak(' it ; but if it cannot be 
legally takc'ii, he may oblige' him to move the King ; shoidd 
his King, howevcT. be* se> posteel that he caiuiot be legally 
moved, no penalty can be* inflicted. 


Sliould a ])layer move one of his adversaiy^'s men, hi^ 
Antagonist lias the oplior of eennpelling him — 1st, to replace 
tlie Piece or l^iwn anel move his King ; 2nd, to ro])lace the 
Piece or Pawn anel take it ; 3rd, to let the Ibecc or Pawn 
remain em the sejuare to which it had been played, as if the 
ino\ e were correct. 
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XL 

If a player take one of his adversary’s men with one of his 
own that cannot take it witliout making; a false move, liis anta- 
gonist has the option of compelling him to take it with a Piece 
or Pawn that can legally take it, or to move his own Piece 
or Pawn which he touched. 


XII. 

Should a player take one of his own men with another, 
ins adversary has the option of obliging him to move either. 

XIII. 

If a player make a false move, ?. e., j)lay a Piece or Pawn 
to any s(juare to which it cannot legally be moved, his 
adversary has the choice* of thr('(* p(‘nalties ; viz., 1st, of com- 
pelling him to let the Piece or Pa\Mi remain on the square 
to which he played it; 2nd, to move coiTcctly to another 
scpiaro ; 3rd, to replace the I^iece or Pawn and move his 
King. 

XIV. 

Should a player move out of his turn, his adversary may 
choose whether both moves shall remain, or the second l>e 
retracted. 


XV. 

AMien a Pawn is first moved in a game, it may be pla} ed 
one or two squares ; but in the latter case the opponent lias 
the privilege of taking it cti pasf>anf with any l^awai which 
could have biken it had it been jdayed one squai'c only. A 
Pawn cannot be taken en by a Piece. 

XVI. 

A player cannot castle in tin* followmig cases 

1. If the King or Rook have been moved. 

2. If the King be in check. 

3. If there be any l^iece between the King and Hook. 

4. If the Kmg pass over any square attacked by one of the 
adversary’s Pieces or Pawns. 



38 


CH£S8-FLAY£E's HANDBOOK. 


Should a player castle in any of the above cases, his adver- 
sary has the choice of three penalties ; viz., 1st, of insisting 
that the move remain ; 2nd, of compelling him to move the 
King ; 3rd, of compelling him to move the Rook. 

XVII. 

If a player touch a Piece or Pawn that cannot be moved 
without leaving the King in check, he must replace the Piece 
or Pawn and move liLs King; but if the King cannot be 
moved, no penalty can be inflicted. 

XVIII. 

If a player attack the adverse King without saying 
** Chock,” his adversary is not obliged to attend to it; but if 
the former, in plajiiig his next move, were to say ‘‘ Check,” 
each player must retract his last move, and he that is under 
check must obviate it 


XIX. 

If the King has been in check for several moves, and it 
cannot be ascertained how it occurred, the player whose 
King is in check must retract his last move and free his 
King from the check ; but if the mo^ es made subsequent to 
the check be known, they must be retracted. 

XX. 

Should a player say “Check,” without giving it, and his 
adversary, in consequence, move his King, or touch a Piece 
or Pawn to interpose, he may retract such move, provided 
his adversary have not completed his last move, 

XXL 

Every Pawn which has reached the eighth or last square 
on the chess-board, must be immediately exchanged for a 
Queen or any other Piece the player may think fit, even 
though all the Pieces remtiin on the board. It follows, there- 
lore, that he may have two or more Queens, three or more 
Kooks, Bishops, or Knights. 
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XXII. 

If a play remain, at the end of the p^mc, with a Rook 
and Bishop against a Rook ; with both Bishops only ; with 
Knight and Bishop only, &c., he must checkmate his acBxu- 
saiy in fifty moves on each side at most, or the game will 
be considered as draA^m; the fifty moves commence from 
the time the adversary gives notice that he will count 
them. The law holds good for all other checkmates of Pieces 
only, such as Queen, or Rook only, Queen against a Rook, 
kc,, &c. 


XXIII. 

If a player agree to checkmate with a particular Piece or 
Pawn, or on a particular square, or engage to force his adver- 
sary to stc'ilemate or checkmate him, he is not restricted to 
any number of moA es. 


XXIV. 

A stalemate is a drawn game. 

XXV. 

If a player make a false move, castle improperly, &c., &c., 
the adversaiy must take notice of such irregularity before he 
touches a Piece or PaAvn, or he aa ill not be allowed to inflict 
any penalty. 


XXVI. 

Should any question arise, respecting Avliich there is no 
law, or in case of a dispute respecting any law, the players 
must refer the point to the most skilful disinterested bystan- 
ders, and their decision must be considered as conclusiA^e. 

[I (jannot permit tlie present opportunity to pass without expressing 
a hope that the time is not far distant when the advancing intelligence of 
chess-players will prompt their leading authorities in Europe to unite for 
the purpose of abolishing the several crude collections of ambiguities 
which are now received as the “ Laws of Chess,’’ and to establish in their 
stead one general and comprehensive code of regulations, in the inter}) re- 
tation of which there shall be neither doubt nor difficulty, and which shall 
be worthy of the period and of a game which aspires almost to the dignity 
of scicacc.J 
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ClIAPrEB VI. 

Gi:Xi:ilAL RULES AND OBSERVATIONS 

CONCERNING THE KING. 

It i<5 TiH)stly fidvisal)lc to o.astlc the pretty early in 

llie and to do so on the side, because ho is loss 

subjc'cl to an attack, and lH‘tter able to r('j)el one on that sid<3 
than Uk' other— novertheU^ss, it liv(|uently ha])pens, that n 
j)lay(‘r by castling- on tin* (Re‘(‘n‘s sid(‘, is ('nahh'd to make a 
foj’mid5d)le a'-si\u!t on the adxerse Kini;, by throwinjj; forward 
liis Kin^^'s Hank Iknvns. When tlie Oiu'ens are (‘xchan^ed 
off* t'arly in the game, it is oftt'ii well to move tlie Kinir to 
K. B's 2nd ^(piare, and in that way bring tlie Rooks into play, 
instead of castling, Ix'cause tliero is them loss danger to the 
King, and lie may become a vnluabh* auxiliary during the 
remainder of th(‘ light. In castling, move the King before 
you toiicli the iJook. 

Be fearful, when casth'd on the King's side, of permitting 
an adverse Knight to gain safe p()>s(‘.ssion of your King's 
Bislio])’s -Ith s(]uar(‘, and remember that it is seldom prudent 
in an inexperieneed player to advance the Pawns on the side 
his King has castled. 

Be eautioiis of jihiying your (Rk'ou in front of your King, 
Never Mihi^'cl \ ourself to a discovered vJiech. It is better when 
chock is ‘ii\('n to xour King to interpose a man that attacks 
the checking Pi(‘ee tluin nitli one tliat (hx's not. Bewar(' of 
giving useless checks to your adversary’s King, but wh(‘n, 
by clu cking, you can oblige Jiim to movi‘, 'and thus de])rive 
him of th(* right to castle, it is generally good play to do so. 
It is soinelinies useful to give a sc ries of checks, and even 
saci’ifice a Piece, to force' tlu' King into the middle of the 
board, m lu'ro he may he subjected to the attacks of your other 
men. 

Do not in all cases take an enemy's Pawn which stands before 
your King. — it may servo soinetimc's as a protection to him ; 
and b(‘ar in mind that towards the termination of a game, 
especially when the superior Pieces have been taken off the 
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field, the Kinj^ sliould be made to comj^onsate for his previous 
iiiJictivity, by bcMiijr busily engaged. The fat(* of tlie fi^aine is 
then d('])eud(‘ut h)r the most part on the; skill displayed in the 
mau{t»»('Tiient of the King. 

CONCKRNING TIJE QUEEN. 

The Queen is so powerful and important a PicTo at chess 
thtit she should randy be em])loyed to defc'ud or attack any 
point if you can do it as w(‘ll with a subordinate. 

It is not ^'ood to play the (iueen out into the game at the 
beginning, lu'cause slie can be attacked by inferior Pieces, and 
is conijjelled to retire with tlie lo.ss of many moves. 

Be careful, too, wlieii about to ca])ture a distant Pawn or 
Piece, that you do not remove your (^u(‘(‘u too far from the 
immediate^ point of action. A cle\(‘r ])lay('r will often pt‘rmit 
you to win a Pawn with tin* Qu(‘en, that he may prev(‘nt her 
returning in time to rt'seue your King from his attack. The 
power of the (iueeii is wonderfully greater when she is aided 
and ])rotectt‘d by other l*it‘C(\s than wIk'u she goes forth unsup- 
portc‘d ; it is generally in judicious, therefori', to make an attack 
with her miless in combination with some other of your forces. 

CONCERNING THE ROOK. 

The Book is a most imj)ortant officer, yet few players even 
among tb(‘ best avail themselves sufficiently of his power. 
Jl(‘ has seldom much sco])e for action in the early part of the 
engagcTuent, but when the fudd is thinned no time should be 
lost in bringing him into action. You should then endeavour 
to double your Kooks, that is, to place tluun one before the 
other on the same file : in this situation, mutually sustaining 
one another, theii’ potency on a clear field is equal to the 
Queen' s. 

It is usually good play fo get command of an o])en file, that 
is to say, a file which is occupied by no other man, by stationing 
a Kook at one end of it. When you have thus gained 
possession of the file, should your o])ponent try to dispossess 
you of it, by ]>laying one of his Kooks on the same file, it is 
frequently better to (lefend with youi* other Kook than to take 
his or remove your own. You will often embarrass your ad- 
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versary, too, if you can manage to post a Rook on his secoudl 
rank, say at your King's 7th or Queen's 7th square. In this 
position he goneraliv maKes an attack on the Pawns unmoved, 
and coni])els the enemy to lose time in defending them, while 
vou can biing more forces into action. 

One of the strongest reasons for playing out your Pieces 
early in the battle, is, that wliile at home they are not only 
themselves inactive, but they utterly retard the movements of 
your Rooks. In an unskilfully developed game it is a common 
occurrence to see the victory won before the defeated player’s 
Rooks have ever moved. 

CONCERNING THE BISHOP. 

When the game is opened by each party i\dth King’s Pawn 
to King’s 4th square, the King's Bishop is somewhat superior 
to tlie Queens, because it can be sooner brought into play, and 
may be made to bear immediately on the King's weak point, 
his Bishop's Pawn. It is desirable therefore genemlly to ex- 
change your Queen’s Bishop or Queen’s Knight for the ad- 
versary’s King’s Bishop, llie King's Bishop should rarely or 
never be played to the Queen's 3rd square before tlie Queen’s 
Pawn is moved, llis best position, as we have remarked 
above, is to Queen’s Bishop’s 4th square, Avhere he attacks 
the opponent’s King's Bishop’s Pawn. If your antagonist 
then challenges an exchange of Bishops by moving his Queen’s 
Bishop to King's 3rd square, it is not always prudent to 
accept it, because although you may doidde the Pawns on his 
King’s file, you at the same time afford him an open range for 
his King’s Rook when lie has castled. The best ])lay in such 
a case is, thc'ndbre, to retreat your King’s Bishop to Qiitms 
Knight s [h'd square. 

Be careful, as a general rule, in an open game, not to move 
your Queen s l^iwn one sipiare hfore you bring out the King’s 
Bishop, as by so doing you leave him but the Kiug^s 2nd 
square on which to move, and there his position is defensive 
rather than attacking. 

If strong in Pawns towards the conclusion of the game, en- 
deavour to get rid of the enemy’s Bishops, because they can 
impede the march of your Pawns more rendily than either the 
Ivooks or Knights 
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When the other men are cxchanj^ed off, and you remain 
with a Bishop and two or three Pawns, it is often proper to 
keep your Pawns on squares of a different colour to those on 
which your Bisliop travels, as he can then prevent the opposing 
King from approaching them. If, however, you have the 
worst of the game, it is mostly better then to keep them on the 
same colour as the Bishop, that he may defend them. 

Su])])osing you have Pawns only at the end of a game, and 
the adversary has a Bishop, it is generally advisable to move 
the Pawns as soon as possible to squares of a different colour 
to the diagonals he moves on. 

Do not indiscriminately exchange your Bishops for Kniglits, 
or vice versd. Two Bishops at the finish of a game are stronger 
than two Knights, and one Knight generally more useful than 
a single Bishop. 


CONCERNING THE KNIGHT. 

The Knight is at once the most striking and most bcautiftn 
of all the Pieces. The singularity of its evolutions, by which 
it is enabled to overleap the other men and wind its way into 
the penetralia of the adverse ranks, and if atUicked leap back 
again within the boundary of its o^v^l, has rendered it the 
favom-ite Pi(‘ce of leading players in every countiy. 

The assault of the Knight is more subtle and dangerous 
than that of any other Piece, because he attacks without 
putting himself and his attack can never be resisted 

by the interposition of another man. 

At the commencement of a game, the best place for the 
King's Knight is at K. B's 3?y/ sq, ; it there attacks your 
adversary's K's Puami, if it has been moved two squaies, and 
offers no impediment to the jdaying out yoiu* King's Bishop, 
and j)revents the adversaiy from placing his Queen on your 
King Rook’s 4th sq., wIutc she would often be a somce of 
restraint and danger to your King. Many persons prefer 
playing the K. Kt. to K's 2n(l at the second move, fi'oni the 
mistaken notion that the K. B's P. should be moved before 
tlie Knight is played to Bishop's 3rd; tliis is an error, and 
generally leads to a very bad game. 

When you have brought out your Q. Kt. to B's 3rd, it 
is frequently advisable, at a proper opportunity, to get him 
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roimd by K's 2iid sq/ to tho 7 l. Kt. s 3r7, where he exercises 
a veiy impoilaiit iiihiience, by threatening, wdiencver the 
square is left uiij^uarded, to post himself on K, B's bth, 

A Knii^ht with tlin‘e or four Pawns, at the end of a ^anie, 
has an acivaiita<»;e over a Bishop M'ith an equal number of 
PaAvns, because he can h‘ap from white to black, and thus 
atta(‘k the Pawns on t'ither coloured squares, Avln'reas the 
Bishop can attack tluan only uhen they move on sejuares of 
the colour of his diai^onals. In similar circumstances, how- 
ever, lu' is not so usefid in defending as a Bishop or a Hook, 
since if forced to remove he ceases to defend, while the Hook 
or Bishop may retreat and still j)rotect 

CONCERNING THE PAWNS. 

Struck by the sco]K‘ and })ower of the higher Pit'ces, young 
players commonly o^(u•look the homely Pawns, or deem them 
scarcely worthy of rt'gard, and are amazed to learn tlnit the 
combinations of these simple elements are among the most 
refiiu'd and arduous studies of the science. Yt‘t such is the 
fact, and without a thorough comprehension of their quiet but 
remarkable jjredominance in almost every (‘ircumstance of the 
game, it is impossible for any one to attain a high degree of 
excellence. 

It is g{mei*ally advantageous for your Pawns to occupy the 
middle of the l)oard, b(‘eause when there tiny greatly retai'd 
tlie movements of the o])])osing forces. The King's Pawn 
and Queen's Jkiwn, at tlitur fourth squares, are well ])osted, 
but it is not ('asy to maintain tliem in that position, and if 
you arc* dn\en lo achance one of tluun, the j)()wer of both is 
much diniinislK'd. It is well, therc'hme, not to be too eager 
to establish two Pauiis abreast in tlie centre until you are 
fully able to sustain them there. 

WHjeii you have two Ihnvns abreast, tlie King and (^iieeifs, 
for instance, at their fourth squares, should the adversary 
attaedv one of them with a Pawn, it is occasionally better to 
advance the Ihiwn that is attacked miother step, than to take 
the ]*awiu 

Tlie Paums, liOAvever, should seldom be far advanced, unless 
they can be propt'rly sustained by the ITeces. Pawns at thcii 
fourth squares are therefore mostly more powerful tluin at 
theii’ sixih 
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The King's Bishop's Pav^ni having no support but that of 
the King, is usually the point to wliich the first attack is 
directed, and more than ordinary care shoidd be tak(m to 
preseiTO it. It is raredy good ])lay to move the King’s 
Bishop's Pawn to Bisho])'s 3rd early in the game. 

As a g(‘iu‘ral rule, it is not advisable to move King's 
Knight’s Pawn or Queen's Knight s Pawn early in the game. 
Tlie former played to K. Kt.’s 3rd scpuire will ofU'ii alloAv 
youi* adyersary to play his (.lueen's Ihshop to yoiu* King's 
Kook's 3rd .«;({ua]*e, a dangerous moyc wlien you have castled 
on King's side. 

After castling, it is gen(Tally])ro])(T not to move the Knight’s 
Payii that is bejbre your King, until you are obliged. 

In a diagonal line of Pawns you sliould endeavour to pre- 
serve tlu‘ Pawai at tlu' Inml of them. Pawns, when united, 
have great strength ; but wdien s(‘parated, their pow'cr is 
sensibly h'sscaied. 

A j)ass{Hl Pawn is mostly seryicc'able when sn])])orted by 
another Pa wan 

A doubh'd PawTi is not in all cases a disadvantage, espe. 
cially if it is united with other Ihiw'us. The worst kind of 
doubh'd Paw’ll is om' on a Kook’s file ; while the most advan- 
tageous is the King's Bishop’s Pawm doubh'd on the King’s 
tile, b(‘causi‘ it strength(*ns your middle Pawns and opens a 
file for yoiu* King's Kook. 

Tlie Paw'll being less important than a Piei'e, it is usually 
better to (h'h'iid w ith it tlian with a Piece. For tlie same, rea- 
son it is likewise bettc'r to protect a Pawn wdth a PaAvn 
than w’ilh a Piece. No Ihece can interpost' bt'twcen the attack 
of a Paw'll, it can tlu'i’t'fort* frequently check tht' King with 
great advantigc. 

Be cautious generally of advancing the Paw’ns far on either 
side, till you sec on w hich your opponent castles : and re- 
member, when a])])roachlng the end of a game, wht're you 
haye Pawns, or e\en a Pawai, against a minor Pit'ce, that you 
may wm, but that your op])onent, exc('])t in yt'iy rare cases, 
cannot, and that two Pawns in any situation can iirotect 
themselves against the adyersc' King. 

We shall conclude the present (3ia])ter wdth an attempt to 
define mathematically the action and powers of the chess- 
taeu, taken from ""Tlie Cliess-Player's Chronicle,” vol ii. 
p. 383. 
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MATHEMATICAL DEFINITIONS OF THE MOVES AND 
POWERS OF THE CHESS-MEN. 

The moves and attacking powers of the several Pieces are detenniuod 
by liuo^ direction, and limit. 

The lines ot movement and attack on the chess-board are threefold, 
viz. : — 

1. The sides of squares. 

2. Tlie diagonals of squares. 

3. The diagonals of parallelograms of six squares, f. c., 3 by 2. 

The directions of movement and attack are fourfold — forward, back* 
ward, lateral, and diagonal. 

The limits of movement and attack are threefold 

1. When confined to adjacent squares. 

2. Extending over the whole board. 

3. Confined to the oppc site squares of parallelograms, 3 by 2, 

The lines of movement and attack are eomrident for all the Piccoe 
except the Pawns, wliosi* line ot motion is one square forward along the 
81 th*, and their line of attack one square forward diagonally. 

The Kin(»’s line of motion and attai'k is one square in every direction, 
forward and backward, lattral and diagonal. 

The Qitei.n’s line of motion and attack are all along both the sides and 
the diagonals of squares in every direction, to the extremity of the board : 
thus combining those of the Rook and Bishop. 

The Rook’s line of motion and attack is along the sidM of squares in 
every direction, to the extremity of the board. 

The Bishop s line of motion and attack is along the diagonals of 
squares in every direction, to the extremity of the board. 

The Knight s line of motion and attack is along the diagonals of 
panllelograms, 3 by 2, in every direction, to the opposite square. 


ClIAPTEiv VII. 

MAXIMS AND ADVICE FOR AN INEXPERIENCED 
PLAYER. 


PflERE IS nothinjr that will improve you so much as playing 
\nth good pla3'crs ; never refuse, therefore, when any one 
oners you odds, to accept them : you cannot expect a pro- 
ficient to feel much interest in playing with you upon eve» 
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tenns, and as you are sure to derive both amusement and 
instruction from him, it is but fair that he should name tlie 
conditions. It will soon happen that you youiself will be 
able to j^ive odds to many amateurs whom you meet ; when 
this is the case, avoid, if possible, playing them eren, or yon 
are likely to acquire an indolent, ncf^lectful habit of play, 
which it will be \cry difficult to throw off. When you 
cannot induce such play(‘rs to accept odds, propose to play 
for a small stake ; and they will soon be glad to take all the 
advantages you can offer. Be always carefid, before begin- 
ning a game, that tlie men on both sides are prope/ly 
arranged. 

Never pennit your hand to hover over the board, or indeed 
to approach it, until you have completely made up your mind 
what l^iece to move ; a contrary habit begets a feeling of 
indecision that is fatal to success. Play invariably accorcling 
to the laws of the game, neither taking back a move your- 
self, nor allowing your opponent to recall one. Do not 
exhibit impatience when your adversary is long in making 
his move. Ilis slowness is a tacit compliment to your 
skill, and enables you to play with proportionate quick- 
ness, because while he is meditating on his next step you 
can take advantage of the time to consider what shall be your 
rejoinder ; besides, it is absolutely necessary for eveiy one 
desirous of excelling at chess to play slowly. Mr. Lewis 
aptly remarks, “ It i^s no doubt desirable to play well and 
quickly, but I scarcely ever knew a very good player who wjis 
not also a slow one ; and indeed, how can it well be other- 
wise? A fine player examines occasionally fi'om five to 
twenty or more moves on each side : can this be done in a 
moment ? It is easy enough to play quick against inferior 
play ; but against equal and very good play one cannot play 
quick without losing.” 

Learn to play indifferently either with the white or black 
men. Do not play too many games at a sitting — and never 
suffer the loss of a game to occasion you much disquietude, 
lliink of how many thousand games a Philidor must have 
lost before he attained his highest excellence ; besides, the loss 
of one well-fought game with a fine practitioner will do nuo'e 
towards your im2)rovement than the gain of ten light 
skirmishes with weaker players than yourself. Endeavour to 
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play all your Pieces equally well. Many young players have 
a predilection for a ])articular Piece, as the Knight or tlie 
Queen, and lose both time and position in tiying to prevent 
exchanges of their favourite. In opening your game, endea- 
vour to bring your su])('rior oflieers into action sj^eedily, but 
avoid all inv'uiature attacks. Take care not to j)lay a Piece 
to a square \^'here it impedes the action of another, and 
beware of venturing an unsupported Pieot^ in the adversary’s 
game. 

If subjected to a violent attack, you may often disconcert 
your oiqKmeut ])y eonqx'lling tlie cxeliango of two or three 
Pieces. AMuai, however, } ou are about to exchange officers, 
you must calculate not oidy their ordinary value, but their 
peculiar worth in the situation in question ; for example, a 
Rook is gcaicrally more' A\‘duable than a Knight or a Bishop ; 
but it Avill lia])])en, tliat by exchanging a Rook for one of 
the latt(T you may greatly im])roAT y{nu* game. 

It is mostly good jday to exchange tlu‘ Pieces off when you 
are su])crior in ])o\ver, so that Avhen you have the odds of a 
Piece giAX'ii to you by a finished player, you should endeavour 
to exchange as often as you can consistcmtly AAuth safety. 

WJk'ii an ('xchange of two or more Pieces appears inevitable, 
look closely to s(‘(' nlK'tbcr it is b(‘tt(T for you to take first or 
to com])el your o])j)onent to do so. \Vlu‘n one of the enemy 
is completely in >our power, do not be too eager to make the 
capture — ilu're may ])crliaps b(‘ a imwe of importance A\hich 
you can make before you take him. Beware also of snatcning 
hastily a proflerc'd man, it may Ix' oidx given as a bait to catch 
a more im])ort[iut ad\antage from you*. 

If at the end of a game you rennain Avith PaAAuis agfiinst a 
Knight and find it difficult to evad(' his i-(‘])cated checks, re- 
collect that by placing >oiu* King on the same diagonal as the 
Knight, with but one inteiwening s(|uare betAveeii them, that 
you cannot aLuiin be checktxl uiuhT tlin^e mov('s. 

When you have lost a ganu* Avhich has cf)st you great atten. 
tion, it is a good practice to play it ox'cr afterwards in private, 
and endeavour to discover wluue the eiTor occurred through 
which your oj)p(aiont gaiiu'd his first adA'anlage. llus custom 
will improve both your memory and your ])iay. 

Comparing small things Avith great ones, noAX'r forget that in 
chess, as in modom warfare, one of tie most iniporlant 



MAXIMS AND ADV1C£. 


49 


stratagems is the art of gaining time upon the enemy. In this 
respect, as indeed in many otl ts, the broad principles which 
are laid down by the highest mi itary authorities as the basis of 
operations in a camj)aign are applicable to the management 
of your forces on the chess field. From the Traiie de Grand 
Tactique of General Jomini, we gather tliat the art of war, as 
exemplifi('d by Buonaparte, consisted in the proper application 
of three combinations — ^first, the art of disposing the lines of 
operation in the most advantageous manner ; secondly, in a 
skilful concentration of the forces wdth the greatest possible 
rapidity uj)on the most impoilar^ point of the enemy’s line of 
openitions ; and thirdly, that . combining the simultaneous 
employment of this accumulated <rce upon the position against 
which it is dirc'cted. No play of grc‘at skill can fail to see 
that we have lu're the key to the oasis of ofiensive movements 
in Bie battle of chess. Nor, to canw en the j)arallel, arc the 
principles which direct defensive ()})erations on the grander 
field in any d(‘gree less caj)ablc of a])])lieation. ‘‘lx is an 
aeknowledg('d princi])l(N‘’ says another able writer on the sub- 
ject, “ that the base of a plan of attack should form the best 
possible line of defimee ; and this fundamental rule cannot be 
^iolated with im])unity, since nothing is more embaiTassing 
ihan a su(Id(‘n transition from offensive to defensive operations, 
when false measure's or an unfortunate turn of afiairs may have 
overset the plans of an assault.” 

With every allowance for the amazing disparity in the im- 
portance of the individuals and the magnitude of the objects at 
stake, there is an analogy observabh', too, in the abilities requi- 
site for the command of armi(*s and tlie j)erfectly first-rate 
manceuvriiig of the mimic warriors of the chess-board. Tlte 
commaiidt'r ol' an army must ])oss('ss not h'ss a profound 
acquair ance with the geiuTul ])rinci])les which regulate the 
conduct )f a long and tedious campaign, than with those that 
are call^a into requisition in actual conflict, lie nuLst be 
able equally to an’ange tlie ])lan of ])r(hminar\" operations — ^to 
act at once and w ith decision in cases of the most j)ressing 
emergency, and on the occiuToncc of the most unforeseen 
events — ^to judge of the iin])oitance of a })osition and of the 
strength of an intreiichnu'nt — to discover from the slightest 
indication s tlie designs of the enemy, wdiilo his own are im- 
penetrable — and at the same time to preside with unshaken 
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•elf-possession over the tumult of the battle-field, and the 
raging fury of an assault. The qualifications of a really 
fimshod chess-player, however less in dcg]*ee, are somewhat 
similar in kind. To a perfect mastery of the difficult art of 
selecting and occupying, with the utmost rapidity, a “ good 
position,” he must add a thorough knowledge of all the com- 
plicated varieties of stratagems and snares which he is called 
upon alternately to invent and to defeat. lie miLst, in short, 
to some extent, display the same energies on the smaller scale 
which are so indispensable on the grander one. 

Marshal Saxe, a great general, (and an enthusiastic lover 
of chess by the way) in his summary of the attributes required 
in a commander-in-ehief, gives him genius, and courage, and 
health. The first of these qualities is uiHjuestionably called 
for in the highest order of chess skill ; and if by courage is 
implied, not so much mere physical bravery as entire self-pos- 
session, promptitude of decision, and undaunted perseverance ; 
and by health is meant the preservation of a sound mind, to 
which a sound body is so iniportiint an adjunct, then indeed 
both courage and health will be found to exercise a powcrfid 
influence upon the success of the chess-] )layer, as well as upon 
the fortunes of a Marlborough or a Wellington. 

These comparisons might be extended to more minute par- 
ticulars, but the general analogy observable may suffice to 
show you that great mental activity is called into requisition, 
and much attention and porseveiance are necessary for the 
attainment of the highest excellence, even in the strategy of 
chess-pkying. 


ClTAPTER VIII. 

ON THE SEVERAL OPENINGS OR BEGIjNNINGS OF 
GAMES. 

Before proceeding to the consideration of the various methods 
of commencing the game, it is adAusable for you to recur to the 
preceding Cliapters, wliich treat of the arrangement of the 
men--the moves of the men — ^their relative powers — ^the 
technical terms in use among players— and the laws of the 
game* When you have familiarized yourself wdth these, it 
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will be time for you to direct your attention to that most im- 
portant featui*e in the game of chess — ^the art of opening the 
game. 

rhere are several modes of beginning the game, but the 
following are the principal : — 

1st. Kach player begins by moving his Kiny s Pawn ic 
King's Ath square^ and the first player then move's King's Knighi 
to King's Bishop's ^rd square. Tliis is called tlie King's 
Knight's opening. 

2nd. Each player commences by moving his King's Pawn 
to King's Ath square^ and then he who luis the first mo\e play* 
King's Bishop to Queen's Bishoji s Ath square. This is known 
as the King's Bishop's opening. 

3rd. hlach player opens with King' s Pawn to King's Ath square, 
and the first plays Queen^s Bishop's Pawn to Bishop's ^rd square 
This is termed the Queen's Bishop's Pawn's opening. 

4th. Each player be'gins witli King's Paien to King's Ath 
square, and tlie first follows with King's Bishop's Pawn to 
Bishop's Ath square. This is called the King's gambit. 

Of these four openings on the King's side there are many 
modifications, of which each has its ap])r()])riat(‘ apj^ellation ; 
there are also scvc'ral ojicnings began on tlu' Queen’s side, all 
of which will be duly treated of in the following pages ; but 
the four above-named ar#' those most generally practised, 
and with them you should be thoroughly conversant before 
advancing further. 


Chapter IX. 

PllELTMINAKY GAME. 

Preparatory to the investigation of the several openings 
treated of in the following C’lui])t(‘rs, it may not be uninstiaictive 
to give a short game which shall exhibit the a})plieation of 
some technical phrases in use at chess, and at the same time 
show a few of the most prominent errors into which an inex- 
perienced player is likely to fall. 

In this game, as in all the analyses which follow, the reader 
will be supposed to play the White Pieces and to have the first 
move, although, as it has been before remarked, it is advisable 

£ 2 
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for you to accustom yourself to play with either Black or 
White, for which purpose it is well to practise the attack, first 
with the W^hite and then with the Black Pieces. 

WHITE. BLACK. 

1. K's P. to K»s 4th.* 1. K*8 P. to K^s 4th. 

When the men are first arranged in battle order, it is seen 
that the only Pieces which have the power of moving are the 
Knights, and that to liberate the others it is indispensably 
necessary to move a Pawn. Now, as the King’s Pawn, on 
being moved, gives freedom both to the Queen and to the 
King’s Bishop, it is more frequently played at the beginning 
of the game than any other. You w’iU remember, in speaking 
of the Pawns it was shown that on ccitain conditions they 
have the privilege of going cither one or two steps when they 
are first moved. 

2. K’s B. to Q. B’s 4th. 2. K’s B. to Q. B^s 4th. 

Thus far the game illustrative of the King' a Bishop's opening 
is coiTectly began. Each party plays his King’s Bishop thus, 
because it attacks the most vulnerable point of the adverse 
position, viz., the King's Bishop's Fawn, 

3. Q. B’s Pawn toB’sSrd. 3. Q’s Knight to B^sSrd. 

In playing this Pawn your object is aftcrw^ards to play 
Queen’s Pa>vn to Queen’s 4th square, and thus establisli 
your PaMTis in the centre ; but Ifiack foresees the intention 
and thinks to prevent its execution by bringing another 
Piece to bear uj)on the square. 

4. Q's Pawn to Q's4th. 4. Pawn takes Q^s Pawn. 

5. Q. B's Pawn takes Pawn. 5. K’s B. takes Pawn. 

Here you have played without due consideration. Black’s 
third move of Queen’s Knight to Bishop’s 3rd square was a 
bad one, and afforded you an opportmiity of gaining a striking 
advantage, but omitting this, you have enabled him to gain a 

* This is a slight departure from the notation commonly adopted by 
modern chess authors in England, who describe the moves of the Pawns 
by the number of steps they make, as King's Pawn two squares y Queen's 
Bishop's Pawn one square; a method, however, which is found em* 
bar massing in tne case of two Pawns on the same file. The present mode 
is not liable to this objection, and appears to be equally expressive and more 
consistent and uniform with the description of the movements of the 
pieces. 
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valuable Pawn for nothing. Observe, now, you* reply to bis 
third move was good enough, (4. Queen’s Pawn to Queen’s 
4th square), but when he took your Pawn with his, instead of 
taking again, you ought to have taken his King's Bishop s 
Pawn with your Bishop, giving check ; the game would then 
most probably have gone on thus : — 

5. JCs B. takes K. B's Pawn (ch.) 5. K. takes Bishop. 

6. (iueen to K. IVs bth {check). 6. K. to his B's eqnare. 

7. ^een takes ICs Bishop (check). 

In this variation, you see Black has lost his King’s Bishop’t 
Pawn, and what is worse, has lost his privilege of castling^ by 
being forced to move his King ; and although for a moment he 
had gained a Bishop for a Pawn, it w^as quite clear that he 
must lose a Bishop in retium by the chock of the adverse Queen 
at King’s Book's 5th square. It is true that he need not 
have taken the Bishop, but still his King must have moved, 
and White could then have taken the King’s Knight with his 
Bishop, having always the better position. 

But now to proceed with the actual game : — 

6. K’s Knight to K. B’s 3rd. 6. Queen to K. B’s 3rd. 

Bringing out the Knight is good play ; you not only threaten 
to win his Bishop, but you afford yourself an opportunity of 
castling whenever it may be needful. Black would have 
played better in retiring the Bishop from the attack to Queen’s 
Knight’s 3rd square than in supporting it with the Queen. 

7. Knight takes Bishop. 7. Queen takes Knight. 

Both parties played weU in their last moves. You rightly 
took off the Bishop, because supported by the Queen he menaced 
your Queen’s Knight's Pawn, and Black properly retook with 
his Queen instead of the Knight, because having a Pawn 
ahead, it was his interest to exchange off the Queens. 

8. Q’s Knight to Q’s 2nd. 8. K’s Knight to B’s 3rd. 

You played correctly here in not exchanging Queens, and 
also in protecting your Bishop and youi' King’s Pawn, both of 
which were atta(*ked by the adverse Queen ; but all this might 
have been done without impeding the movements of any of 
your Pieces, by simply playing Queen to King’s 2nd sq. ; 
as it is, the Knight entirely shuts your Queen’s Bishop &om 
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the field. Black properly brings another Piece to the attack 
of your King's Pawn : — 

9. K. B's Pawn to B’s 3rd. 9. Q's Knight to King’s 4th. 

In protecting the King's Paw^n with your K. Bishop’s Pawn, 
you are guilty of a \cry coinnion error among young players ; 
as you improve, you wiU find that it is rarely good play to 
move the K. Bishop's Pa\Mi to the third square— in the pre- 
sent instance, for example, you have deprived yourself of the 
power of castling, at least for some time, since the adverse 
Queen now commancLs the ver}’^ square upon which your King, 
in castling on his own side, has to move. Black’s last move is 
much more sensible. He again attacks your Bishop, and by 
the same move brings his Q's Knight into co-operation with 
the King's, on the w('ak point of your position : — 

10. Pawn to Q. Kt.’s 3rd. 10. Q. takes Queen’s Rook. 

This is a serious blunder indeed. In your anxiety to save the 
threatened Bishop, which you feared to withdraw to Q. Kt.'s 
3rd sq.. on account of the adverse Knight’s gi'vdng check at 
your Queen’s 3rd square, you have actually left your Q's 
Rook en prt.se ! Black takes it, of eom*se, and ha\fing gained 
such an important advantage, ought to win easily. 

11. Castles, ({.€., plays K. to 11. Q’s Kt. takes Bishop. 

his Kt.'s sq., and Rook 
to K. B.’s sq.) 

12. Kt. takes Kt, 12. Castles. 

13. Q. to her 2nd. 13. Q. B’s Pawn to B's 4th. 

Your last move is very subtle ; finding the mistake that Black 
had committed in not retreating his Queen directly after win- 
ning the Rook, you determine, if possible, to prevent her 
escape by gaining command of all the squares she can move 
to. Seeing the danger, Black throws forward this Pawn to 
enable him, if possible, to bring the Queen off, by playing her 
to her oth sq., giving check. 

14. B:8aop to Q. Kt.’8 2ntL 14. Q. takes Q. R’s Pawn. 

This move of the Bishop is vrell timed ; it does not, to be 
sure, prevent the Queen from escaping for a move or two, but 
it gives you an attack, and very great command of the field. 

15. Q. to K. Kt.’s 5th. 15, Knight to K.’s sq. 

Very well played on both sides. By plajung the Queen to K. 
Kt.’s 5tli, you threatened to win his Knight by at once taking 
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it with your Bishop, which he could not retake without open- 
ing check on his King. Instead of so moving, you might 
have played the Knight to Q. Kook's 5th sq., in which case, 
by afterw^ards mo\’ing the Rook to Q. Rook’s square, it would 
have been impossible for his Queen to get away. 

16. Q. to King’s .Srd. 16. K. R’s Pawn to R’s 3rd. 

You prudently rc^treated your Queen to guard her Knight’s 
Pawn, which it was important to save, on account of its pro- 
tection to the Knight. Black played the King R’s Pa’svn to 
prevent your Queen returning to the same post of attack. 

17. K. R’s P. to R’s 3rd. 17. K. to his R’s sq. 

Here are t\vo instances of what is called “lost time” at chess, 
neither move serving in the slightest dc'gi-ee to advance the 
game of the player. That you should have overlooked the 
opportunity of gaining the adverse Queen was to be expected. 
Similar advantages present themselves in ever}" game betw'een 
young ])layers, and are unobserved. 

18. K. B’s Pawn to B’s 4th. 18. Q. Kt.’s Pawn to Kt.’s 3rd. 

Again yoxi have failed to see a most important move ; you 
might have taken the K. Rook's Pawn with your Queen, 
giving clu'ck saftdy, because Black could not take your Queen 
without being in check with your Bishop. All this time, too, 
your opponent omits to see the jeopardy his Queen is in, and 
that as far as practical assistance to his other Pieces is con- 
cerned, she might as well be off the board. 

19. K. Kt.’s Pawn to Kt.’s 4tli. 19. Q. Kt.'s Pawn to Q. Kt.’s 4th. 
Your last move is far from good. By thus attacking your 
Knight, Black tlireatens to win a Piece, because upon playing 
aw"ay the Knight you must leave the Bishop unprotected. 

20. Pawn to K, Kt.’s 5th. 20. Pawn takes Knight. 

Although your Knight was thus attacked, it might have been 
saved very easily. In the first place, by yt^ur taking the adver- 
sary’s Q. B’s Pawn, threatening to bike his King's Rook, on 
his removing which, or interjiosing the Q's Pawn, you could 
have taken the Pawm which attacked your Knight ; or, in the 
second place, by moving your Queen to htr 2nd square. In 
the latter case, if Black ventured to take the Knight, you 
would have w-on his Queen by taking the K. Kt.’s Pawn with 
your Bishop, giving check, and thus exposing his Queen to 
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yours. Black would have been obliged to parrjr the cl ocK, 
either by taking the Bishop or remo\ing his King, and you 
would then have taken his Queen. Ibis position is veiw 
instructive, and merits attentive examination. 

21. B. to Q. B^s 3rd. 21. Pawn takes Q. Kt.’s Pawn. 

22. Pawn to K, R*s 4th. 22. Pawn to Q. Kt.’s 7th. 

In such a position, the advance of your King's flank Pawns is 
a process too dilatory to be very effective. 

23. Pawn to K. B’s 5th. 23. Pawn to Q. Kt.’s 8th,becom* 

ing a Queen. 

Now the fault of your tortoise-like movements with the Pawns 
becomes fatally evident. Black has been enabled to make a 
second Queen, and has an overwhelming force at command. 

24. Book takes Queen. 24. Queen takes Rook (check). 

You had no better move than to take the newly-elected Queen, 
for two Queens must have* proved irresistible. 

25. King to his Kt.’s 2nd. 25. Kt. to Queen’s 3rd. 

26. K, Kt.'s Pawn to Kt.’s 6th. 26. P. takes Pawn. 

27. P. takes Pawn. 27. Bishop to Q. Kt.’s 2nd. 

Here you have given another remarkable instance of lost 
opportunity. At your last move you might have redeemed 
all former disasters by checkmating your o])ponent in two 
moves. Endeavour to find out how this was to be accom- 
plished. 

28 K. R’s Pawn to R’s 5th. 28. Knight takes King’s Pawn, 

29 Bishop to King’s 5th. 29. Kt. to K. Kt.’s 4th (disco- 

vering check). 

Up to Black’s last move you had still tlie opportunity of 
winning the game before mentioned. 

30. King to Kt.’s 3rd. 30. K’s Rook to B’s 6th (ch.) 

31. King to R’s 4th. 3J. Q. to K. Bisnop’s 4th. 

At this point you were utterly at the mercy of your antago- 
nist, but fortunately he wanted the skill to avail himself pro- 
perly of his vast superiority in force and position, or he might 
have won the game in half a dozen different ways. 

32. Q. takes Rook. 32. Q. takes Queen. 

33. B. takes K. Kt.’s Pawn (ch.) 33. King takes Bishop. 

This was your last chance, and its success should serve to 
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convince you that in the most apparently hopeless situations 
of the game there is often a latent rc‘iource, if we will only 
have the patience to search it out By taking the Bishop, 
Black has left your King, who is not in checks no move without 
going into check, and as you have neither J^iece nor Pawn 
besides to play, you arc stalemated^ and the game is dbawn. 

If thoroughly acquainted with the information contained in 
the preceding Chapters, you may now proceed to tlie consi- 
deration of the ojjcnings ; before you do this, however, it is 
necessary to appnse you that without a great abridgment of 
the notation adopted in the foregoing game, it would be im- 
possible to compress within the limits of this work one-third 
of the variations Avkich are required to be given, llie fol- 
lowing abbrcAuations will therefore be used throughout the 
remainder of our IIandhook 


K. 

for King. 

Q. 

Queen. 

R. 

Hook. 

B. 

Bishop. 

Kt. 

Knrght. 

P. 

Pawn. 

’q- 

... square. 

ad>. 

adversary's. 

ch. 

check or checking. 

dis. ch. 

discovering check. 


The w^ord “ square ” is only used to distinguish the first 
row of squares on wduch the superior Pieces stand at the com- 
mencement — thus, we say, Kt to K's 2nd, and omit the word 
square ; but if the Kt. were played to K's first square or R’s 
first square, the moAe would be described not as Kt. to K's or 
H’s first squaiv, but “ Kt. to K’s or R's square.” 


EM> OF BOOK I. 



SYNOPSIS OF BOOK II. 

The following are the specific appellations given to the most important 
varieties of attack and defence which are included under the geneiic 
denomination of the King’s Knight's Opening. 


The Damiano Gambit: — 

, P. to K’s 4th. cy K. Kt. to B*8 8rd. 

P. to K ’3 4th. P. to K. B’8 3rd. 

Philidor’s Defence : — 

P. to K’s 4th. ^ K. Kt. to B*8 3rd. 

PTtoTs 4th. P. to Q's 3rd. 

Petroff’s Defence : — 

, P. to K’s 4th. K. Kt. to B’b 3rd. 

P. to K’6 4th. K. Kt. to B’s 3rd. 

The Counter Gambit in the Knight's Opening; — 
P. to K’ s 4th. ^ K. Kt. to B’s 3rd. 

^ • P. to K’s 4th. P. to K. B’s 4th. 


to K’slthT 


The Giuoco Piano; — 

^ K. Kt. to B’s 3rd. « K. B. to Q. B’s 4th. 

Q. Kt. to B’s 3rd. K. B. to Q. B’s 4th. 


P. to K’s 4th. 
P. to K’fc4th. 


Captain Evans' Gambit: — 

„ K. Kt. to B’s 3rd. ^ K. B. to Q. B’s 4th. 

Q. Kt. to B’s 3rd. K. B. to Q. B’s 4th. 

. P. to Q. Kt.’s 4th. 


The Two Knights' Defence: — 


1 . 


P. to K’s 4th. 
P. to K’s 4th. 


2 . 


K. Kt. to B’s 3rd. 
Q. Kt. to B’s 3rd. 


K. B. to Q. B’s 4th. 
’ K. Kt. to B’s 3rd. 


1 . 


The Knight's Game of Ruy Lopez : — 

P. to K’s 4th. ^ K. Kt. to B’s 3rd. K. B. to Q. Kt.’s 6th. 

P. to K’s 4th. Q. Kt. to B’s Srdf. 


The Queen's Pawn's Game, or Scotch Gambit:— 

P. to K’s 4th. ^ K. Kt. to B’s 3rd. P. to Q’s 4th. 

^ • P. to K’s 4th. Q. Kt. to B’s 3rd. 


ARD 

The Queen's Bishop s Pawn’s Game in the Knight’s Opening 
P. to K’s 4th. ^ K. Kt. to B’s Srd. o P, to Q. B’s 3rd. 

^ * P. to K's 4th. 0. Kt. to B’s Jrd, 
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Chapter I. 


WHITE. BLACK. 

1. P. to K's 4th. 1. P. to Ks 4tJi. 

2. K’s Kt. to B's 3rd. 

Your second move gives the name to this opening, wliich is 
vine of* the most po])u]ar and instructive ol all the various 
methods of commencing the game. The Kt., it will be 
observed, at once attacks the adverse Pawn, and the defence, 
recommended by the best authors and the leading players of 
Europe, is for Black to reply 2. Q’s Kt. to B's 3rd. He has, 
however, many other ways of playing, and as the examination 
of these comparatively simple variations will ser\’e to prepare 
you for the more complex and elaborate combinations of the 
best defences, it will be advisable to consider thc'm previously. 
In the first place, then. Black may sustain his Pawn by 
olapng — 

1. P. to K. B's 3rd. 

2. K’s B. to Q s 3rd. 

3. Q. to K. B's 3rd. 

4. P. to U's 3rd. 

or, in the second place, he may leave it unprotected, and 
play— 

5. K’s Kt. to B's 3rd. 

6. K’s B. to Q,. B's 4th. 

7. P. to K. B's 4th. 

8. P. to Q's 4th. 

lie has thus eight different modes of play at his command, 
besides tnc move of Q's Kt. to B’s 3rd, in answer to your 
second move of K's Kt. to B’s 3rd. Eacn of these will form 
the subject of a separate game. 
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BLACK. 

P. to K’s 4t]i. 

P. to K. B's 3ru.* ** 
P. takes Kt. 


GAME THE FIRST. 

WHITE. 

1. P. to K's 4th. 1. 

2. K’s Kt. to B‘s 3rd. 2. 

3. Kt. lakes K‘s P. 3. 

After this capture of the Knight, Black’s game is hcpelcss. 
His best move is 3. Q. to K's 2nd, as will be shown here- 
after. 

4. Q. to K. B's 5th (ch.) 4. P. to K. Kt.’s 3rd. 

This is his best move ; if instead of it he play K. to his 2nd, 
you obtain a speedy victory ; thus, — 

4. K. to his 2nd. 


6. Q. takes K’s P. (eh.) 

6. B. to Q. B’s 4th (ch.) 

7. B. takes Q’s P. (ch.) 

8. P. to K. R’s 4th. 

9. P. to K. R’s 5th (ch.) 

10. P. to Q’s 4th (dis. ch.) 

11. P. takes P. (in passing, 

dis. ch.) 

And you give mate in two moves. 


5. K. to B’s 2nd. 

6. P. to Q’s 4th (best) 

7. K. to Kt.’s 3rd. 

8. K’s B. to Q’s 3rd. 

9. K. to R’s 3rd. 

10. P. to K. Kt.’8 4th. 

11. K. takes P 


Q. takes K’s P. (ch.) 
Q. takes R. 


5. Q. to K’s 2nd. 

6. K’s Kt. to B’s 3rd. 


He might also play — 


6. Q. takes P. (ch.) 

7. P. to Q’s 4th. 

8. K. to Q’s sq. (best) 

9. Q’s B. to Kt.’s 5th (ch.l 


7. K. to Q’s sq. (best) 

8. B. »o Q. Kt.’s 5th (ch.)f 

9 . R. to K’s sq. 

10. P. to K. B’s 3rd. 

And you win easily. 

7. P. to Q's 4th (best) 7. Q. takes P. (ch.) 

8. Q's B. to K’s 3rd. 8. Q. takes Q. B’s P. 

He had better have returned with his Q. to K’s 2nd again. 

9. Q. takes Kt. 9. Q. takes Q. Kt.’s P. 

10. K’s B. to Q. B’s 4th. 10. K’s B. to Q. Kt.’s 5th (cn.) 
Here, too, it would have been prudent for him to check with 
the Q., and then bring her to the succour of the King. 


* This move occurs in the old work of Damiano, who gives some inge- 
nious variations on it. Lopez, and later authors, have hence entitled it 

** Damiano’s Gambit.” 

t Belter than taking the Kt. with Q., on account of Black’s check, 
with Q’s B. at K. Kt.’s 5th, by which he would draw the game. 
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11. Q’s Kt. to Q’s 2nd. 11. Q. takes R. (ch.) 

12. K. to his 2iid. 12. U. takes K's R., 

and you give mate in two moves. 

llie foregoing variations are dependent on Black’s taking 
the Kt., winch is very bad play. His i)roper move, under the 
circumstances, is 3. Q. to K’s 2nd, as in the following 
example : — 


WHITE. BLACK. 

1. P. to K‘s 4th. 1. P. to K’s 4th. 

2. K's Kt. to B's 3rd. 2. P. to K. B's 3rd. 

3. K’s Kt. takes P. 3. Q. to K's 2nd. 

4. K's Kt. to B’s 3rd (best) 4. P. to Q's 4th. 

It would be bad play to check with your Q, at K. R’s 5th 
after his i -.ove of 3. Q,. to K's 2iid, because ho would inter- 
pose the K. Kt.’s P., and if you took this Pawn with your 
Knight, he might first take K's P. (ch.), with his Queen, and 
hen capture your Knight with her. 

5. P. to Q's 3rd. 5. 

6. P. tiik(‘s P. 6 . 

7. B. U K's 2nd. 7. 

8. Kt. to Q's 4th.. 8. 

9. Kt. takes B. 9. 

10. Castles. 10. 

11. B. to Q’s 3rd. 

You have an excellent position. 


P. takes K's P. 

Q. takes P. (ch.) 

Q's B. to K. B’s 4th. 
Q's Kt. to B's 3rd. 
(i. takes Kt. 

B. to Q’s 3rd. 


GAME THE SECOND. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K's 4th. 

2. K's Kt. to B’s 3rd. 2. K's B. to Qjs 3rd. 

I'his mode of defending the Pawn is highly objectionable, 
because it imprisons both the Queen's Pawn and Bishop. 

3. B. to Q. B's 4th. 3. K’s Kt. to B's 3rd. 

4. P. to Q’s 4th. 4. Q's Kt to B's 3rd. 

If he take the K’s P. with the Kt., you must win a Piece; for 
example, — 


5. P. takes P. 

6. Q. to her 5th. 


4. Kt. takes K’s P. 

5. B. to Q. B’s 4th. 

6. B. takes K. B’s P. (di. 
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7. K. to his 2nd. 7. Castles. 

8. Q. takes Kt. 8. B. to Q. Kt. s 3i*d. 

9. Kt. to K. Kt.’s 5th, 

Followed by R. to B's sq., and the attack must be irresistible. 

6. P. takes K’s P. 5. B. takes P. 

If instead of this he ttike the P. with Kt., your advantage it 
more speedy and decided, (e. y.) 

5. Kt. takes P. 

6 Kt. takes Kt. 6. B. takes Kt. 

: . P. to K. B’s 4th. 7. B. to Q's 3rd. 

8, P. to K’s 5th. 8. Q. to K’s 2ud. 

9. Q. to K’s 2nd. 

And you gain a Piece. 

6. K\s Kt. to his 5th. 6. Castles. 

7. P. to K. B's 4th. 7. B. to Q’s 5th. 

8. P. to K’s 5th. 8. Q. to K’s 2nd. 

If in place of 8. Q. to K’s 2nd, he retire the Kt., you win by 
playing the Q, to K. K’s 5th. 

9. Q. to K’s 2nd. 9. K’s Kt. to K’s sq. 

10. B. to Q’s 5th. 10. K’sB.toQ.Kt.'s 3rd. 

By moving the B. to Q’s 5th, you threatened to take off the 
Kt., and then to play Q. to K's 4th, offering mate or to win 
the Bishop. 

11. Q‘s Kt, to B’s 3rd. 11. P. to K. K’s 3rd. 

In reply, you may now play P. to K. K's 4tli, having a capital 
game. If instead of 11. P. to K's 3rd, he jdav 11. Q’s Kt. to 
Q’s 5th, you move 12. Q. to her 3rd, then B. to Q‘s 2nd, and 
finally castle on the Q’s side. If, however, in lieu of that 
move he play 11. B, to Q. K’s 4th, you can move 12. B. to 
Q's 2nd, and presently castle on the Q's side ; and lastly, if 
he play 11. K. to K’s sq., then you take youi Queen to K. K’s 
5th, and he cannot save the game. 


GAME THE THIRD. 

WHITE. BLACK 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rd. 2. Q. to K. B’s 3rd. 

It is seldom good to bring the Q. into play early in the game, 
unless for some decisive blow, because she is so easily assail- 
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able by the opponent’s minor Pieces, and in attacking her he 
brings his forces into action. 

3. K’s B. to Q. B's 4th. 3. Q. to K. Kt.^s 3rd. 

Black now attacks two undefended Pawns, but he can take 
neither without ruinous loss to him; for suppose on your 
plapng P. to Q’s 3rd, to protect the K’s P., he ventures to 
take the K. Kt.’s P., you immediately take the K. B’sP. with 
your Bishop (ch.). If he then take the Bishop with his Bang, 
vou attack his Queen with your Rook, and on h 'r retiring to 
it’s 6th, you win her by K’s Kt. to his 5th (ch.). On the 
other hand, you can leave the King's Pawn, and castle safely. 

4. Castles. 4. Q. takes K’s P 

5. K's B. takes B’s P. (ch.) 5. K. to Q’s sq. 

Tt is quite ob^uous that ht- would lose his Queen by the check 
of the Knight, if he took the Bishop, and if, instead of moving 
the K. to Q’s sq., he places him on K's 2nd, the following 
moves will show that you win without much difficulty 

5. K. to his 2nd. 

6. R. to K's sq. 6. Q. to K. B's 5tb. 

7. R. takes V. (ch.) 7. K. takes B.* 

8. P. to Q’s 4th. 8. Q. to K. B's 3rd. 

9. Kt. to his 5th (oh.) 9. K. to Kt.’s 3rd. 

10. Q. to her 3rd (oh.) 10. K. to R's 4th 

11. P. to K. Kt.'s 4th (oh.) 

And checkmate next move. 

6. Kt. takes K’s P. 6. K’s Kt. to B's 3rd. 

If he take the Kt., you will play R. to K’s sq., compelling him 
either to take it with liis Q. or be mated. 

7. K's R. to K’s sq. 7. Q. to K. B's 4th. 

8. K’s B. to K. Kt.’s 6th. 8. Q. to K’s 3rd. 

9. Kt. to B's 7th (ch.), and gains the Queen. 

At this opening, when Black, as above, plays Q. to K. B’s 3rd, 
for his second move, you may also get a good game by playing 
for your third move 3. Q's Kt. to B's 3rd, instead of 3. K's B. 
to Q. B’s 4th. 

^ If 7. K. to B's 3rd, you reply with P. to Q's 4th, attacking the Q 
with your Q's B., and then with P. to R’s 3rd, winning her. 
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GAME THE FOURTH. 

Philidor’s Defence. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K's 4tli. 

2. K. Kt. to B’s 3rd. 2. P. to Q's 3rd. ♦ 

This way of defending the K’s P. is less objectionuble tlian 
any of the tlirce preceding ones, but it is not so good ls 
2. Q. Kt. to B‘8 3rd. 

3. P. to Q‘s 4th. 3. P. to K. B’s 4th. 

Your third move is the best you can make at this point, 
although you may also play 3. K. B. to Q. B's 4th without 
disadvantage, (e. ^.) 

* Damiano’a defence to the K. Kt.'s opening was 2. Q. Kt. to B'sSrd, 
the very move adopted by the best players and recommended by the chief 
authors of the present day. His successor, Ruy Lopez, rejected tliis 
defence, considering that White by playing 3. K‘s b. to Q. Kt.’s fttli 
obtained an advantage; and he proposed instead for Black’s second move 
2. P. to Q’s 3rd. As this move, however, consigns the K’s Bishop to a 
long inaction, later analyses have in turn discarded the P. to Q’s 3rd, 
and returned again to the move of Daniiano. In the year 1749 Philidoi 
published his “ Analyse du Jeu des Eehecs;” and he there maintains, that 
2. P. to Q's 3rd is not only a good move, but that it gives the second 
player so strong a game as to render unadvisable White’s second move of 
K’s Kt. to B's 3rd. Philidor’s opinion is grounded upon the belief that 
Black is enabled to establish his Pawns in the centre. His third game 
involves this particular defence, but in the subsequent editions of his 
** Analyse, &c.,” 1777 and 1 790, he observes himself that this third game is 
laulty. It is in reference to this game, in a note to which Philidor takes 
occasion to censure the playing 2. K's Kt. to B’s 3rd by the first player, 
that the celebrated Modenese says; ‘‘the bold assertion that it is bad 
at the second move to play K’s Kt. to B’s 3rd square, always surprised 
me, seeing that the author attempts to prove this by a worse move on the 
part of the second player, who is made to defend the King’s Pawn witli 
the Queen’s Pawn, instead of with the Q’s Kt., as the most apjiroved writers 
recommend. I call this move worse, inasmuch as it confines the KingV 
Bishoj), which cannot speedily be placed in any attacking position, which 
it would be at Q’s B’s 4th sq. ; and because it often happens that you are 
obliged to advance the Q’s Pawn two squares, for which object you must 
here employ two moves, when one only might have sufficed. And, lastly, 
because by defending with the Q’s Kt. at B’s 3rd sq, you bring a Piece 
into play, in a situation to act much better than it could be expected to dc 
at its own square. Hence it is seen in practice, that he who defends at 
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3. K’s B. to Q. B’s 4th. 

4 . P. to Q’s 4th (best) 

5. P. takes Q’s P. 

6. Kt. to K’s 5th. 

7. B. to Q. Kt.’s 5th (ch.) 

8. Kt. takes B. 


3. P. toQ. B’8 3rd.«» 

4. P, to Q’s 4th. 

5. P. to K's 5th. 

6. P. takes P. 

7. B. to Q's 2nd. 

8. Kt. takes Kt. 


The game is equal ; and hence it will presently be apparent that your 
3rd move of P. to Q’s 4th is better for you than 3. K. B. to Q. B’s 4th. 


4 Q’s P. takes P. 

5. Kt. to K. Kt.’s 5th. 

6. P. to K’s 6th. 

7. P. to K. P’s 3r(l. 


4. K. B’s P. takes P. 

5. P. to Q’s 4th. 

6. Kt. to K. Il‘s 3rd 

7. Q. Kt. to B’s 3rd. 


Your move of 7. P. to K. B's 3rd is invented by Von II. dei 
Laza. Instead of it, Lewis recommends you to check with 
your Q. at K. Il’s 5th, then retreat the Queen to K. ll’s 3rd, 
and afterwards play 9. P. to Q. B's 4th. H. der Laza says, 
however, that Black may in that case, after 7. P. to K. Kt.’s 
3rd and 8. Q. to K. B’s 3rd, move, 9. P. to Q’s 5th, and 
equalize the positions. 

If Black, in answer to your 7th move, play 7. K's P. 
tak(‘S P., or 7. K’s B. to K's 2nd, the following moves will 
show that you gain an advantage. 

In the first <place^ 

7. K's P. takes B's P. 

8. Q. takes B's P. 8. R. to K. Kt.'s sq. 

9. Q's Kt, to B's 3r(l (best) 9. P. to Q. B's 3rd. 

10. Q. to K. B's 7th (ch.) 10. Kt. takes Q. 

11. P. takes Kt. (rh.) 

Taking the R., and becoming a Q. next move. 


In the second place ^ 

7. K's B. to K’s 2nd. 

8. P. takes K’s P. 8. B. takes Kt. 

9. Q. to R’s 5th (ch.) 9. P. to K. Kt.'s 3rd. 


the second move hig King's Pawn with Q’s Pawn has at least a weak and 
constrained game for a long time. For reasons akin to these, the same 
move, when recommended by Lopez, was condemned by the celebrated 
academies of chess at Naples, who adopted that of the Q’s Kt. ; and 1 am 
satisfied in my Treatise to follow in their steps.” 

* Far better than 3. P. to K. B's 4th, as advised by Philidor. For 
the result of which, see the Variation of Game the Seventh, at paire 97. 
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10. a takes B. 10. Q. takes Q. 

11. B. takes Q. 11. Kt. is moved. 

12. P. takes Q’s P. 

And you ought to wm. 

Black may with advantage, we believe, play 7. K. B. to 
Q. B’s 4th, instead of either move given by Der Laza. 

8. B. to Q. Kt ’s 5th. 8. Q. to her 3rd. 

9. Q. Kt. to B’s 3rd. 9. Q. B. takes K’s P. 

If you play 9. B. P. takes P., the game becomes very 
critic^ for both, and you do not obtain any marked supe- 
riority. 

10. K. Kt. takes B. 10. Q. takes Kt. 

You might also play 10. Q’s Kt. takes K’s P. and still obtain 
the better position. For cvample : — 

10. Q*s Kt takes K's P. 10. Q. to K’s 4th (best) 

11. P. to K B's 4th. 11. Q. to K. B’s 4th. 

12. Q’s Kt to K Kt.’s 3rd. 12. Q. to K. Kt.’s 3rd. 

H. Q to K’s 2nd. 13. K. to Q's 2nd. 

14. B. takes Kt. (ch.) 14 P. takes B. 

And you have the superior situation. 

11. Q. takes Q’s P. 11. Q. takes Q. 

12. Kt. takes Q 12. Castles. 

13. P. takes K’s P. 

You have a Pawn more than Black, and a better position. 

VARIATION OF THIS ATTACK, 

Commencing at White s 1th move. 


BLACK. 



WHITE. 
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In this position, instead of playing .7. P. to K. B’s 3rd, 
advised by H. der Laza, or Q. to K. R’s 5th, by Lewis and 
others, you may move 7. Q. Kt. to B's 3rd, which leads to 
many brilliant and difficult strokes of play. 

WHITE. BLACK. 

7. Q’s Kt. to B’s 3rd. 7. P- to Q. B’s 3rd. 

This is considered by all the leading writers Black’s best 
move. If he play instead 7. K B. to Q. Kt.’s 5th, the result 
is clearly in your favour, (e. gj 

7. K’s B. to Q. Kt.^s 5th. 

8. Q. to K. R's 5th (ch.) 8. K. to B’s sq. 

9. Kt. to K. B's 7th. 9. Q,. to K's sq. 

10. Q. takes Q’s P. 10. Kt. takes Kt. 

11. P. takes Kt. 11. Q. to Q. B’s 3rd. 

12. K’s B. to Q. B's 4th, 

And you retain the P. and have a fine position. 

In reply to his seventh move two methods of play are at 
your command. 

In the first place ^ 

8. K. Kt. takes K. R’s P. 8. Q. B. talves K’s P. 

(best) 

If he take the Kt. you check with your Q. at K. R’s 5th, and 
win easily. 

9. Kt. takes K’s B. 9. K. takes Kt. 

10. Q. Kt. takes K's P. 10. Kt, to K. Kt.’s 5th. 

11. K. Kt. to K. Kt.’s 5th, with 
the better game. 

In the second place ^ 

8. K’s Kt. takes K’s P. 8. P. takes Kt. 


The sacrifice of the Kt. here forms the subject of some of 
the very interesting games which were published a few years 
back Tmder the title of “ A Selection of Games actually played 
by Philidor and his contemporaries, &c., by G. Walker.” 


9. Q. to K. R’s 6th (ch.) 

10. Q. to K’s 5th. 

11. B. takes K’s Kt. 

12. Q. R. to Q’s eq. 


9. P. to K. Kt.’s 3rd 

10. K. R. to Kt.’s sq. 

11. B. takes B. 

12. Q to K’s 2nd. 
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The move now ji^iven to White oy Bilguer, Von H. der 
Laza, and other leading authors, and which is also played in 
the games above mentioned, is 13. K. B. to Q. B's 4th, 
whereupon Black replies 'with 13, K. B. to Kt.’s 2nd, then 
takes the Kt. (ch.\ and gets a decided advantage. There 
is another move, however, for you, 13. Kt. takes K’s P., the 
value of which ajipears to have been never fairly tested, 
although the variations springing from it give rise to some 
beautifiil play. 

13. Kt. takes Iv s P. 13. Q’s B. takes P. 

This appears to bo his best move; 13. K’s B. to Kt.’s 2nd is 
obviously bad, on accomit of 14. Kt. to Q’s 6th (ch.), and 
when the King moves to B’s sq., 15. Q. to K. B's 4th (ch.). 
If, instead of taking Pawm 'with the Bishop, he play 13. Q. 
takes P., the following moves show clearly that the game is in 
your favour. 

13. Q. takes K’s P. 

14. Q. to her 4th. 14. Q. to K’s 2iid. 

^If he play 14. B. to K. Kt.’s 2nd, you check, first at Q’s 8th, then at 
Q. B’s 7th, and then, whether he interpose the Kt. or Q. or B., by play- 
ing B. to Q. B’s 4th, you win; if 14. R. to B’s sq., you can attack 
Q. with the Bishop, and have an irresistible game.) 

15. B. to K’s 2nd. 

Castling afterwards, and with his King so exposed, you must win. 

He has the choice, however, at his 14th move, of another not very obvious 
mode of playing, which seems to prolong his defence considerably: this is, 

14. P. to Q. Kt.’s 4th. 

(By this move your threatened check at Q’s 8th becomes useless, because 
it cannot in this case be followed at the })roper moment by B. to Q. B’s 
4th. The correct reply for you now appears to be) — 

15. B. to K’s 2nd. 15. B. to Q’s 2nd. 

(This, or Kt. to Q’s 2nd, is his best move, but in every case you gain a 
Piece in return for the one before given up, with a Pawn more, and at 
least an equal position.) 

16. B. to K. Kt.’s 4th. 16. Q. to K’s 2nd. 

17. Castles. 17. B. takes B. 

18. Kt. to Q’s 6th (ch.) 18. K. to B’s sq. 

19. Q. takes B. ^ 

You afterwards attack the Q. with your K. R., and nothing can withstand 
your position. 
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14. R. to Q’s 6th. 14. Q. B. to K. B’s 4th 

(the winning move.) 

If instead of this, he play 14. K. to B’s 2nd, yon take the B. 
with the Hook, and if the Q. retake, play B. to Q. B’s 4th, 
winning his Q. next move. If he move 14. B. to K. B’s 2nd, 
^ou win his Q. and B., or mate in three moves. If he play 
14. B. to Q's 2nd, you can check with the Kt., should he then go 
with his K. to B*s sq., you take K. R's P. (ch.), (he cannot take 
the Kt. without losing his U.), then again check at B’s 6th 
with the Kt., then take (i. with Q. (ch.), and R. with Kt. (ch.), 
winning the K’s Bishop, and remaining with equal Pieces, a 
better situation, and two Pawns more than he has. But if 
he play 15. K. to Q’s sq., instead of to B's sq., your best 
move apparently is, to exchange Queens, then take the Rook 
with the Kt. (ch.), and afterwards taking the K's B., have a 
Pawn moie, and a better position. In lieu, however, of mov- 
ing the Bishop, either to K. B's 2nd or to Q's 2nd, he may 
play it to Q’s 4th, in ’which case you simply take it with your 
Rook, winning a Piece if he take Q. with Q. ; or, if he prefer 
to take the R., you check with your Kt. at B's 6th, then 
exchange Queens, afterwards wanning both K's R. and Bisho]). 

15. Kt. to B's 6th (ch.) 15. K. to B's sq. (best) 

16. R. to Q's 8th (ch.) 16. K. to B's 2nd. 

Should he take the R. you answer with 17. Kt. takes K. R’r 
P. (ch.), and then B. to Q. B’s 4th (eh.). 

1 7. B. to Q. B’s 4th (ch.) 1 7. B. to K's 3rd (best) 

18. Kt. takes R., and wins. 

Or you may exchange Queens and Bishops, and then take the 
Rook. 


VARIATION OF THE DEFENCE IN THIS OPENING, 


Beginning at Blades ^rd move. 


WHITE. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P, to Q’s 4th. 


BLACK. 

1. P. to K's 4th. 

2. P. to Q’s 3rd. 

3. K. Kt. to B's 3rd. 


This third move of Black’s is much less dangerous for him 
than the one recommended by Philidor of 3. P. to K. B's 4th, 
>vhich has just been examined ; but even this gives him an 
irksome, defensive position for very many moves. 
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4. Q. B. to K. Kt.’8 5th. 4 . Q. B. to K. Kt.’s 6th. 

He may also play 4. P. takes P. ; but that too would be ad^ 
vantageous to you ; for example, — 

4. P. takes P. 

5. Q. takes P. 5. B. to K’s 2ud. 

6. Q’s Kt. to B’s 3rd. 6. Castles. 

7. Castles, on Q'a side, 

Having a better position than he has. 

5. P. takes K’s P. 5. B. takes Kt. 

6. Q. takes B. 0. P. takes P. 

7. Q. to her Kt.’s 3rd. 7. P. to Q. Kt.’s 3rd. 

If instead of this he play 7. Q. Kt. to Q’s 2nd, you equally 
reply with 8. K. B. to Q. B’s 4th. 

8. K. B. to Q. B's 4th. 8. Q. to Q’s 2nd. 

9. B, takes Kt. 9. P. takes B. 

10. Q’s Kt. to B’s 3rd. 10. K’s B. to K. Kt.’s 2nd, 

11. Q’s R. to Q’s sq. 11. Q. to K’s 2nd. 

12. B. to Q. Kt.’s 5th (eh.) 12. P. to Q. B’s 3rd. 

If he move his King you can play 13. Q. to her 6th, and have 

a winning situation. 

13. Kt. to Q’s 5th, 
with an excellent game, 

ANOTHER VARIATION OF THE DEFENCE, 

Beginning also from Black's 2>rd move, 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rd. 2. P. to Q’s 3rd. 

3. P. to Q’s 4th, 3. Q’s B. to K. Kt.’s 5th. 

There is one other defence he may adopt here besides this 
and the two moves before analyzed, viz., 3. P, takes P., 
which deserves examination. 

3. P. takes P. 

4. Q. takes P. 4. Qi’s Kt. to B's 3rd. 

5. K’s B. to Q. Kt.’s 5th. 5. Q’s B. to Q’s 2nd. 

6. Q. to Q’s sq. 6. Kt. to K*s 4th. 

kHe can play 6. Kt. to his 5th, and you must reply with 7. K’s B. to 

Q. B's 4th.) 
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7. Kt. takes Kt. 

And whether he take Kt. or B., by playing your Q. to her 5th, you gaiu 
at least a Pawn. 

4. P. takes P. 4. B. takes Kt. 

5. Q. takes B. 5. P. takes P. 

Bilguer and H. der Laza prefer P. takes B. for your 5tli 
move, following it up thus : — 

5. P. takes B. 5. Q’s P. takes P. 

6. Q. takes Q. (ch.) 6. K. takes Q. 

7. P. to K. B’s 4th, &c. 

Taking with the Queen, however, appears to me a sti*onger 
move, although in either case the advantage is on your side. 

6. B. to Q. B's 4th. 6. Q. to K. B's 3rd. 

7. Q. to her Kt.'s 3rd. 7. P. to Q. Kt.’s 3rcU 

8. Q’s Kt. to B's 3rd. 8. P. to Q. B’s 3rd. 

9. Castles. 9. B. to Q's 3rd. 

10. P. to K. B's 4th. 10. P. takes P. 

You may now obtain a capital attack by playing 11. P. to 
K’s 5th, and if he bike the P. with B., moving your Kt. to 
K’s 4th; or, if he take with Q., you may take K. B’s P. with 
B., giving check, and have an excellent game. 

11. Q’s B. takes P. 11. B. takes B. (best) 

If he give check with Q., instead of taking the B., you retreat 
the King, his best move is then to take B. with B. ; you need 
not at the moment retake, but rather play B. takes K. B’s P. 
(ch.), and you will thus get an overpowering attack. 

12. P. to K’s 5th. 12. B. takes K. B’s P. (ch.) 

If instead of this move he play Q. to K. B's 3rd, you may 
first take K. B’s P. (ch.), and then play P, to K. Kt.’s 3rd; 
but the attack perhaps is hardly so vigorous or secure as that 
obtained by first advancing the P. to K’s 5th. 

summary op the poregoing variations in philidor’s 

DEPENCE. 

Tlie result of the preceding analysis serves to prove that 
Q's P. one, as the second move of Black, is not a tenable 
defence ; since, play as he can afterwards, if the best moves are 
adopted by the first player, he will always have a veiy in* 
secm*e or a very constrained game. 
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GAMES 

ILLUSTRATIVE OF THE PRECEDING ANALYSES. 
(From the Chess-Player ^ 9 Chronicle.) 

Game I. — (By Philidor.) 


WHITE. 

1 . P. to K^s 4th. 

3 . K^s Kt. to B’s 3rd. 

3. ?. to Q's 4th. 

4. P. takes K*s P. 

5. Kt. to Kt.^s 5th. 

6. P. to K. B’s 4th.* 

7. P. to Q. B’s 4th. 

8. GPs Kt. to B’s 3rd. 

9. P. to K. R’s 4th. 

10. K’s Kt. to R’s 3rd. 

11. O’s Kt. to Q.. R’s 4th. 

12. B. to Q’s 2nd. 

13. Q. takes B. 

14 . P. to Q, B’s 5th. 

15. P. takes P. (in passing^ 
1C. P. to Q. Kt.’s 3rd. 

17. B. to K’s 2nd. 

18. K’s Kt. to his sq. 

19. K’s R. to his 2nd. 

20. Q. to her Kt.’s 2nd. 

21. B. to K. B’s 3rd. 

22. Castles on Q’s side. 

23. P. takes K’s R. 

24. P. to Q. R’s 3rd. 

25. K. to Q. Kt.'s sq. 

26. Q. to Kt.’s 4th. 

27. a to K. B’s 4th. 

Q. takes K’s Kt. 


BLACK. 

1. P. to K’s 4th. 

2. P. to Q’s 3rd. 

3. P. to K. B’s 4th. 

4. K. B’s P. takes K'i P. 

5. P. to Q’s 4th. 

6. K’s B. to Q. B’s 4th. 

7. P. to Q. B’s 3rd. 

8. K’s Kt. to K’s 2nd. 

9. P. to K. R’s 3rd. 

10. Castles. 

11. B. to Q. Kt.’s 5th (ch.) 

12. B. takes B. (ch.) 

13. P. to Q’s 5th. 

14. P. to Q. Kt.*s 4th. 

15. Q. R’s P, takes P. 

16. Q’s B. to K’s 3rd. 

17. Kt. to K. B’s 4th. 

18. K’s Kt. to Kt.’s 6th. 

19. P. to K’s Cth. 

20. P. to Q’s 6th. 

21. K’s R. takes P. 

22. K’s R. takes Kt. 

23. Q’s R. takes P. 

24. R. to Q. B’s 5th (ch.) 
2.). R. to Q. B’s 7th. 

26. Q’s Kt. to R’s 3rd. 

27. Q. Kt. to B’s 4th. 


And Black mates in two moves. 


AME II. — Between Messrs. Attwood and Wilson, conteiu* 
poraries of Philidor. 


WHITE. (Mr. A.) 

1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rd. 


BLACK. (Mr. W.) 

1. P. to K’s 4th. 

2. P. to Q’s 3rd. 


'* This if not the proper move ; m should play 6. P. to K’s 6th. 
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3. 

P. to Q's 4th. 

3. 

P. to K. B’s 4th. 

4 . 

Q's P. takes P. 

4. 

K. B’s P. takes P. 

5. 

Kt. to Kt.’s 5th. 

5. 

P. to Q’s 4th. 

6. 

P. to K^b 6th. 

6. 

K’s Kt. to R’s 3rd. 

7. 

Q’s Kt. to B's 3rd. 

7. 

P. to Q. B’s 3rd. 

8 . 

K^s Kt. takes K's P. 

8. 

P. takes Kt. 

9. 

Q. to K. R’s 5th (ch.) 

9. 

P. to K. Kt.’s 3rd. 

10. 

Q. to K's 5th. 

10. 

R. to K. Kt.'s sq. 

11. 

B. takes Kt. 

11. 

B. takes B. 

12. 

R. to Q’s sq. 

12. 

Q. to K’s 2nd. 

13. 

K^s B. to Q. B’s 4th. 

13. 

K’s B. to Kt.’s 2nd, 

14. 

Q. takes K’s P. 

14. 

K’s R. to B’s sq.* 

15. 

Q’s Kt. to his 5th. 

15. 

P. takes Kt. 

16. 

B. takes P. (ch.) 

16. 

Kt. to B’s 3rd. 

17. 

B. takes Kt. (eh.) 

17. 

P. takes B. 

18. 

Q. takes Q. B’s P. (ch.) 

18. 

Q’s B. to Q’s 2nd. 

19. 

Q. takes R. (ch.) 

19. 

Q. to her sq. 

20. 

P. takes B. (ch.) 

20. 

K. to his 2nd. 

21. 

Q. checks, and wins. 




Game HI. — M. De la Boiirdonnais plays without seeing the 


Chess-board, against M. 

Boncourt. 

WHITE. (M. De la B.) 

1. P. to K’s 4th. 

1. 

BLACK. (M. B.) 

P. to K’s 4th. 

2. K’s Kt. to IVs 3rd. 

2. 

P, to Q’s 3rd. 

3. K’s B. to Q. B’s 4th. 

3. 

P. to K. B’s 4th, 

4. P. to Q’s 3rd. 

4. 

P. to Q. B’s 3rd. 

5. Q’s Kt. to B’s 3rd. 

5. 

K’s B. to K’s 2nd. 

6. Castles. 

6. 

K’s Kt. to B’s 3rd. 

7. Q. to K’s 2nd. 

7. 

P. to Q. Kt.’s 4th. 

8. K’s B. to Q. Kt.’s 3rd. 

8. 

P. to Q. Kt.'s 5th. 

9. Q’s Kt. to Q’s sq. 

9. 

K. B’s P. takes P. 

10. P. takes P. 

10. 

Q’s B. to R’s 3rd. 

11. K’s B. to Q. B’s 4th. 

11. 

B. takes B. 

12. Q. takes B. 

12. 

P. to Q’s 4th, 

13. P. takes P. 

13. 

P. takes P. 

14. Q. to K’s 2nd. 

14. 

P. to K’s 5th. 

15. K’s Kt. to Q's 4th. 

15. 

Q. to her 2nd. 

16. Q’s Kt. to K’s 3rd. 

16. 

Q’s Kt. to B’s 3rd. 

17. Kt. takes Kt. 

17. 

Q. takes Kt. 

18. Kt. to K. B’s 5th. 

18. 

K’s B. to his sq. 

19. Q’s B. to K’s 3rd. 

19. 

Q. to her 2nd. 

20. Kt. to Q’s 4th. 

20. 

K’s B. to Q’s 3rd. 

n. P. to K. B’s 4th. 

21. 

Castles on K’s side* 

22. P. to K. R’s 3rd. 

22. 

P. to K. R’s 4th, 


* Black should have taken the Kt. with his Bishop (ch.)i 



74 


CHESS-PLATER’8 HANDBOOK. 


25 

Q’s R. to Cl*s sq. 

23. 

K’s B. to Q. B’s 4th. 

24. 

P. to K. B’s 5th. 

24. 

Q’s R. to K’s sq. 

25. 

P. to Q. B’s 4th. 

25. 

P. takes P. en passani 

26. 

P. takes P. 

26. 

Q’s R. to K’s 4th. 

27. 

P. to Q. B’s 4th. 

27. 

B. takes Kt. 

28. 

B. takes B. 

28. 

R. takes P. 

29. 

R. takes R. 

29. 

Q. takes R. 

30. 

B. takes Kt. 

30. 

Q. takes B. 

31. 

P. takes P. 

31. 

Q. to K’s 4th. 

32. 

P. to Q’s 6th. 

.32. 

P. to K’s 6th. 

33. 

P. to Q’s 7th. 

33. 

R. to Q’s sq. 

34. 

Q. to her B’s 4th (ch.) 

34. 

K. to R’s 2nd. 

35. 

R. to Q’s 5th. 

35. 

Q. to her R’s 8th (ch.) 

36. 

K. to R’s 2nd. 

36. 

P. to K. Kt.’s 3rd. 

.37. 

Q. to her B’s 5th. 

37. 

Q. to K. B’s 3rd. 

38. 

Q. takes K’s P. 

38. 

R. to K. B’s sq. 

39. 

R. to K’s 5th. 

39. 

Q. to her 3rd. 

40. 

P. to K. Kt.’s 3rd. 

40. 

R. to K. B’s 2nd. 


Drawn game. 


Game IV. — ^Between Mr. Buckle and Captain Kennedy. 


WHITE. (Capt. K.) 


BLACK. (Mr. B.) 

1. 

P. to K’s 4th. 

1. 

P. to K’s 4th. 

2. 

K’s Kt. to K. B’s 3rd. 

2. 

P. to Q’s 3rd. 

3. 

P. to Q’s 4 th. 

3. 

P. takes P. 

4. 

Q. takes P. 

4. 

K’s Kt. to B’s 3rd. 

5, 

Q’s B. to K. Kt.’s 5th. 

5. 

K’s B. to K’s 2nd. 

6. 

Q’s Kt. to B's 3rd. 

6. 

Castles. 

7. 

Castles. 

7. 

Q’s Kt. to B’s 3rd. 

8. 

Q. to Q’s 2nd. 

8. 

Q’s B. to K’s 3rd. 

9. 

K’s Kt. to Q’s 4th. 

9. 

Q’s Kt. takes K’s Kt. 

10. 

Q. takes Kt. 

10. 

P. to Q. B’s 4th. 

11. 

Q. to Q’s 2nd. 

11. 

Q. to Q. R’s 4th. 

12. 

P. to Q. R’s 3rd. 

12. 

P. to Q. Kt.’s 4th. 

13. 

Q’s B. takes Kt. 

13. 

K’s B. takes B. 

14, 

Kt. to Q’s 5tti. 

14. 

Q. takes Q. 

15. 

R. takes Q. 

15. 

Q’s B. takes Kt. 

16. 

R. takes B. 

16. 

K’s R. to Q’s sq. 

17. 

B. takes Q. Kt. s P. 

17. 

Q’s R. to Q. Kt.’s sq. 

18. 

P. to Q. R’s 4th. 

18. 

P. to Q. R’s 3rd. 

19. 

B. takes Q. R’s P. 

19. 

B. takes Q. Kt.’s P. (ch.) 

20. 

K. to Q’s 2nd. 

20. 

Q’s R. to Q. Kt.’8 5th. 

21. 

B. to Q. Kt.’s 5th. 

21. 

Q’s R. takes K’s P. 

22. 

P. to Q. B’s 3rd. 

22. 

P. to Q. B’s 5th.* 

23. 

K’s R. to Q. Kt.’s sq. 

23. 

B. to Q. R’s 6th. 

24. 

P. to K. B’s 3rd. 

24. 

Q’s R. to K. R’s 5th. 


♦ The only move he has to save the Bishop. 
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25. P. to K. R^s 3rd. 

26. K’s R. to K’s sq. 

27. K’s R. to K’s 4th. 

28. K. B's P. takes R. 

29. R. to Q’s 4th. 

30. R. takes Q. B's P.* 

31. B. takes R. 

32. P. to Q. R’s 5th. 

33. P. to Q. R's 6th. 


25. K’s R. to Q. Kt.’8 sq» 

26. K. to K. B’s sq. 

27. R. takes R. 

28. K. to K’s 2nd. 

29. R. to Q. B’s sq. 

30. R. takes R. 

31. P. to K. R’s 4th. 

32. P. to K. R’s 5th. 

33. B. to Q. B’s 4th. 


And after many more moves the game was declared drawn. 


Game V.— Between Mr. Horwitz and Mr. Staunton. 


WHITE. (Mr. S.) 

1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rd. 

3. P. to Q’s 4th. 

4. Kt. takes P. 

5. Q’s Kt. to B’s 3rd. 

6. K’s B. to K’s 2nd. 

7. P. to K. B’s 4th. 

8. K’s Kt. to B’s 3rd. 

9. Castles. 

10. Q’s B. to K’s 3rd. 

11. P. to Q. R’s 3rd. 

12. B. takes B. 

13. Kt. to K’s 2iid. 

14. Kt. to K. Kt.’s 3rd. 

15. P. to Q. B’s 3rd, 

16 Q. to her B’s 2na. 

17. Q’s R. to Q’s sq. 

18. P. to Q. Kt.’s 4th. 

19. P. to Q. B’s 4th. 

20. P. takes P. 


BLACK. (Mr. H.) 

1. P. to K’s 4th. 

2. P. to Q’s 3rd. 

3. P. takes P. 

4. K’s Kt. to B’s 3rd. 

5. K’s B. to K’s 2nd. 

6. Castles. 

7. P. to Q. B’s 4th. 

8. Q’s Kt. to B’s 3rd. 

9. Q’s B. to K. Kt.’s 5th.t 

10. P. to Q. ll’s 3rd. 

11. B. takes Kt. 

12. Q’s R. to Q. B’s sq. 

13. Q. to her B’s 2nd.J 

14. K’s R. to K’s sq.§ 

15. Q’s R. to Q’s sq. 

16. B. to his sq. 

17. P. to Q. Kt.’s 3rd. 

18. Q’s Kt. to Q. R’s 2nd. 

19. P. takes Kt.’s P. 

20. P. to Q’s 4th. II 


* This Pawn ought to have been taken with Bishop. 

f With the hope of planting his Kt. at Q’s 5th. 

X Intending presently, if an opportunity occur, to play Q’s Kt, to Q’s 
5th, and, after the exchanges, take Q. B’s P. with his Q. 

§ Had he played the Kt. over to Q’s 6th, before protecting the B., he 
would hare lost at least a Pawn. 

II The exchange of Pawns, with the subsequent advance of this Pawn, 
appears, at hrst sight, a skilful conception, and one that must turn the 
scale in favour of the second player. Upon examination, however, it turns 
out to have been made without any consideration of the move White had 
In store, which renders the whole combination worse than nugatory. 
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21. Q. to K. B 8 2nd * 

22. Q. B^s P. takes Q's P. 

23. P. to K’s 5th. 

24. P. to Q’s 6th. 

25. B. to Q. B’s 6th. 

26. Kt. to K's 4th. 

27. Q. to K. R^s 4th. 

28. B. takes K*s Kt. 

29. Kt. to K. Kt.’8 5th. 

30. Kt. takes R. 

31. P. to K. B's 5th. 

32. P. takes K’s P. 

33. P. to K’s 7th. 


21. Q’s Kt. to Q. B’s sq.f 

22. B. takes Kt.’s P. 

23. K’s Kt. to Q’s 2nd. 

24. Q. to Kt.’s sq. 

25. P. to K. Kt’s Srd.J 

26. R. to K’s 3rd. 

27. Q’s Kt. to Q. R’s 2nd 
23. R. takes B. 

29. P. to K. R’s 4th. 

30. P. takes Kt. 

31. P. to Q. R’s 4th. 

32. R. to K. Kt.’s 2nd. 


And Black resigns. 


* This rejoinder was certainly not foreseen by Black when he played on 
the Q’s Pawn. 

t He would have got an equally bad position by taking the K’s P. with P. 

X As the sacrifice of the Q’s Kt. at this crisis had many advocates when 
the game was over, it may be well to examine briefly the consequences oi 
that move. Suppose, then, instead of “ P. to K. Kt.’s 3rd,” that Black 
had played — 

25. Q’s Kt. takes Q’s P. 

then has several ways of playing. 


26. 

27. 

28. 
29. 


26. 

27. 

28. 
29. 


26. 

27. 

28. 

29. 

30. 

31. 


IN THE FIRST PLACE. 

B. takes K’s Kt. 26. Q’s R. takes B. 

K. to R’s sq. 27. Q’s R. to K’s 2nd»> 

P. takes Kt. 28. R. takes B. 

P, to Q’s 7th, winning easily. 

IN THE SECOND PLACE. 

R. takes Q’s Kt. 26. B. takes R. 

P. takes B. 27. Q. takes P. 

B. takes Kt. 28. R. takes B. 

B. takes P., and White ought to win. 


IN THE 

P. takes Q’s Kt. 

Q. takes R. 

Q’s R. to Q’s 4th. 

K’s R. to Q’s sq. 

Kt. to K. B’s 5th. 

R. takes B., retaining a 


> PLACE. 

26. R. takes B. 

27. B. to Q. B’s 4th. 

28. Kt. to K. B’s 3rd. 

29. R. takes P. 

30. B. takes R. 
more than Black. 


^ If he support the Q’s R., White may at once take off the Kt« 



king’s knight’s ofening. 


Chapter II 
GAME THE FIFTH. 
Petroff’s Bj.fence. 


'WHITE. BLACK. 

I P. to K’s 4th. 1. P. to K's 4th. 

2. K’s Kt. to B’s 3rd. 2. K’s Kt. to B's 3rd, 

ITiis mode of defence is touched on by Damiano, and has 
been examined, subsequently, by Lopez (1584), pp. 119, 125; 
Selenus, pp. 25, 2G7; Cozio (fir.st edition), 212, 214, 312; 
Greco (Ilirshers edition), p. 36; Ponziani (1782), p. 103; 
LoUi, pp. 183, 184 ; All^aier, tab. iii. ; Lewis (first edition), pp. 
25, 81, (second edition) 8, 83; Treatise (1844). pp. Ill — 115; 
Walker (1841), p. 46 ; (1846) , pp. 46 — 50 ; but never received 
the consideration it was entitled to until Mr. Petroff, the 
celebrated Bussian player, introduced it a^ain a few years 
back. It has since undergone a complete analysis at the hands 
of Major Jaenisch, who for some time recommended it as 
Black’s best move, an opinion, however, which he lately quali- 
fied, belie\ing now tliat it gives him a somewhat inferior 
position to his opponent. 

3. P. to Q’s 4th. 3. P. takes P. 


Your third move was suggested by Mr. Petroff. It is perhaps 
less attacking, Major Jaenisch observes, than taking the K’s P. 
with the Kt. (as in Variation III.), but it leads to mam 
beautiful variations. In reply. Black in place of taking P. 
with P., may take it with the Kt. (See Variation 1.) 

4. P. to K’s 5lh. 4. Kt. to K’s 5th (best) 


He may here play Kt. to (i’s 4th, or Q. to K's 2nd; if the 
Latter, the following moves arc likely to occur ; — 


5. Q. to K’s 2nd (best) 

6. Kt. takes P. 

7. P. takes P. 

8. 13. takes Q. 

9. Castles. 

10. P. to Q. B’s 4th, 

U. K’s B. to his 3rd. 


4. Q. to K’s 2nd. 

5. K’s Kt. to Q’s 4th. 

6. P. to Q’s ,'ird. 

7. Q. takes Q. (ch.) 

8. K’s B. takes P. 

9. Castles. 

10. K’s Kt. to K. B’s 5th. 

11. P. to Q. B’s 3rd. 
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12. Kt. to B»8 3rd. 12. Q^s Kt. to Q's 2ud. 

13. Q’s Kt. to K»s 4th. 13. K»s B. to Q. B^s 2ud. 

And the game is quite even. 

5. Kt. takes P. 5. P. to Q’s 3rd (besty 

Instead of taking the Pawn with your Kt., yon may play 

6. K’s B. to Q’s 3rd. (See Variation II.) He might also 
play 5. P. to Q’s 4th, or 5. B. to Q. B’s 4th, without danger. 

6. P. takes P. 6. K’s B. takes P. 

7. K’s B. to Q. B’s 4th. 7. K’s B. to Q. B’s 4th. 

8. Q’s B. to K’s 3rd. 8. Castles. 


Instead of this move he might take the Kt. 

9. Castles. 9. Q s Kt. to Q’s 2nd. 

The game is equal. 

Vaeiation L, 

Commencing at Black's ^rd mjove. 


WHITE. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 
8. P. to Q’s 4th. 

4. K’s B. to Q’s 3rd. 
6, Kt. takes K’s P. 


BLACK. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rL 

3. Kt. takes P. 

4. P. to Q'r 4tli 

5. Kt. to Q’s 3rd 


Black may play 5. P. to Q. B’ 
an even game. 

6. P. to Q. B’s 4th. 

7. K’s Kt. takes P. 

8. Kt. to K’s 3rd. 

9. Castles. 


4th, and the result would be 


6. P. takes P. 

7. Q’s B. to K’s 3rd. 

8. B. to K’s 2iid. 

9. Castles. 


You have the move, and somewhat the advantage of position. 


Vakiation II., 
Beginning at White's bth move. 


WHITE. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P. to Q’s 4th. 

4. P. to K’s 5th. 


BLACK. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd, 

3. P. takes P. 

4. Kt. to K’s 5tli. 
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In the former example you now took the 1*. with the Kt., 
perhaps your best move, but the following may also be played 


without harm :~ 

6. K’s B. to Q’s 3rd. 

6. Kt. takes P. 

7. P. takes P. 

8. Castles. 


5. K’s Kt. to Q. B’s 4th. 

6. P. to Q’s 3rd. 

7. K’s B. takes P. 

8. Castles. 


It would not be a good move for Black, instead of castling, to 
take your K. B’s P. (ch.), and then to take the Kt., on 
account of your check with the B., which would leave his Q. 
exposed to capture. 


Vaeiation III., 
Beginning at White's 3rd move. 


WHITE. 

1. P. to K’s 4th. 

2 K’s Kt. to B's 3rd. 
Kt. takes K's P. 


BLACK. 

1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rd. 

3. Kt. takes P. 


Bh<ck may now adopt the defence given in Cozio, and whick 
ha* latterly been brought into vogue by Jacnisch, viz., 
3. P. to Q’s 3r(l. (See Variation IV.) 

4. Q. to K’s 2nd. 4. Q. to K’s 2nd. 


if he retreat the Kt. instead of this move, you e\idently win 
his (:l. by playing your Kt. to Q. B's 6th (dis. ch.). 

5. Q. takes Kt. 6. P. to Q’s 3rd. 

6. P. to Q’s 4th. 6. P. to K. B's 3rd, 

7. P. to K. B’s 4th. 7. Q's Kt. to Q’s 2nd 


If he take the Kt. you gain a Pawn. {e. g.) 

7. Q’s P. takes Kt. 

8. B’s P. takes P. 8. P. takes P. 

9. Q. takes P., &c. 

8. Q’s Kt. to B's 3rd. 8. Q's P. takes Kt. 


He may, however, take with the Bishop’s Pawn, but tlie result 
is also in your favour, as the following moves will show 

8. K. B’s P. takes Kt. 

9. K. B’s P. takes P. 9. P. takes P. 

10. Q’s Kt. to Q’s 5th. 10. Kt. to K. B’s 3rd. 

(If instead of this he move 10. Q. to her sq., you take P. with P.) 
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11. B. to Q. Kt.'s 5th (ch.) 11. P. to Q. B»s SrJ. 

12. Kt. takes Kt. (ch.) 12. P. takes Kt. (best) 

13. B. takes P. (ch.) 13. K. to Q’s sq. (best) 

14. Q*s B. to Q’s 2nd. 14. P. to Q. R’s 4th. 

15. Castles on Q’s side. 15. P. takes B. 

16. Q. takes Q. B’s P. 16. Q’s R. to his 3rd. 

(If he play 16. Q's B. to Kt.’s 2nd, you take the Q. R’s P. with your 
Bishop (ch.), and follow that by 17. P. takes K’s P. (dis. ch.), and 
win.l 

17. B. takes P. (ch.) 

18. P. takes P. (dis. ch.) 

19. P. to K’s Gth. 

20. K. to Kt.’s sq. 

21. R. takes B. (ch.) 

22. P. takes R. 

Winning the other R. also, or giving immediate mate. 

9. Q's Kt. to Q's 5tli. 9. Q. to her 3rd. 

10. Q's P. takes P. 10. P. takes P. 

11. P. takes P. 11. Q. to her B's 3id. 

If he take the P. witli his Q., you exchanf^e Queens, and then 
gain the (i's II. by 12 Kt. takes Q. B's P. (ch.). If he take 
the P. with the Kt., you win the Kt. by 12. Q's B. to K. B's 
4th. 

12. K's B. to Q. Kt.'s 5th. 12. Q. to her B's 4th. 

It is quite clear that by taking the Bishop Black loses his 
Queen. 

13. P. to Q, Kt.'s 4tli. 

Winning tlie Q. At his 12th move, Black might prolong the 
game by playing 12. Q. to K. Kt.’s 3rd, but in that case you 
would take 13. Q. B's P. with the Kt. (ch.), then take Q. 
with Q., and allerwards Q’s 11. with Kt. 

Variation IV., 

Beginning at Black's 3rd move, 

WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K’s 4th. 

2. K's Kt. to B's 3rd. 2. K’s Kt. to B’s 3rd. 

3. Kt. takes K’s P. 3. P. to Q’s 3rd. 


17. R. takes B. 

18. B. to Q’s 2nd. 

19. B. to K. R’s 3rd (ch.) 

20. R. to Q. R’s 2nd. 

21. R. takes R. 


* Better than taking the Bishop, 
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This defence is found in Cozio, p. 312, but it was resei'\ed for 
Jaenisch to exhibit the full importance of its bearing upon the 
opening. (Sqp PalamMe (1842), pp. 107, 108, and “Analyse 
des Ouvertures,” vol. ii.) 

4. Kt. to K. B’s 3rd. 4. Kt. takes K’s P. 

5. P. to Q’s 4th. 6. P. to Q’s 4th. 

Your move of 5. P. to ft’s 4th, is considered by Jaenisch aa 
€;he best. If instead you play 5. ft. to K’s 2nd, the adversary 
also moves 5. ft. to K’s 2nd, and the positions are strictly 
equal. 

6. K’s B. to ft’s 3rd. 6. K’s B. to K’s 2nd. 

Black’s 6th move is commended by Jaenisch. — If he play 
6. P. to ft. B‘s 4th, you rejdy witii P. to ft. B’s 4th. If 6. 
K. B. to ft’s 3rd, tlie folloMdng moves will demonstrate that 
the opening is in your favour. 

6. K. B. to Q's 3rd. 

7. Castles. 7. Castles. 

8. P. to Q. B’.s 4th. 8. Q. B. to K's 3rd. 

9. Q. to her B’s 2nd. 9. P. to K. B’s 4th. 

(In the careful and elaborate analysis of this opening presented by Major 
Jaenisch, your move of 9. Q. to her B’s 2nd, preparatory to playing 
her to Kt.’s 3rd, appears to have been overlooked. It first occurs in 
the admirable game won by the Pestli club, in correspondence with the 
Paris club ; and its success in that case has doubtless had its effect in 
modifying the opinion M. Jaenisch at first entertained of the defence.) 

10. Q. to her Kt.’s 3rd. 

And you have a very fine game. 

Tliese moves form the 0 }>euing of the game alluded to, which will be 
found complete at the end of this Chapter. 

7. Castles. 7. ft. Kt. to B's 3rd. 

8. P. to ft. B’s 4th. 8. ft B. to K’s 3rd. 

9. P. to ft. K’s 3rd. 9. Castles. 

Y^ou are now enabled to play ft. to her B's 2nd, and obtain a 
good attacking situation. 

The foregoing variations of this opening are chierfy taken 
from Jaenisch’s analysis, 'lliose which follow are derived 
the niastei ly work v)f Bilguer and H, der Laza 
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ANOTHER VARIATION, 

Beginning at the Srd move of White. 

WHITE. BLAtjK. 

t. P. to K's 4th. 1, P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. K. Kt. to B*s 3rd. 

3. K. B. to Q. B's 4th. 3. Kt. takes P. 

You may also play 3. Q. Kt. to B's 3rd, to which Black would 
respond with 3. K. B. to Q. Kt.’s 5th, and the result, after a 
few moves, would be an even game. In reply to your 3rd 
move of K. B. to Q. B s 4tli, if Black play 3. Q. Kt. to B's 3rd, 
the opening is resolved into a position of the Two Knights* 
Game,** where it is brought about by 

1. P. to Ws 4th. 1. P. to K»8 4th. 

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 3. K. Kt. to B’s 3rd. 

In this situation, by moving 4. K. Kt. to his 5th, you obtain the advan- 
tage, as will be shown in the examination of the ** Two Knights’ Game.” 

4. Q. to K’s 2nd. 4. P. to Q’s 4th. 

ff you play 4. Kt. takes K. P., Black answers with 4. P. to 
Q’s 4th, and, upon your retreating the B. to Q. Kt.’s 3rd, he 
moves Q. to K, Kt.'s 4th, having the better game, as will be 
seen in the analysis of the King’s Bishop’s game, where the 
same position occurs from 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 2. K. Kt. to B's 3rd. 

3. K, Kt. to B’s 3rd. 3. Kt. takes P. 

&c., &c. 

5. Kt. takes K. P. 5 K. B. to Q. B’s 4th (best) 

6. P. to Q’s 3rd. e B. takes K. B. P. (ch.) 

Your move, 6. P. to Q’s 3rd, is better than castling. If he 
take with Kt. instead of the B., the following moves wiU 
show the advantage you must gain. 

6. Kt. takes K. B. P. 

7. Kt to Q. B’s 6th (dis. ch.) 7. K. to Q’s 2nd. 

8. Kt. takes Q. 8. R. to K’s sq. 

9. Q. takes R. (ch.) 9. K. takes Q. 

10. B. takes Q. P. 10. Kt. taKes R 

11. Kt takes K. B. P. 11. Kt to K. B’s 7lli. 

12. P. to K. R’s 3rd. 

And the Kt. cannot escape without loss. 
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Instead, however, of taking the K. B. P. either with Bishop 
or Knight, Blaek can play 6. Q. P. takes B., a move which 
is given by Bjlguer and II. dor Laza, but hardly followed 
up with their customary acumen, (See Variation A.) 

7. K. to Q’s sq. (best) 7. B to Q. Kt.’s 3rd. 

He might likewise castle at his 7th move, and if }'ou played 

8. K. B. to Q. Kt.’s 5th, move B. to Q's 5th. 


8. Kt. takes K. B. P. 8. Q. B. to K. Kt/s 5th. 

If he take the Knight with his King, you capture his Knight 
and win without much trouble. (<?. g,) 

8. K. takes Kt. 

9. Q. takes Kt. 9. Q. B. to K’s 3rd. 

10. R. to B’s sq. (ch.) 10. K. to his 2nd. 

11. B. to K. Kt.'8 5th (ch.) 11. K. to Q's 2nd. 

12. K. B. takes Q. P. 12. Q. takes Q. B. 

13. Q. takes B. (ch.) 13. K. to Q^s sq. 

U. B. takes Q. Kt. P. 


And you must win of course. 


9. Kt. takes Q. 

10. K. takes B, 

11. R. to K. B's sq. 

12. Kt U) K's 6th. 

13. P. takes P. 

14. Kt. takes K. Kt. P. 


9. B. takes Q. (ch.) 

10. Kt. to K. B's 7th. 

1 1 . P. takes B. 

12. P. takes P. (ch.) 

13. K. to his 2nd. 

14. R. to K. Kt’s sq. 


You might also have taken the Q. B. P. wuth your Kt., and 
upon his taking it with B. have taken Kt. willi R., but the 
move in the text seems preferable. 


15. Kt. to K. B's 5th (ch.) 15. K. to his 3rd. 

16. 0,. B. to K's 3rd. 16. B. takes B. 


If he take the Kt. P. with Rook instead of taking the 
Bishop, you can take B. with B., and on his capturing the B., 
play Kt. to K's 3rd, winning a Piece. lie may, however, take 
the Kt. with his King, whereupon you take Kt. with Rook 
(ch.), then exchange Bishops, and have a Pawn more and a 
superior position. 

17 Kt. takes P, 17. Kt. to K. Kt’s 5th. 

Tlie positions are equal, but you have a Pawn more. 
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Vabiatton (A.) 
Beginning at Black's 6th move^ 

BLACK. 



WHITE. 


In the pre’vnous example, the consequences of Black’s 
taking the K. B. P. at his 6th mo^c, both with B. and Kt., 
shown ; it remains to be seen whether he may not acquire 
a better game by simply taking the B with Q. P. at this point 

WHllP. BLACK. 

6. Q. P. takes B. 

7. Q takes Kt. 7. Castles 

8. Q takes doubled P. 8. Q. to K’s 2nd. 

9. P to K B’s 4th. 9. Q. Kt. to B’s 3rd, 

10. Q. to K’s 4th. 

Thus far the mo\es are those laid down by Bilguer and H 
der Laza. I’hey now make Black take the Kt. with Kt., the 
Queens are exchanged, and the game dismissed as equal. It 
would appear, howc\cr that if Black, instead of exchanging 
Knights, play 10. K, R. to K’s square, he may obtain a very 
embarrassing attack. In reply, you must not 11. take Kt. 
with Kt., or he wins your Queen. 

The most feasible mo\e for you apparently is K. to Q’s square, 
or Q. Kt. to Q's 2nd. (See the next Variation ) K. to B’a 
squai'e is obviously bad. Suppose in the first place you play 

11. K. to Q’s sq. 11. Q. to K. R’s 5th. 

He now threatens a dangerous cheek with his Q. B. at K. Kt.’s 
5th. If you try to escape the consequences oy playing 12 . P 
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to K. Kt.’s 3rd, the subjoined moves show he ought to win 
the game. 

12. P. to K. Kt.*s 3rd. 12. Q. to K. P.’s 4th (ch.) 

Should you ifiterpose the Q. at K. B’s 3rd, he wins a Piece 
by taking the Knight with Rook ; if you play Q. to K’s 2nd, 
he equally gains the Knight by exchanging Queens, and then 
moving P. to K. B’s 3rd; and if you move K. to Q’s 2nd, the 
following is likely to be the termination : — 

13. K. to Q’s 2nd. 13. Kt. takes Kt. 

14. P. takes Kt. 14. R. takes P. 

Winning easily. 

Instead, however, of playing 12. P. to K. Kt.’s 3rd, you 
might at that moment move Q. Kt. to Q’s 2nd. 

12. Q. Kt. to Q’s 2nd. 12. Q. to K. R’s 4th (ch.) 

13. Q. Kt. to K. B’s 3rd (best) 13. Q. B. to K. Kt.’s 5th, 

and now, play as you can. Black must gain a decided advantage 
by taking the K. Kt. with Kt., &c. 

VARIATION, 

Beginning at White s Wth move. 



11. Q’s Kt. to Q’s 2nd. 11. Q. to K. R’s 5th (ch.) 

12. P. to K. Kt.’s 3rd. 12. Q. to K. R’s 4th. 

18. Q. Kt. to K. B’s 3rd. 13. Q. B. to K. B's 4th. 

14. Q. to K’s 2nd (best) 14. Q. B^. to K. Kt.’s 5th. 

15. K. R. to B’s sq. 15. Q. Kt. to Q’s 5th. 

And Black must win. 
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GAMES 

ILLUSTRATIVE OF THE PRECEDING ANALYSES. 
(From tne Chess- Player' 8 Cfiromcle,) 


Game I. — Played by coirespoiidence between Paris and PestlL 


WHITB. (’Pesth.) 

1. P. to K’s 4th. 

2. K’s Kt. to B's .'kd. 

3. K’s Kt. takes K’s P. 

4. K’s Kt. to B’s 3rd. 

5. P. to Q’s 4th. 

6. K’s B. to Q’s 3rd. 

7. Castles. 

8. P. to Q. B’s 4th. 

9. Q. to her B’s 2iid.f 

10. Q. to Q. Kt.’s 3rd.§ 


»LACK. (Paris.) 

1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rd.* * * § 

3. P. to Q’s 3ra. 

4. Kt. takes K’s P. 

5. P. to Q’s 4th. 

6. K’s B. to Q’s 3riL 

7. Ca^tles. 

8. Q’s B. to K’s .Hrd. 

9. P. to K. B’s 4th. X 

10. Q’s P. takes P. 


* The reply to Pesth’s second move was the occasion of a very animated 
discussion in the French camp, wliich terminated in the abrupt secession 
of M. Deschapclles from their councils. This distinguished player was 
opposed, justly we think, to the ad()j>tion of K. Kt. to B’s 3rd, a move 
newly brought into voirue oy the Russian amateurs, MM. Petrotf and 
Jaenisch, and wliich their subseejuent analyses have condemned ; but in- 
stead of recommending the acknowledged and well-tried answer, “ Q. Kt. 
to B’s 3rd,'' he strangely enough insisted on the substitution of another 
bizarre move, “ P. to K. B's 4th,” still more prejudicial to the interests of 
the second player. After a good deal of controversy, in the course of 
which the veteran proffered to play the defence single-handed against the 
whole Commission, the majority decided in favour of “ K. Kt. to B’s 
3rd,” and M. Deschapclles (piitted the club. An able analysis of the 
disputed move was afterwarda published by the Committee, and left no 
doubt of their propriety in rejecting it. 

t There is nothing like actual play for testing the value of new sugges- 
tions. In the elaborate examination of this pet opening by M. Jaenisch, 
the present move, which is a very probable and a very important one, ap- 
pears to have been (juite overlooked. M. Jaenisch makes the first player 
move Q. to her Kt.’s 3rd at once. 

J If this be the best move left for Black, their Monarch totters already. 

§ These moves result from a profound investigation of the opening. 
The sort of coup de repos , to await the advance of the enemy ’» K. B. ?., 
was a master touch. 
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n. Q. takes Q. Kt/s P * 

12. K»s B. takes K’s Kt. 

13. K’s Kt. to his 5th« 

14. Q’s ’Kt. to B's 3rd. 

15. Q. takes Q. 

Ifi. K’s Kt. takes K’s P. 

17. K's R. to K's square. 

18. K^s R. to K*s 2nd. 

19. K’s Kt. to Q. B’s 5tli. 

20. K’s Kt. to K’s 4th. 

21. K’s Kt. to Q. IVs 5th. 

22. K's Kt. to K's 4th. 

23. K's Kt. to Q. B’s 5th. 

24. K’s Kt. to K’s 4th. 

25. K’s Kt. to Q. B’s 5th. 

26. K’s Kt. to K’s 4th. 

27. K’s Kt. to Q. B’s 5th. 

28. K’s R. to K’s 3rd. 

29. K’s Kt. to K’s 6th. 

30. Kt. takes B. 

31. K’s 11. to K’s 2nd. II 

32. Q’s B. to K. B’s 4tb. 

33. B. takes R. 

34. B. takes Kt. 

35. R. to K’s square. 

36. R. takes R. (eh.) 

37. Kt. to K’s 4tli. 

38. P. to Q. R’s .3rd. 

39. P. to K. B’s 3rd.^ 

40. K. to B’s 2nd. 


11. P. to Q. B’s 3rd. 

12. K. B’s P. takes B. 

13. Q’s B. to K. R’s 4th. 

14. Q. to her 2nd.t 

15. Q’s Kt. takes Q. 

16. K’s B. to Q. B’s 2nd. 

17. Q’s R. to Q. Kt.’s squares 

18. Kt. to Q. Kt.’s 3rd.t 

19. K’s B. to Q’s 3rd. 

20. K's B. to Q. B’s 2nd.§ 

21. K’s B. to Q’s 3rd. 

22. K’s B. to Q. B’s 2nd. 

23. K’s B. to Q’s 3rd. 

24. K’s B. to Q. B’s 2nd. 

25. K’s B. to Q’s 3rd. 

26. K’s B. to Q. B’s 2nd. 

27. Q's B. to Q’s 6th. 

28. Q’s B. to his 7th. 

29. R. to K. B’s 2nd. 

30. R. takes Kt. 

31. B. to Q’s 6th. 

32. B. takes R. 

33. R. to K'b square. 

34. P. takes B. 

35. B. to K. R's 4th. 

36. B. takes R. 

37. P. to Q. Kt.’s 4th. 

38. B. to K. Kt.'s 3rd. 

39. K. to K. B’s 2nd. 

40. K. to his 3rd. 


* This and many mo\es to come form connoctiufj: links in tlie admirable 
combination of tlie llung:arians, and were evidently foreseen when the Q. 
was played to her B’s 2nd. 

t Is there anythinj^ better to be done by Black at this juncture ? B. to 
Q. B's square, would compel the Queen to take the Rook. But cui hono / 
Could she then be caught "i Wc doubt it. 

X With the view to jdant tne Kt. at Q’s 4th. 

§ The same moves, Kt, to Q. B’s 5th and B. to Q. B’s 2nd, wen 
persisted in for weeks by both parties. Pesth liaving the first game vir- 
tually won, were content to draw this without further trouble. In the 
end, Paris, as they must lose equally whether they drew or lost the present 
party, decided on \cnturing another move. 

II All this denotes an admirable insight of the position. White see 
clearly that every erchange now strengthens the advantage they have 
acquired. 

^ Not only protecting the Kt. but affording a speedier route for the 
King to subtain his P 
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41. K. to his 3rd. 

42. P. to K. Kt.’s 4th. 

43. Kt. to Q. B's 3rd (ch.) 

44. P. to K. B’s 4th. 

45. P. to K. B’s 5th. 

46. Kt. to K*s 4th (ch.) 

47. K. to K. B’s 4th. 

48. K. to his 5th. 

49. P. to K. R*s 4th. 

50. P. to K. Kt.’s 5th. 

51. P. takes P. 

52. P. to K. Kt’s 6th.{ 


41. P. to K. R's 3:<U 

42. K. to Q’s 4th. 

43. K. to Q’s 3rd. 

44. B. to K’s square.* 

45. Q’s B. to Q’s 2nd. 

46. K. to his 2nd. 

47. B. to K^s square, t 

48. B. to K. B’s 2nd. 

49. B. to Q’s 4th. 

50. P. takes P. 

51. B. to K. Kt.’s square. 


Paris surrendered. 


Game II. — Skilfully conducted Partie played in 1837, bv 
M. Petrolf, against three Russian Amateurs in couucu 
together. 

WHITE. (M. Petroflf.) black. (Amateurs.) 


1. 

P. to K’s 4th. 

1. 

P. to K’s 4th. 

2. 

K’s Kt. to B’s 3rd. 

2. 

K’s Kt. to B’s 3rd. 

3. 

P. to Q’s 4tli. 

3. 

Kt. takes K’s P. 

4. 

K’s B. to Q’s 3rd. 

4. 

P. to Q’s 4 th. 

5. 

Kt. takes K’s P. 

5. 

K’s B. to Q’s 3rd. 

6. 

Castles. 

6. 

Castles. 

7. 

P. to Q. B’s 4th. 

7. 

P. to K. B’s 4th. 

8. 

P. to K. B’s 4th. 

8. 

P. to Q. B’s 3rd. 

9. 

Q’s B. to K’s 3rd. 

9. 

Q's B. to K’s 3rd. 

10. 

P. takes Q’s P. 

10. 

P. takes P. 

11. 

Q’s Kt. to B’s 3rd. 

11. 

Q’s Kt. to B’s 3rd. 

12. 

Q’s R. to Q. B’s square. 

12. 

K’s R. to B’s 3rd. § 

13. 

B. takes Kt. 

13. 

K. B’s P. takes R 

14. 

Q’s Kt. to his 5th. 

14. 

Kt. to K’s 2nd. 

15. 

Kt. takes B. 

15. 

Q. takes Kt. 


♦ B. to Q’s 6th would permit the White to play their Q. Xt.’s P. one 
square, with advantage, 
t The Black have no resource left. 

X Longer resistance would be frivolous and vexatious, and the French* 
men with good grace resign. 

$ This unfortunate counter attack la admirably taken advantage of by 
M. PetroiT. 
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16 . P. to K. Kt .'8 4th. 

17. P. to K. B's Sth.f 

18. B. to K. Kt .»8 5th. 

19. B. to K. R's 6 th. 

20 . Q. to her 2 nd.§ 

21 . R. takes R. 

22. P. takes P. 

23. Q. to K. Kt's 2 nd (ch.) 

24. R. takes Kt. 

25. R. to B^s 6 th. 

26. Q. to K. Kt.’s 3rd, 

27 . P. takes Q. 


16. P. to K. Kt’s 3rd.* 

17. P. takes P. 

18. K's R. to B's square. 

19. K’s R. to Q. B's square. J 

20. Q. to her square. 

21. R. takes R. 

22. Kt. takes P. 

23. K. to R's square. 

24. Q. to K. Kt.’s square 

25. B. to K. R's 6th. 

26. Q. takes Q. 


On this move, the Amateurs abandoned the game. 
PIRST DEFENCE. 


WHITE. 

20. Q. to her 2nd. 

21. R. takes R. (ch.) 

22. P. takes P. 

23. Q. to K. Kt.’s 5th (ch.) 

24. P. takes Kt. 

25. R. to K. B’s 7th. 

26. K. to B's 2nd. 

27. K. to his 3rd. 


SECOND 

WHITE. 

20. Q. to her 2nd. 

21. Q. to Kt.’s 5th (ch.) 

22. Kt. takes Kt. 

23. Kt. to K ’s 7th (dble. ch.) 
’4. P. takes K. B’s P. 

25. P. takes B. (dble. ch.) 

26. Q. to Kt.’s 4th (ch.) 

27 . 3. checks. 

28. R. to Q. B’s square (ch.) 

29. R. takes R. 


BLACK. 

20. Kt. to K. Kt.’s 3rd. 

21. R. takes R. 

22. Kt. takes Kt. 

23. Kt. to Kt’s 3rd. 

24. Q. to her 2nd. 

25. R. checks. 

26. R. to B’s 7th (ch.) 

Lost game. 

DEFENCE, 

BLACK. 

20. R. takes R. 

21. Kt. to Kt.’s 3rd. 

22. R. to Q. B’s 2nd (best) 

23. K. to B’s 2nd. 

24. Q. takes Kt. (best) 

25. K. takes P. 

26. K. to Q’s 3rd. 

27. K. to Q. B's 3rd. 

28. K. to Kt.’s 4th. 


And wins. 


^ They do not appear to have had a better move, 
f Well played. 

t It would have been better to leave the Rook en priiCt and advance the 
Pawn to King’s Bishop’s 5th. 

§ After this move, the game of Black was beyond redemption ; but as 
the situation is interesting, we shall give in two variations the two systemi 
of defence which seem preferable, beside that actually adopted. 
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Game III. — Between Von. H. der Laza and Majoi 
Jaenisch. 


WHITE. (V. H. L.) 

1. P. to K’s 4th. 

2. K's Kt. to B’s 3rd. 

3. Kt. takes K’s P. 

4. Kt. to K. B's 3rd. 

5. P. to Q's 3rd. 

6. P. to Q’s 4th. 

7. P. to K. R’s ,3rd. 

8. Q*s B. to K’s 3rd. 

9. K's B. to K's 2ncl. 

]0. P. to Q. B’s ,3rd. 

11. Q. to her B’s 2nd. 

12. Q*s Kt. to Q’s 2iid. 

13. Q’s P. takes P. 

14. B. takes B. 

15. Q’s Kt. to his 3rd. 

16. Castles on K’s side. 

17. Q. to her 2nd. 

18. Q’s R. to Q’s square. 

19. K’s R. to K’s square. 

20. K’s B. to Q’s 3rd. 

21. Q’s Kt. to Q’s 4th. 

22. K’s R. to K’s 2ifd. 

23. Q’s R. to K’s square. 

24. Q. to K. B’s 4th. 

25. B. to K. B’s 5th. 

26. K’s Kt. to K’s 5th. 

27. Q’s Kt. takes B. 

28. Kt. takes R. (eli.) 

29. Q. to K. B’s 5tli. 

30. K’s R. to Q. B’s 2nd. 

31. Q. takes Q’s P. 

32. Q. to her 4 th. 

33. P. takes Q. 

34. P. to Q. R’s 3rd. 

36. Kt. to K, B’s 3rd. 

36. Kt. takes R. 

37. R. to Q. B’l 5th. 

38. R. to B's 6th. 

39. R. to Q’s 6th. 

40. Kt. to Q. B’s 2nd. 

41. R. takes Q. Kt.'s P. 


Bl.ACK. (M. J.) 

1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rcL 

3. P. to Q’s 3rd. 

4. Kt. takes K’s P. 

5. Kt. to K. B’s 3rd. 

6. P. to Q's 4th. 

7. M’s B. to Q’s 3rd. 

8. Castles. 

9. Q. to K’s 2nd. 

10. P. to Q. B’s 4th. 

11. Q’s Kt. to B’s 3rd. 

12. Q’s B. to K’s 3rd. 

13. K’s B. takes I*. 

14. Q. takes B. 

15. Q. to her Kt.’s 3rd. 

16. Q’s R. to Q. B’s squaria 

17. K’s R. to Q’s square. 

18. P. to Q. R’s 3rd. 

19. K’s R. to Q’s 2nd. 

20. Q's R. to Q’s square. 

21. Q’s R. to K’s square. 

22. K’s R. to K’s 2nd. 

23. P. to K. RJs 3rd. 

24. Q’s Kt. to Q’s square. 

25. Q. to her B’s 4th. 

26. B. takes B. 

27. Kt. to K’s 3rd. 

2S. R. takes Kt. 

29. P. to Q’s 5th. 

30 P. to Q’s 0th. 

31. Q’s Kt. to K. B’s 5th, 

32. Q. takes Q. 

33. K’s Kt. to Q’s 4th. 

34. P. to K. Kt.’s 4th. 

35. R. takes R. (ch.) 

36. K. to Kt.’s 2nd. 

37. P. to Q. Kt.’s 3rd. 

38. Q’s Kt. to K’s 3rd. 

39. K’s Kt. to K. B’s 5tlu 

40. K's Kt. to Q’s 6th. 


And Black surrendered. 
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Chapter III. 

GAME THE SIXTH. 

WHITE. BLACK 

. P. to K’s 4tli. 1. P. to K’s 4th. 

2. K’s Kt. to B's 3r(l. 2. K’s B. to Q. B’s 4th 

This mode of answering your second move is very poor and 
inefficient, and affords you an opportmiity of bringing your 
Pieces into action speechly. 

3. Kt. takes K’s P. 3. Q. to K’s 2nd. 

4. P. to Q's 4th. 4. B. to Q. Kt.’s 3rd. 

He has three other ways of playing at his choice, 4. B. to 
Q’s 3rd, 4. P. to Q's 3rd, and 4. P. to K. B's 3rd, each of 
which shall be briefly examined. In the first place, suppose— 

4. 13. to Q's 3rd, 

5. P. to K. B’s 4th. 5. P. to K. B’s 3rd. 

6. Kt to Q. B’s 4th. G. Q. takes P. (ch.) 

7. K. to B’s 2nd. 7. Q’s Kt. to B’s 3rd.* 

8. K’s B. to Q’s 3rd. 8. Q. takes Q’s P. (ch.) 

9. Q’s B. to K's ‘3rd. 9. Q. to her 4th. 

10. B. to K. Kt. s Ctli (eh.), and you take the Q, next movfli. 

Ill the second place, — 

4. P. to Q’s .3rd. 

5. Kt. takes K. B’s P. 5. Q. takes K’s P. (eh.)t 

6. Q’s B. to K’s 3rd. C. K. takes Kt. 

7. P. takes B. 7. P. takes P. 

8. Q. to K. R’s .5th (ch.) 8. K. to B’s sq. 

9. Q. takes doubled P. (ch.), and you have a fine game. 

The third variation consists in his playing — 

4. P. to K. B’s 3rd. 

5. Q. to K. K’s 5th (ch.) 5. P. to K. Kt.’s 3rd. 

6. Kt. takes Kt.’s P. G. Q. takes K’s P. (ch.) 

7. K. to Q’s sq. 7. Q. takes Kt. 

3. Q. takes B. 

You have much the better game. 

* He might also take K. B’s P. with his B., but the result would be in 
your favour. 

t If he take the Kt with Q., you take his B. with P.* and have a P* 
more ana a oetter position. 
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Having seen the results of these methods of play, we maj' 
now proceed with the original game, from which we deviated 
after the 4th move. 

5. K’s B. to Q. B’s 4th, 5. K*s Kt. to B’s 3rd. 

6. B takes B*s P. (ch.) 6. K. to B’s sq. 

7. B. to Q. Kt.’s 3rd. 7. Kt. takes K’s 

8. Castles, 

and you have an excellent position. 


GAME THE SEVENTH. 

Counter Gambit in the Knight’s Opening. 

WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 2. P. to K. B’s 4th.* 

Your best move is now to take the Pawn with the Kt. ; but 
you may also play advantageously K’s B. to Q. B’s 4tli. If, 
mstead of cither of these moves, you take the Pawn with 
K’s Pa’wm, Black will have the better game. 

3. K's Kt. takes P. (best) 3. Q. to K. B’s 3rd (best) 

* la the admirable German treatise on the openings, began by Von 
Bilguer and ultimately so well concluded by Von H. der Laza, the 
following remarks are made upon this opening, which there is desig- 
nated “The Counter Gambit in the Knioht^s Game.^' “During 
the summer of the year 1839, five of the best chess-players in Berlin, 
amongst whom were Von Bilguer, the deceased author of this work, and 
Von H, der Laza, its editor, agreed to meet weekly, and to select this 
opening as the subject of their investigations.^' (The most important 
variations resulting from these inquiries will be found in the present 
Chapter.) . . . . “ The principal authors who have turned their 

attention to this dSM are, — Lewis, 1st Ed. (1842) pp. 84, 88; Lewis's 
Treatise, pp. 117, 122, 23G, 239; Walker (1841), p. 186; Greco 
(Hirshell), pp. 112, 116; Cozio, i. pp. 280, 285, 288, 350, 353; Cozio, 
U. pp. 342, 350, 354 ; Ponziani (1782), p. 105, and in the Palamide of 
1843, pp. 19, 26, with the specific title of * Gambit en second.' " M. 
Deschapelles, in the match by correspondence between Paris and Pesth, 
had recommended the move 2. P. to K. B’s 4th as the best defence 
against K's Kt. to B’s 3rd of the first player. It was, however, rightly 
rejected by the committee, and K's Kt. to B's 3rd adopted instead. 

The idea of this game is traceable to Damiano, but Greco appears to 
be its tnieelaborator. 
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If he play 3. Q. to K’s 2nd, 
will get the advantage 

4. Q. to K. R’s 5th (ch.) 

5. Kt. takes Kt.’s P. 

6. B. to K*s 2nd (best) 

7. Q. to R’s 3rd (best) 

8. Q. takes R. 

9. R. to K. B’s sq. 

10. Q. to R’s 4th, 

With the 

4 . P. to Q’s 4tli. 


subjoined moves show you 

3. Q. to K’s 2nd. 

4. P. to K. Kt.’8 3rd. 

5. Q. takes K’s P. (ch.) 

6. K’s Kt. to B’s 3rd. 

7. P. takes Kt.* 

8. Q. takes K. Kt.’s P. 

9. K. to B’b 2nd. 


game. 

4. P. to Q’s 3rd. 


He may also take the K’s P. with P. (See the Fourth Varia- 
tion.) 

5. Kt. to Q. B’s 4th. 5. P. takes K’s P. 

6. Q. Kt. to B's 3rd. 6. P. to Q. B’s 3rd, 

or First Variation. 


This sixth move of Black gives rise to some extremely deli- 
cate manoeuvring, in which, without the greatest exactness on 
White’s part, he may lose a Knight. 

7. Q’s Kt. takes K’s P. (best) 7. Q to K’s 3rd. 

8. Q. to K’s 2nd. 8. P. to Q’s 4th. 

9. Q’s Kt. to Q's 6th (ch.) 9. K. to Q's 2nd, 

If he play 9. K. to Q’ssq., these moves are likely to follow:— 

9. K. to Q’s sq. 

10. Q’s Kt. takes Q. Kt.’s P. (ch.) 10. K. to Q. B's 2nd. f 

11. Q. takes Q. 11. Q’s B. takes Q. 

12. K’s Kt. to Q. R’s 5th. 12. K. to Ku’s 3rd (best) 

13. Q’s B. to Q’s 2n(l. 13. Q’s Kt. to Q’s 2nd. 

14. P. to Q. Kt.’s 4th, 

And afterwards Q’s Kt. to B’s 5th, with a superior game. 

Observe here, that it is fur from indifferent which Kt. you 
check with. If you play 9. K's Kt. to Q's 6th (ch.), he may 
move K. to Q's sq. You reply with 10. Q’s B. to K. Kt.’s 
5th (ch.) ; he then moves K. to Q. B's 2nd, and wins one of 
the Knights. At your lOth move, however, instead of checking 
with the B. you may play 10. Q's Kt. to K. Kt.’s 5th; Black 


* If R. to Kt.’s sq., White replies with Q. Kt. to B’s 3rd, or Q. P 
to Q’s 3rd, and then Kt, to K. B’s 4th. 
t If he play otherwise the Knight will secure a retreat. 
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cannot then take the other Kt. on account of 1 1 . Kt. to B s 
7th (ch.), winning the Queen, but he would Uike youi Q. 
with Q. (ch.), and the game would probably go on thus : — 

11. B. takes Q. 11. B. takes Kt. 

12. Kt. to K. B»8 7tb (ch.) 12. K. to his 2nd. 

13. Kt, takes R. 13. Q»b B. to K»s 3rd. 

14. B. to Q’s 3rd. 14. K^ Kt. to B»b 3rd 

15. Kt. to K. Kt ’s 6th. 15. P. takes Kt 

16. K’s B. takes P., and 

White ought not to win. 

10. Q’s Kt. to K. B’s 7th. 10. Q’s P. takes K’s Ki 

11. Q. takes Q. (ch.) 11. K. takes Q. 

12. K’s B. takes P. (ch ) 12. K. to his 2nd. 

13. Kt. takes R. 13. Q’s B. to K’s 3rd. 

14. K’s B. to Q’s 3rd. 14. K’s Kt. to B’s 3rd. 

15. Q's B. to K. Kt ’s 5th. 15. Q’s B. to K Kt.’s sq 

1 6. Castles, with a fine game. 

Should he, for his 1 5th move, in«rt,ead of Q’s B. to K. Kt ’& 
Kq., play P. to K. Kt.’s 3rd, you may give up the Knignt for 
the two PawTis ; but in the present position the Knignt need 
not be lost. 


FIRST VARIATION, 
B**ginning at Black's ^ih move. 
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WHITE. 

P. to K. Kt’s 4th. 

K’s B. to Kt.’s 2nd. 

B. takes K’s P. 

Q’s Kt. takes B. 

Q. to K’s 2nd. 

K's Kt. to Q’s 6th (ch.) 


6 . 

7. 

8 . 
9. 

10 . 

11 . 


UT AOir 

Q’s B. to K. ’b’3 4th 
Q’s B. to K. Kt.’s 3rd. 

P. to Q. P’s 3rd. 

B. takes B. 

Q. to K’s 3rd. 

P. to Q’s 4th. 


7 . 

8 . 

9. 

10 . 

11 . 

12 . 

If now Black take the Knight with his Bishop, you retake 
with the Q’s Kt. (ch.), then exchange Queens, and win the 
Q. Kt.’s P. lie may, however, move 12. K. to his 2nd, 
whereupon you clieck with K’s Kt. at K. B’s 5th, and after- 
wards liberate your other Kt. 


SECOND VARIATION, 

Beginning at Black's ^th move. 

Arrange the men according to the preceding diagram again. 

WHITE. PLACK. 

6. K’s Kt. to K’s 2nd. 

7. P. to Q’s 5th. 7. Q. to K. Kt.’s 3rd. 

If at his 7th move he play Q’s B. to K. B’s 4th, you again 
attack the B. with K. Kt.’s P., and then play K’s B. to Kt.’s 
2nd. 

8. Q. to her 4th. 8. Q’s B. to K. B’s 4th. 

9. Q’s Kt. to his 5th, gain- 

ing a Pawn. 


THIRD VARIATION, 


From Black's 6th move . — (See preceding diagram.) 


WHITE. 

7. P. to K. B’s 3rd (beet) 

8. P. takes K’s P. 

9. Q. to K’s 2nd. 

10. K’s Kt. to Q’s 2nd. 

11. K’s Kt. takes Kt. 

12. Q. to her 3rd, having won 

a Piece. 


BLACK. 

6. Q. to K. Kt.’s 3rd. 

7. K’s Kt. to B’s 3rd. 

8. Kt. takes P. 

9. Q’s B. to K. B’s 4tlL 

10. Q’s Kt. to B’s 3rd. 

11. Kt. takes Q’s P. 
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Black’s error in this last variation is not taking the K. B*8 
P, with P. at his 7th move. If he take the P. you still have 
a considerable advantage in position, but he avoids the loss of 
any of his men. (e.^.) 

7. P. takes K. B*s P. 

8. Q. takes P. 8. K*s Kt. to B's 3rd. 

9. K's B. to Q’s 3rd. 9. Q. to K. Kt.^s 5th. 

10. Q. to K^s 3rd (ch.) 10. B. to K^s 2nd. 

11. Castles, with the bet- 

ter game. 


POUETH VARIATION OP THIS GAHE, 


Beginning at Black's Ath move. 


WHITE. 

1 . P. to K*s 4th. 

2. K’s Kt. to B’s 3rd. 

3. Kt. takes K’s P. 

4. P. to Q's 4th. 

5. K's B. to Q. B’s 4th. 


BLACK. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. Q. to K. B's 3rd. 

4. P. takes K’s P. 

5. P. to a B 8 3rd. 


If instead of this, he move 5. K’s Kt. to K’s 2nd, the game is 
likely to proceed thus : — 

5. K's Kt. to K's 2nd. 

6. Q’s Kt. to B’s 3rd. 6. Q. to K. B’s 4th. 

7. Q’s Kt. to his 5th. 7. Q’s Kt. to R’s 3rd. 

8. K*s Kt. to B’s 7th, 

Winning at least the Rook, for if he attempts to save it, he must lose the 
Q. by 9. Kt. to Q’s Gth (ch.), &c. 

6. B. to B’s 7th (ch.) 6. K, to his 2nd. * 

Should he move the K. to Q’s sq., you can take the Kt., and 
if he retake with his 11., play 9. Q’s B. to K. Kt.’s 5tl\, 
winning the Q. in two moves. 

7. P. to K. R’s 4th. 

8. Q. to K. ll’s 5th. 

9. Q’s B. to K, Kt.’s 5th 

10. Ch takes R., 

and you have an easy gama 


7. P. to K. R’s 3rd. 

8. K. to Q's 3rd. 

9. P. takes B. 
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ANOTHER TARIATION, 

Beginning at the Zrd move of White 
WHITE. BLACK. 

1 P. to K’s 4th. 1. P. to K‘s 4th. 

2. K’s Kt. to B's 3r(l. 2. P. to K. B's 4tli. 

3. K 8 B. to a B s 4th. 3. P. takes K s P. 

Black mif^ht also ])lay 3. P. to Q’s 3rcl, and the position 
would he the same as in one of the modifications of “ Phi- 
lidor’s defence of the Knight’s Opening.’* — In that case the 
game would probably be followed thus : — 

3. P. to Q’s 3rd. 

4. P. to Q’s 4th (best) 4. P. takes K’s P. 

{If he take the Q’s P. instead, you play 5. K. Kt. to ’is 5th, and have a 
much better game than he has.) 

5. Kt. takes P. 5. P. takes Kt. 

(If the Kt. is not taken, you have evidently an excellent position.) 

6. Q. to K. R’s 5th (ch.) 6. K. to Q’s 2nd. 

(By interposing the K. Kt. P. he would lose his Rook, and if he plaved 
the King to his 2nd, you checkmate him in two moves.) 

7. Q. to K. B's 5th (ch.) 7. K. to Q. B’s 3rd 

8. Q. takes P. at K’s 5th. 8. P. to Q. R's 3rd. 

(This is his only move to avert immediate mate.) 

9. P. to Q’s 5th (ch.) 9. K. to Kt.’s 3rd. 

(If he move the K. to B’s 4th, mate follows in four moves.) 

10. B. to K’s 3rd (ch.) 10. B. to Q. B’s 4th. 

(Should he play 10. P. to Q. B’s 4th, you take the P. in jiassing, anJ 
then move Q. Kt. to B’s 3rd, secure of the game.) 

11. B. takes B. (ch.) 11. K. takes B. 

12. P. to K. Kt.’s 4th (ch.) 12. K. takes P. 

(If he take the Bishop, you may mate him in four moves.) 

13. Kt. to 0’« 2nd. 13. P. to Q. Kt.’s 4th. 

(If 13. K. t B’s 4th, he will be mated in three moves.) 

14. R. to » .’s sq. (ch.) 14. K. to R’s 4th. 

( It is indifferent where he plays.) 

15. Q. to her 4th. 15. Q. to her 3rd. 

16. Kt. to Kt.’s 3rd. (ch.) 

And you win. 

4. Kt. takes P. 4. Q. to K. Kt.’s 4tli 

You would play badly at move 4, in tiiking the K’s Kt. with 
your Bishop, {e. y.) 
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4. B. takes Kt. 4. R. takes B. 

5. Kt. takes K’s P. 5. Q. to K. Kt.^s 4m. 

ft. Kt. to his 4th. 6. P. to Q’s 4th. 

And he has the better position. 

6. Kt. to K. B's 7tli (best) 5. Q. takes K. Kt ’s P 

Instead of 5. Kt. to B’s 7tb, yon might play P. to Q’s 4tlL 
and if he took the K. Kt.'s P., move Q. to K. R’s 5th (ch.) 
having a strong attack. 

6. 11. to K. B‘s sq. 6. P. to Q’s 4th. 

7. Kt. takes R. 7. P. takes B. 

If yon take the Q’s P. Avith B., instead of capturing the Rook, 
Black, as the annexed moves prove, wiU have the bettt'i 
game. 

7. B. takes Q's P. 7. Q’s B. to K. R’s 6th. 

8. Q. to K’s 2ud. 8. K's Kt. to B’s 3rd. 

9. K’s B. to Q. B’s 4th (best) 9. Q’s Kt. to B’s 3rd. 

10. Kt. takes R. 10. Q’s Kt. to Q’s 5th. 

And Black should win. 

8. Q. to K. R’s 5th (ch.) 8. P. to K. Kt.’s 3rd. 

9. Q. takes K. R's P. 9. Q’s B. to K’s 3rd. 

10. Q. takes K. Kt.’s P. (ch.) 10. Q. takes Q. 

11. Kt. takes Q. 

and you have “ the exchange” and a Pawn advantage. 

The foregoing examples will suffice to show that in this 
opening you obtain a decided superiority by answering Black’s 
2nd mov . P. to K. B’s 4th, either with 3. K’s Kt. takes K’s 
P. or 3. K’s B. to Q. B’s 4th. But the result is not so clearly 
in your favour, if in place of one of these moves you substi- 
‘nite 3. P. takes K. B’s P., as you will see bv the following 
variations. 


VARIATION OF THIS GAME, 


Beginning at White's Zrd move. 


WHITE. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P. taiics P. 


BLACK. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. P. to Q’s 3rd. 


TbiB is Black’s best mode of taking advantage of your baa 
8rd move, P. takes P. He may also play 3. Q. to K. B’s 3rd 
without danger ; for example, — 
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3. 

Q. 

to K. B’s 3rd. 

4. 

Q. 

. to K’s 2nd. 

4. 

Q. 

Kt. to B’s 3rd. 

5. 

P. 

to Q’s 4th. 

5. 

P. 

to Q’s 3rd. 

6. 

P. 

takes P. 

6. 

P. 

takes P. 

7. 

Q. 

B. to K. B’s 4th. 

7. 

K. 

B. to Q’s 3rd. 

8. 

P. 

to K. Kt.’s 4th. 

8. 

K. 

Kt. to K’s 2nd. 

9. 

Q. 

B. to K. Kt.’s 5th. 

9. 

Q. 

to K. B’s 2nd. 

10. 

P. 

to K. R’s 3rd. 

10. 

P. 

to K. R’s 4th. 

11. 

K. 

B. to K. Kt.’s 2nd. 

11. 

P. 

takes P. 

12. 

P. 

takes P. 

12. 

R. 

takes R. 

13. 

K. 

, B. takes R. 

13. 

P. 

to K. Kt.’s 3rd. 

14. 

B. 

takes K. Kt. 

14. 

Q. 

takes B. 


(Ff ins^d of taking the Kt., you play 14. P. to K. B’s Gtli, he will move 

14. K. Kt. to his sq., and win the Pawn and a better position ; and il 

you take P. with P., he takes again witli his Kt., having a fine game.) 
15. P. takes K. Kt. P. 15. B. takes K. Kt. P. 

And he has the advantage. 

4. P. to Q’s 4th. 4. P. to K’b 5th. 

5. Kt. to his 5th. 5. Q. B. takes P. 


You may also play 5. Q. to K’s 2nd, but that would hardly be 
80 good as the move given. 


6. 

Q. to K’s 2nd. 

6. 

P. to Q’s 4th. 

7. 

Q. to her Kt.’s 5th (ch.) 

7. 

Q. Kt. to B*s 3rd. 

8. 

Q. takes Q. Kt. P. 

8. 

Q. Kt. takes Q. P 

9. 

B. to Q. Kt.’R 5th (ch.) 

9. 

Kt. takes B. 

10. 

Q. takes Kt. (eh.) 

10. 

Q. to her 2nd. 

11. 

Q. to Q. Kt.’s 7th. 

11. 

Q. R. to B’s sq. 

12. 

Q,. takes Q. R. P. 

12. 

P. to K. R's 3rd 

13. 

Kt. to K. R*s 3rd. 

13. 

B. takes Kt. 

14. 

K. Kt. P. takes B. 

14. 

Q. tiikes P. 


And he has the superiority in position. 


GAME THE EIGHTH. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K's 41h 

2. K’s Kt. to B’s 3rd. 2. P. to Q's 4th. 

This defence may be adopted without much danger, but il 
you take his proffered Pawn with P. at your 3rd move, your 
position is slightly better than Black’s. 

3. P. takes P. (be.st) 


3, Q. takes P. 
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riiis appears to be his best reply. If instead of taking the 
F*awn, he play 3. P. to K’s 5th, the result will be as follows : — 


4. Q. to K*a 2nd. 

5. Kt. to Q’s 4th. 

6. Q's Kt. to B’s 3rd. 

7. K*s Kt. to B's 3rd. 

8. K’s Kt. to his 5th. 

9. Q. to her Kt.’s 5 th 


3. P. to K’a 5th. 

4. Q. to K’s 2n(l. 

6. K’s Kt. to B’s 3rd. 

6. Q. to K’s 4th. 

7. Q. to K’s 2nd. 

8. Q’s B. to K. B’s 4th. 


And you must gain some advantage. 


4* Q’s Kt. to B’s 3rd. 

5. B. to Q. Kt.’s 5th (ch.) 

6. Castles. 

7. Kt. takes B. 

8. R. to K's sq. 


4. Q. to K’s 3rd. 

5. B. to Q’s 2nd. 

6. B. takes B. 

7. K’s B. to Q’s 3rd. 

8. P. to K. B’s 3rd. 


> 


You might also play 8. K’s Kt. takes K’s P., and the next 
more place K’s R. at K’s sq., threatening to take Q. B’s P. with 
the Kt. 

9. P. to Q’s 4th. 9. P. to Q. B’s 3rd. 

10. Q’s P. takes P. 10. P. takes P. 

11. K’s Kt. takes P. 

Winning oi course. 


Your success in this variation results from your 3rd move 
of P. takes P. ; if instead of this you take the K’s P. with the 
Knight, it is not so evident that any marked advantage would 
accrue to you ; for instance, — 


WHITE. 

1. P. to K’s 4th. 

2. K’s Kt. to B's 3rd. 

3. Kt. takes K’s P. 


BLACK. 

1. P. to K’s 4th. 

2. P. to Q’s 4th. 

3. Q. to K’s 2nd (best) 


This is considered his best move 
proceeds thus : — 

4. K’s B. to Q. B’s 4th. 

5. P. to Q’s 4th. 

6. R. to K. B’s sq. 


; if 3. P. takes P. the game 

3. P. takes P. 

4. Q. to K. Kt.’s 4th (best) 

5. Q. takes K. Kt.’s P. 

6. B. to K’s 3rd (best) 


(It he play 6. B. to K. R’s 6th, you may take K. B’s P. with your B 
(ch.), and then return the B. to Q. B’s 4th.) 

7. P. to Q’s 5th. 7. B. to K. R’a 6th. 

8. Q’s B. to K. B’s 4th. 

The game is equal. 
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4. P. to Q’s 4tli. 4. P. to K. B'r 3rd. 

5. Kt. to his 4th. 6. B. takes Kt. 

lliere is a beautiful but not sound variation on your move at 
this point, the invention of Mr. Cochrane, which is to leave the 
K’s Kt. and play 5. Q’s Kt. to B's 3rd. (See the game “ be- 
tween Messrs. Cochrane and Staunton,” in which this occurs, 
at the end of the present Chapter.) 

6. Q. takes B. 6. Q. takes P. (ch.) 

7 . Q. takes Q. (ch.) 7. P. takes Q. 

There is no advantage on citlicr side. 

From these variations you w'ill gather that w'hen Black 
adopts the defence of 2. P. to Q*s 4th in this game, your best 
answer is 3. P. takes Q's P., and that any other reply will lead 
to about an even game. 


GAMES 

ILLUSTRATIVE OF THE PRECEDING VARIATIONS. 
(From the Chchn-Player* s Chronicle,) 


Game 1.— Between Messi’s. Cocluune and Sta’mton. 


WHITK. (Mr. Cochrane.) 

1. P. to K's 4th. 

2. K. Kt. to B\s 3rd. 

3. Kt. takes K. P. 

4. P. to Q’s 4th. 

5. Q. Kt. to B’s 3rd. 

6. Kt. takes Q. P. 

7. K. B. to Q. B’s 4th. 

8. Castles. 

y. P. to K. B’s 4th. 

10. B. P. lakes P. 

11. K. P. takes P. 

12. P. to K’s Cth. 

13. Q to K. R’s 5th (ch.) 

14. Q. takes B. 

15. Q. to K’s 5th. 

16. Q. takes R. 

17. Q. B. to K. R’s 6th. 

18. Q. takes B. (ch.) 

19. B. takes Q. 

20. P. to K. Kt.’8 4th. 


BLACK. (Mr. Staunton.) 

1. P. to K’s 4th. 

2. P. to Q’s 4th. 

3. Q. to K’s 2nd. 

4. P. to K. B’s 3rd. 

5. P. takes K. Kt. 

6. Q. to K. B’s 2nd, 

7. Q. B. to K’s 3rd. 

8. P. to Q. B’s 3rd. 

9. P. takes Kt. 

10. Q. to her 2nd. 

11. B. takes P. 

1 2. Q. to her B’s 3rd. 

13. P. to K. Kt.'s 3rd. 

14. K. Kt. to K’s 2nd. 

15. Q. takes B. 

16. Kt. to K. B’s 4th. 

17. Q. to her Kt.’s 5t!i. 

18. Q. takes Q. 

19. K. takes B. 


Black surrenders. 
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Game II. — ^Between MM. Jaenisch and Petrotf. 
(From the same work.) 


WHITE. (M. Jaenisch.) black. ^M. Petroff.) 


1. 

P. to K's 4th. 

1. 

P. 

to K’s 4th, 

2. 

K. Kt. to B’s 3rd. 

2. 

P. 

to Q’s 4th. 

3. 

K. Kt. takes P. 

3. 

Q. 

to K’s 2nd. 

4. 

P. to Q's 4th. 

4. 

P. 

to K. B’s 3rd. 

5 

Kt. to B's 3rd. 

5. 

P. 

takes P. 

6. 

K. Kt. to Q’s 2nd. 

6. 

P. 

to K. B’s 4th. 

7. 

K. B. to K’s 2nd. 

7. 

Q. 

Kt. to B’s 3rd 

8. 

K. Kt. to Q. Kt.’s 3rd. 

8. 

K. 

Kt. to B’s 3rd. 

9. 

Castles. 

9. 

Q. 

to K. B’s 2nd. 

^0. 

P. ^0 Q. B’s 4th. 

10. 

Q. 

B. to Q’s 2nd. 

11. 

Q. B. to K. B’s 4th. 

11. 

C’astles. 

12. 

Q. Kt. to B’s 3rd. 

12. 

P. 

to K. R’s 3rd. 

13. 

P. to Q. R’s 3rd. 

13. 

P. 

to K. Kt.’s 4th. 

14. 

Q B. to Q’s 2nd. 

14. 

P. 

to K. B’s 5th. 

15. 

P. to Q’s 5th. 

15. 

Q. 

Kt. to K’s 4th. 

1(>. 

K. Kt. to Q’s 4th. 

16. 

K. 

B. to Q. B’s 4th« 

17. 

Q. B. to K’s sq. 

17. 

K. 

R. to Kt.’s sq. 

18. 

P. to Q. Kt.’s 4th. 

18. 

K. 

B. to K’s 2nd. 

19. 

P. to K. B’s 3id. 

19. 

P. 

to K's 6th. 

20. 

Q. to her Kt.’s 3rd. 

20. 

P. 

to K. Kt.’s 5th. 

21. 

P. to Q. B’s 5th. 

21. 

P. 

takes K. B. P 

22. 

Kt. takes P. 

22. 

Kt 

;. takes Kt. (ch.) 

23. 

B. takes Kt. 

23. 

Kt 

;. to K. Kt.’s 5ib 

24. 

Q. to her B’s 4th. 

24. 

K. 

to Kt.’s sq. 

25. 

Q. to K's 4th. 

25. 

Q. 

R. to K’s sq. 

26. 

P. to Q’s 6th. 

26. 

Q. 

B. to his 3rd. 

27. 

Q. to her 4th. 

27. 

B. 

takes B. 

i.8. 

R. takes B. 

28. 

B. 

to K. Kt.’s 4th, 

29. 

Q. Kt. to his 5th. 

29. 

P. 

to Q. B’s 3rd. 

30. 

P. to Q’s 7th. 

30. 

Q. 

R. to K’s 3rd. 

31. 

B. to K. Kt.’s 3rd. 

• 31. 

P. 

takes Q. Kt.* 

32. 

B. takes B. P. (ch.) 

32. 

Kt. to K’s 4th. 

33. 

B. takes Kt. (cL) 

33. 

R. 

takes B. 

34. 

Q. takes R. (ch.) 

34. 

K. 

to R’s sq. 

35. 

R. takes Q. 

35. 

P. 

to K’s 7th. 

36. 

Q. to K’s 8th (eh.) 

36. 

R. 

takes Q. 

37. 

P. takes R., becomes a 

Queen (ch,), and 

wins. 


* If Black had taken the B. with K. B. P. at this point, the following 
moves show that he would have equally lost : — 

.11. P. takes B. 

32. Q. takes Kt. 32. P. takes P. (ch.) 

33. K. to R’s sq. 33. Q. takes Q. P. 

34. Q. to K. Kt.’8 3rd (cb.), and wins. 
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Chapter IV. 

GAME THE NINTH. 

The Gittoco Piano. 

An attentive examination of the eight separate methods of 
reply to your second move of K’s Kt. to B’s 3rd in the ante- 
cedent games, will have enabled you to understand that four 
at least of these defences, viz. : P. to K. B's 3rd, B. to Q’s 3rd, 
Q. to B's 3rd, and B. to Q. B's 4th, are untenable and inju- 
rious for the game of the second player, and that the remain- 
ing four, if not absolutely bad for him, arc unsatisfactory, 
because against the best attack, tl^'y leave the balance of 
advantage in favour of the party plaj iug first. 

It is now time to consider the consequences to both parties 
when Black, abandoning the objectionable or imeertain 
modes of play he has hitherto adopted, shall answer with the 
move which the best authorities at length concur in recom- 
mending QA the proper one, i. e„ 2. Q's Kt. to B's 3rd. Upon 
his playing thus, you have the choice of thrc'e good moves : in 
the first place, to ])lay 3. K’s B. to Q. B s 4th, as in the 
present game; secondly, 3. P. to Q's 4th; and thirdly, P. 
to Q. B's 3rd. The two latter of which will form the sub- 
jects of games hereafter, 

WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K's 4th. 

2. K's Kt. to B's 3rd. 2. Q’s Kt. to B's 3rd. 

3. K’s B. to Q. B's 4th. 3. K s B. to Q. B's 4th. 

It is generally admitted that Black's 3rd move is the best he 
can adopt; and the opening now formed is that which the 
Italians have entitled the ‘‘ Giuoco Piano;"* an opening, 
less attacking than many others, but one pcrtectly safe for 
both players, and therefore always in request, and 'which 
usually generates games of the most solid and instructive 
kind. 

* The leading works to be consulted on this important opening, arc 
Lolli, pp. 46, 162, 264; Ponziani, 1782, p. 53; Stamma, 1745, pp. 
7—19 ; Lewis (1st Ed.), pp. 94—125 ; (2nd Ed.), pp. 90—120, 152—170 ; 
also in his last Treatise, 1844, pp. 148—189; Mauvillon, 1829; Bilguer'f 
Handbuch, 1843 ; and the immense collection of games in the Chess* 
Player's Chronicle, vol, i. to vii. 
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Instead of this move, he may however play 3. K’s Kt. 
to B's 3r(l, or 4. P. to K. B’s 4th, both of which will be sub- 
sequently examined ; 4. Q’s P. one is obviously bad for him , 
by shutting in his K's B., and 4. Q. to K. B*s 3rd, a move too 
frequently adopted by young players, will be touched upon 
VQcidentally in the analysis of the former two. 

4. P. to Q. B's 3rd. 4. K’sKt. to B’s 3rd (best) 

Vour move of 4. P. to Q. B’s 3rd is the one most played at 
this point, because it makes an outlet for your Q. to her 
Tvt.’s 3rd, and enables you at the proper moment to advance 
the Q's P. to the 4th sq. ; but 4. Q's Kt. to B’s 3rd, or 
4. P. to Q’s 3rd (see Game 15th), though less immediately 
attacking, may also be made with advantage. You may like- 
wise castle at this moment (see Game 14th). Black’s answer 
of 4. K‘s Kt. to B's 3rd, is the oldest and best defence he 
can adopt. It is to be found as far back as the time of 
Damiano, 1512, and modern authorities agree in acknow- 
ledging it to be the most secure reply at Black’s command. 
Instead of this move, however, it has been shown in the 
“llandbuch” of Bilguer and II. der Laza, that he may, 
without any very marked disadvantage, play either 4. Q. to 
K's 2nd, or 4. K s B. to Q. Kt. s 3rd (see Game 13th), bo^ of 
which will be considei-ed presently, together with 4. P. to 
Q's 3rd (see Game 11th), the move commended by the great 
Italian players, Jind subsequently by Lewis, but which cer- 
tainly ap])ears less effective than bringing out the K’s Kt. 

5. P. to Q's 4th, 5. P. takes P. 

The question as to which is your best 5th move, has long 
occupied the attention of the leading writers. Mr. Lewis has 
a p’*efer^‘ncc for 5. P. to Q's 3rd; but he remarks, it is diffi- 
cidt to decide (see Game 10th); and Bilguer and II. der 
Laza recommend you to castle — ^the result of which shall 
be shown in V’^aiiation III. If instead of any one of these 
three ways, you play 5. Kt. to Kt.’s 5th, the following moves 
will show that your opponent gains the advantage of position : 

5. K’s Kt. to his 5th. 5. Castles, 

6. P. to K, B’s 4th. 6. P. to Q’s 4th (best) 

7. P. takes Q's P. (best) 7. Kt. takes P. 

8. B. takes Kt. 8. Q. takes B. 

9. Q. to K. B's 3rd. 9 . K’a R. to Q’s sq. (best) 
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If yon play 9. Q. to K. R's 5th, Black plays 9. Q’s B. to K. B’s 4th, 
tndthe second player should win. Black's 9th move, K’s R. to Q's sq., 
first occurs in a game between the writer and Mr. Horwitz, and it appear! 
to be a satisfactory reply to the attack. 

6. P. to K*s 5th. 6. P. to Q’s 4th (best) 

You mi^ht have played 6. P. takes P., a move the Genna]i 
masters recommend, and the consequences from which will 
be shown in Variation II. You may also play 6. P. to Q. 
Kt.’s 4th, and upon the Bishop retreating, take 7. P. with 
P. ; in that case, Black must not take the Kt.’s P. with Kt., on 
account of your playing P. to K's 5th, which would then give 
you a capitiil game. 

Black plays the best move he has. If instead, he move 
6. Q. *0 K's 2nd, you castle; if G. K’s Kt. to his 5th, you may 
take K. B's P. with B., checking, and when the K. takes B., 
play Kt. to his 5th (ch.), or better perhaps than taking the K. 
B’s P., take Q’s P. with P. But, as recommended by some 
au^iors, he may play 6. K’s Kt. to K’s 5th, which will form 
the subject of Vaiiation I. 

/ 7. K’s B. to Q. Kt.’s 5th. 7. K’s Kt. to K's 5th. 

Jif at move 7. you take the Kt. with K‘s P., he takes your B. 
y^ with P., and if then you play 8. P. takes K. Kt.'s P., he 
/ replies with 8. K’s R. to Kt.’s sq., and has the better game. 

8. B. takes Kt. (ch.) 8. P. takes B. 

9. P. takes P. 9. B. to Q. Kt.’s 3rd. 

Black may check with his B. here ; but that is hardly so good 
%s the move given, (c.y.) 

9. B. to Q. Kt.’s 5tli (ch.) 

10. B. to Q’s 2nd. 10. B. takes B. (ch.) 

11. Q’s Kt. takes B. 11. P. to K. B’s 4th. 

You may now play 12. Q’s R. to Q. B’s sq., having a slight advantage 
of position. 

10. Castles. 10. Q’s B. to K. Kt.’s 5th. 

1 1 . Q’s B. to K’s 3rd. 1 1 . Castles. 

The game is equal. 

Vakiation I., 

Beginning at Black’s 6^/t move. 

WHITE. BLACK. 

L. P. to K’s 4th. 1. P. to K’s 4th. 

*2. K’s Kt. to B’s 3rd. 2. Q’s Kt. to B’s 3rd. 
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8. K's B. to Q. B’s 4th. 3. K's B. to Q. B’s 4i,n. 

4 . P. to Q. B's 3rd. 4. K’s Kt. to B’s 3rd. 

5. P. to Q's 4th. 5. P. takes P. 

6. P. to K's 5th. 6. K's Kt. to K’s 5th. 

7 . K’s B. to Q's 5th. 7. Kt. takes K. B's P. 

If you play 7. Q. to K's 2nd, he moves 7. P. to Q's 4th, an^ 
on your playing 8. P. takes P. in passing, he moves 8. Q’s B. 
to K. B's 4th, with a better position; and if you move 
7 . P. takes P., he then chocks with his B., and the game 
is equal. ^ 

8. K. takes Kt. 8. P. takes P. (dis. ch.) 

9. K. to Kt.’s 3rd. 9. P. bikes Q. Kt.’s P. 

The King, at your 9th move, has three squares to move to, 
each of which has its advocates; the Ibilian authors recom- 
mend K. to his ouTi sq. ; Jaenisch, Ghulam Kassim, and 
Mendlieim prefer the move in the text; and PetrolF ad\dse8 
K. to B's sq. It may be well to examine the first and last 
before proceeding with the other. 

In the fii'st place then suppose, — 

9. K. to his sq. 9. P. takes Q. Kt.'s P. 

10. Q’s B. takes P. 10. Q's Kt. to K’s 2nd. 

11. K. B. to K’s 4th. 11. P. to Q’s 4th. 

12. P. takes P. in passing. 12. Q. takes P. 

13. Q. takes Q, 13. P. takes Q. 

14. Q’s Kt. to B’s 3rd. 14. Q’s B. to K. B’s 4th. 

15. K. to his 2nd. 

White appears to me to have the advantage. 

In the second place suppose you play, — 

9. K. to B’s sq. 9. P. takes P. 

10. Q’s B. takes P. 10. Castles. 

11. Q’s Kt, to Q’s 2nd. 11. P, to Q's 3rd. 

12. Q’s Kt. to K’s 4th. 12. Q's Kt. to K’s 2nd. 

13. Q's Kt. takes B. 13. P. takes Kt. 

14. B. to K’s 4th.* 14. Q’s B. to K. B’s 4th. 

15. Q. to her B’s 2nd. 15. B. takes B. 

16. Q. takes B. 16. Q. to her 4th. 

17. Kt. to K. Kt.’8 5th. 

H!* best move apparently is to take your Q., and you have then I think 
the better game. 

* Not B. takes K. B’s P (ch.), because he would of course take v^dth 
HUK. 
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10. Q’s B. takes P, 10. Q’s Kt. to K’s 2ii(L 

11. Q. to her B’s 2nd. 11. P. to Q’s 3rd: 

Ghulam Kassim, in his copious analysis of this position, 

recommends you to play 11 . P. to K. R’s 3rd, or 11. K’s B. 
to K’s 4th, and in both cases his variations end in giving the 
advantage to White. Jaenisch prefers, but I think without 
suflScient reason, 11. K’s R. to K's sq. ; the move in the text 
of 11. Q. to her B’s 2nd, strikes me as at least equ il to any 
of the others. 

12. B. to K’s 4th. 12. Kt. to K. Kt.’s 3rd. 

13. Q’s Kt. to Q's 2nd. 13. P. to Q. B's 3rd. 

14. Q's R. to Q's sq. 

And the game appears to me in your favour. 

Remember that at your move 14, you must not, instead of 
playing Q’s R. to Q's sq., take the Kt. with your B., and 
afterwards play 15. Q’s Kt. to K's 4th, because after taking 
your B. with K. R's P., he might move Q's B. to K. B’s 4th, 
and thus prevent you moving your Kt. advantageously. 


Variation IL, 


Beginning at White s Qth move. 


WTIIIK. 

1. P. to K’s 4th. 

2. K’s Kt. to B's 3rd, 

3. K's B. to Q, B's 4th. 

4. P. to Q. B's 3rd, 

5. P. to Q’s 4th. 

6. P. takes P. 


BLACK. 

1. P. to K's 4th. 

2. Q's Kt. to B's 3rd. 

3. K's B. to Q. B's 4th. 

4. K's Kt. to B's 3rd. 

5. P. ttikes P. 

6. B. to Q. Kt.’s 5th (ch.) 


In the former example, you advanced the K’s P. on the Kt., 
but the present move is advocated among the German players^ 
and may be played without danger. Black's best reply is to 
check with his B. 


7. B. to Q's 2nd. 7. B. takes B. (ch.) 

If you interpose Q’s Kt. at B’s 3rd, the following -lovojs will 
occur : — 

7. Q’s Kt. to B’s 3rd. 7. Kt. takes K’s P 

8. Castles, 8. B. takes Kt. 

9. P. takes B. 9. P. to Q’s 4th. 

And he has an equal position and a P. more. 
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8. Q,’s Kt. takes B. 

9. P. takes P. 

10. Q. to her Ki ’s 3rd* 


8. P. to Q’s 4th, 

9. Kt. takes P. 

10. Q’s Kt. to K’s 2ii(l. 


The game is even. 


Vabiatioh III*, 


Beginning ai Whitens bth movem 


WHITE. 

1. P. to K's 4th. 

2. K‘s Kt. to 3r(l. 

3. K’s B. to Q. B's 4th 

4. P. to Q. B*s 3rd. 

5. Castle.s. 


BLACK. 

1. P. t ) K s 4th. 

2. Q's Kt. to B‘s 3rd. 

3. K’s B. to Q. B’s 4th. 

4. K’s Kt. to B’s 3rd. 

5. Kt. takes K’s P. 


Castling at this crisis is unanimously condemned by the 
Italian triumvinito, Lolli, Ponziani (second edition), and the 
anonymous Modenese;^' but as the ])rcsent variation shows, 
it may be adojited with ])erfoct safety. 

Upon Black’s 5th move the authorities of Italy and of Ger- 
many are at issue, the Italians, with one accord, denouncing 
the move 5. Kt. takes P., on account of White jihiying C. Q. to 
K’s 2nd, and recommending instead that Black sliould castle 
also; whilst Messrs. Bilguer and II. der Laza, on the con- 
trary. pronounce 5. Kt. takes K’s P. to be the best move of all 
for the second player. The result of the other mode of play 
may be seen in the fjllowing variation : — 


* We must be rareful of attaebinj^ too much im})ortance to the opinions 
of the earlier authorities and the distinguished writers of the Italian 
School — their theory of openings being founded upon principles of play so 
different to ours, as to render it frequently a useless and sometimes a very 
treacherous guide. In the time of Damiano and Lopes, Castling appears 
to have been unknown, at h-ast in Spain and a great part of Europe, and 
the method of fierforming this operation in Italy, where it is supposed to 
have originated, has been subjected to so many variable restrictions, and 
has been, and is, so dissimilar to the uniform and regular mode proposed 
by Greco, and now adopted throughout England, Germany, and France 
that any system of openings dependent on the one, must be in some degree 
inapplicable to the other. Another peculiarity in the game of the Italian 
School, which must also tend to qualify the value of their theorir* to us, 
it that the Pawn in making two steps at his first move, can never be 
taken by a hostile Pawn in passing, but is privileged paster hatiagliaC^ 
to past the enemy untouched. 
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6. P. to Q’s 4th. 

7. P. takes P. 

8. P. to Q. Kt/s 4th. 

9. P. to Q. R’s 4th. 

10. B. to 5th. 

11. Q*8 R. to his 2nd. 


5. Castles. 

6. B. to Q. Kt.’s 3rd foesl) 

7. K*s Kt. takes K’s P. 

8. K. to R's sq. (best) 

9. P. to Q. R’s 3rd. 

10. P. to K. B’s 4th. 


And you have the better game. 


6. Q. to K’s 2nd, 


6. P. to Q's 4th. 


You may also play 6. B. to Q’s 5th, and make an even ganre , 
for instance, — 

6. B. to Q’s 5th. 6. K. Kt. to B's 3rd. 

7. B. takes Q. Kt. 7. Q. Kt. P. takes B. 

8. Kt. takes K. P. 


Your game is at least as good as Black’s. 


7. B. to Q. Kt.’s 5th. 

8. B. takes Q. Kt. 

9. Kt. takes K. P. 

10. P. to Q’s 4th. 


7. Castles. 

8. P. takes B. 

9. Q. B. to Kt.’s 2ad. 

10. K. B. to Q. Kt.’s 3 kL 


There is no advantage on either side. 

At your 6th move in this game it is not good, I think, in- 
stead of Q. to K‘s 2nd, or B. to Q’s 5th, to play P. to Q’s 4th, 
as the following moves seem to give youi- opponent the better 
game : — 


6. P. to Q’s 4th. 

6. 

P. takes P. 

7. R. to K’s sq. 

7. 

P. to Q’s 4th. 

8. P. takes P. 

8. 

B. to Q. Kt.’s 5th. 

9. B. to Q’s 2nd. 

9. 

Castles. 

10. B. takes B. 

10. 

Kt. takes B. 

11. Q. to her Kt.’s 3rd. 

11. 

P. takes B. 

12. Q. takes Kt. 

12. 

Kt. to Q’s 3rd. 


Black can sustain his Pawn. 


GAME THE TENTH. 


WHITE. 

1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rd. 

8. K’s B. to Q. B’s 4th. 

4. P. to Q, B’s 3rd. 

5. P. to Q’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. Q’s Kt. to B’s 3rd. 

3. K’s B. to Q. B's 4th. 

4. K’s Kt. to B’s 3rd. 

5. P. to Q’s 3rd. 


Your 5th move is preferred to P, to Q’s 4th by some pluyerA 
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as safer, though less attacking. (For the result of 5. K. Kt. to 
Kt.’s 5th, see Game VI., between Messrs. Horwitz and Staunton, 
at the end of the Chapter.) If Black reply with 5. K’s Kt. 
to his 5th, you can take the K. B’s P., checking, and if the K. 
take the B., you check with the K’s Kt., and take his Kt. 
with your Q. ; if he rehisc to take your B. with his K., you 
play Q’s B. to K. Kt.’s 5th, having the better game. In 
reply to your 5th move, he may also play 5. P to Q’s 4th, 
when the following moves are likely to ensue : — 


6. P. takes Q’s P. 

7. Q. to her Kt.’s 3rd. 

8. Q. takes Q. Kt.’s P. 

9. B. takes B. 


5. P. to Q's 4th. 

6. K's Kt. takes P. 

7. Q’s B. to K’s 3rd. 

8. K’s Kt. to K’s 2nd. 

9. P. takes B. 


Your game is better than Black’s. 


B. P. to Q's 4th. 

7 . P. takes P. 

8. Q’s Kt. to B's 3rd. 

9. P. to Q's 5th. 


6. P. takes P. 

7. B. to Q. Kt.’s 3rd- 

8. Q’s B. to K. Kt.’s 5th. 

9. Q's Kt. to K's 4th. 


The game is equal. 


GAME THE ELEVENTH. 


WHITE. 

1 . P. to K's 4th. 

2. K's Kt. to B's 3rd. 

3. K’s B. to Q. B’s 4th. 

4. P. to Q. B’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. Q’s Kt. to B's 3rd. 

3. K’s B. to Q. B’s 4th. 

4. P. to Q’s 3rd. 


Black’s move of 4. P. to Q's 3rd is sanctioned b} cne approval 
of Mr. Lewis, who appears to prefer it to the more generally 
adopted one of K’s Kt. to B’s 3rd. It may be made, I think, 
without any positive disadvantage, but I agree with the Ger- 
man writers in believing the latter more advisable. 

5. P. to Q’s 4th. 5. P. takes P. 

6. P. takes P. 6. B. to Q. Kt.’s 5th (ch.) 

He may also play 6. B. to Q. Kt.’s 3rd, without danger, ^e, g.] 

6. B. to Q. Kt.’s 3rd. 

7. P. to K, R’s 3rd. 7. K’s Kt. to B’s 3rd 

8. Q’s B. to K. Kt.’8 5tli. 8. P. to K. R’s 3id. 
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9. B. takes Kt * 

10. B. to Q. Kt.’s 5th. 

11. B. takes Kt. 

12. Castles. 

13. P. to K»s 5th. 


9. Q. takes B. 

10. Castles. 

11. P. takes B. 

12. P. to Q. B’s 4th. 

13. Q. to K. Kt.’s 3rd. 


And Black's game is fully equal to yours. 

At your 6th move, instead of immediately tcaking tlie Pawn, 
you may play 6. P. to Q. Kt.’s 4th, and when the Bishop 
retii'cs, take the P. with Q. B’s P., and in that case Black 
must not take the Kt.’s P. with Kt., or he will lose a Piece. 


7. B. to Q’s 2nd. 7. B. hikes B. (ch.) 

An interesting variation arises ncrc from your moving the K. 
to B's sq., instead of interposing the Bishop. (See Var. T.> 


8. Q’s Kt. takes B. 

9. Q. to her Kt.’s 3rd. 

10. Castles. 

11. Q. to her B's 2nd. 

12. Q. hikes Kt. 

13. Kt. hikes Kt. 

14. Q. to K’s 2nd. 

15. Q. takes P. 


8. K’s Kt. to B's 3rd. 

9. Castles. 

10. Q’s Kt. to R's 4th. 

11. Kt. hikes B. 

1 2. Kt. takes K’s P. 

13. P. to Q’s 4th. 

14. P. takes Kt. 


There is little difference in the positions, hut your men arc 
better disposed for immediate action, and you have the advan- 
tage of a Knight against a Bishop. 


Variation I., 


Beginning at White s 7th move. 


WHITE. 

1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rd. 

3. K’s B. to Q. B's 4th. 

4. P. to Q. B’s 3rd- 


BLACK. 

1. P. to K's 4th. 

2. Q's Kt. to B's 3rd. 

3. K’s B. to Q. B's 4th. 

4. P. to Q's 3rd. 

5. P. takes P. 

6. B. to Q. Kt.'s 5th (ch.) 

7. Q's B. to K. Kt.'s 5tli. 


5. P to Q’s 4tli. 

6. P takes P. 

7. K. to his B’s sq. 

The ingenious move of K. to his B’s sq. at this moment, 


* It would be imprudent to move 9. B. to R's 4th, and when the Kt.'s 
P. was pushed to Kt.'s 4th, to give up the B. for the two Fawns, because 
Blark would play R. to K. B's sq., with a safe game. 
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instead of interposing either the Kt. or B., was first introduced 
by Mr. Lewis, and although great pains have been taken by 
the latest writers to prove it unsound, I believe it may be 
made, not only with s^ety, but with advantage to youi- game 

8. Q. to her R‘s 4th. 8. B. takes Kt. 

In place of 8. Q. to her It’s 4th, you might first play P. to 
Q’s 5th, and proceed as follows : — 

8. P. to Q’s 5th. 8. B. taites Kt. 

9. Q. to R’s 4th. 9. B. takes K’s P. 

10. P. takes Kt. 10. P. to Q. Kt.’s 4th. 

11. B. takes Q. Kt.’s P. 11. B. takes Q’s Kt. 

12. Q. takes K»s B. 12. B. to K. B’s 4th. 

The game is even. 

Instead of either 8. P. to Q’s 5th, or 8. Q. to her R’s 4th, you may gel 
an excellent game by playing 8. Q. to K. Kt.’s 3rd. 

9 P. takes B. 9. Q. to her 2nd. 

10. K’s B. to Q. Kt 's 51h. 10. Tastles. 

If you play 10. P. to Q's 5th, he moves the Kt. to K’s 4th 
and when you have taken his B. with Q., he checks at K. R’i 
6th, and afterwards takes the doubled P. with his Queen. 

11. K. to Kt.’s 2nd. 

And it appears to me that White has an unquestionable 
advantage. Instead of this move, the best authorities, even 
including Mr. Lewis, make you take the Kt. with B. Black 
retakes with his Q., and, as in doing so, he attacks your Q’s 
B., an exchange of Queens takes place, and the game is 
equal; but by first mo^dug the K. to Kt.’s 2nd, you avoid the 
necessity of this exchange, and, I believe, must win a Piece by 
force. When, however, you play 7. K. to B's sq., Black 
is not compelled to reply with 7. Q’s B. to K. Kt.’s 5th, 
although it is apparently his best move ; he may play 7. Q. to 
her 2nd, or 7. K’s B. to Q. R’s 4th, as in the following 
examples. In the first instance : — 

7. Q. to her 2nd. 

6. Q. to her R’s 4th. 8. B. to Q. R’s 4th. 

9. Q’s Kt. to Q. R’s 3rd. 9. K’s B. to Q. Kt.’8 .3rd. 

(Vou would play badly to move 9. P. to Q’s 5th, as he would aiuwei 
with 9. Q’s Kt. to K’s 4th.) 

10. K’s B. to Q. Kt.’s 5th. 10. P. to Q. R’s 3rd. 

11. P. to Q’s 5th. 11. P. takes B. 

12. Q. takes R. 12. Kt. to Q. R’s 4th. 

13. P. to Q. Kt.’B 4th. 

Yoa have the better game. 
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If at his last move he play 12. Q. Kt. to K^s 2nd, yon answer with 
Q»8 B. to K’s 3rd. 

In the second instance : — 

7. K's B. to Q. R^s 4th. 

S. Q. to her R’s 4th. 8. Q's B. to Q’s 2nd. 

9. P. to Q's 5th. 9. Q's Kt. to Q's 5tb. 

If he play 9. Kt. to K's 4th, you speedily ensure an advantage, (e. g.) 

9. Q's Kt. to K's 4th. 

10. Q. takes K's B. 10. Kt. takes B. 

11. Q. to her B’s 3rd. 11. B. to Q. Kt.'s 4th. 

12. Q. takes K. Kt.'s P. 

With a superior game. 

10. Q. takes K's B 10. Kt. to Q. B's ?th. 

11. Q. to her B's 3rd. 11. Kt. takes Q's R. 

12. P. to Q. Kt 's .3i(l. 12. Q. to K. B's 3rd. 

13. B. to Q. Kt.’s 2nd, 

or P. to K’s 5th. 

And you have the better game. 

At the 8th move of this last variation, Black would do better perhap** 
to play 8. P. to Q. R's 3rd, instead of Q's B. to Q's 2nd ; for example, — 

8. P. to Q. R's 3rd. 

9. P. to Q's 5th. 9. P. to Q. Kt.'s 4th, 

10. Q. to her R’s 3rd. 10. P. takes B. 

11. P. takes Kt. 11. B. to Q. Kt.'s 3rd, 

12. Q. to her B’s 3rd. 

You have a slight advantage. 


GAME THE TWET.FTH. 


WHITE. 

1. P. to K's 4th. 

2. K. Kt. to B‘s 3rd. 

3. K. B. to a. B's 4th. 

4. P. to Q. B’s 3rd. 


BLACK. 

I P, to K’s 4th. 

2. Q. Kt. to B's 3rd. 

3. K. B. to Q. B's 1th. 

4. P. to K. B's 4th. 


Black’s 4th move in this game is extremely hazardous, and il 
properly answered, must always sei-ve to assist the fi]>t 
player's attack 

5. P. to Q’s 4th. 5. K. B. P. takes K. P. 


He may likew.se play 5. P. takes Q. P., but the advantage 
will be equally on your side. (e. g.) 

5. P. lakes Q. P. 

6. P. to Q’s 4tb. 


6. K. Kt. to his 5th. 
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f» B. takes Q. P. 7. P. takes K. P. 

8. B. takes K. Kt. 8. R. takes B. 

9. Q. to K. R’s 5th (ch.) 9. P. to K. Kt/s 3rd. 

10. Q. cakes K. R. P. 10. Q. to her 4th. 

11. P. to Q. B’s 4th. 11. Q. takes P. 


(If he check with the B. first, you play 12. B. to Q’s 2Dd.) 

12. Q. Kt. to Q»s 2nd. 12. B. to Q. Kt.’s 5th. 

13. K. Kt. takes K. P. 


And you have an excellent game. 


B. K. Kt. takes K. P. 

7. Q. to K. R’s 5th (ch.) 

S. B. to K. B’s 7th (ch.) 

9. (i. B. to K. R’s 6th (ch.) 

10. <i. takes Kt. (ch.) 

11. B. takes Kt.’s P. 

12. Q. to K. Kt.’s 5th (ch.) 


6. B. to Q. Kt.’s 3rd. 

7. P. to K. Kt.’s 3rd. 

8. K. to B’s sq. 

9. Kt. takes B. 

1 0. K. to his 2nd 

11. Kt. takes Kt. 


And you must win. 


GAME THE THIRTEENTH. 


As was remarked at the opening; of the Chapter, Black foi 
his 4th move, instead of K’s Kt. to B’s 3rd, may play without 
much danger either 4. Q. to K's 2nd, or 4. B. to Q. Kt.’s 3rd. 
In the first place, suppose, — 


WHITE. 

1. P. to K's 4th. 

2. K’s Kt. to B’s 3rd. 

3. K’s B. to Q. B’s 4th. 

4. P. to Q. B's 3rd. 

5. P. to Q’s 4th. 


BLACK. 

1. P. to K's 4th. 

2. Q’s Kt. to B’s 3rd. 

3. K’s B. to Q. B’s 4th 

4. Q. to K’s 2nd. 

5. B. to Q. Kt.’s 3rd. 


If for his 5th move he takes P. with P., you castle, and have 
an undoubted superiority of position ; for example — 


6. Castles. 

7. Kt. takes Kt. 

8. P. to K. B^a 4th. 

9. K. to R’s sq. 

10. P. takes Q. 

11. Q. to her 5th. 

And Tou oueht 


5. P. takes P. 

6. Kt. to K’s 4th. 

7. Q. takes Kt. 

8. P. takes Q. B’s P. ('lis. ch.) 

9. P. takes Q. KU’s P. 

10. P. takes Q’s R. (becoming a 
Queen.) 
to win easilr. 
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6. r. takes K’s P. 

7. Kt. takes Kt. 

8. Castle?. 

9. K. to R’s sq. 


6. Kt. takes P. 

7 . Q. takes Kt. 

8. P. to Q’s 3rd. 

9. Q’s B. to K’s 3id. 


lu the German “ ILindbuch,” the game is here dismissed as 
equal. I cannot help thinking it a little in your favour. 

In the second place, — 

4. K. B. to Q. Kt.'s 3rd. 

5. P. to Q’s 4th. 5. P. to Q’s 3rd. 

If he play 5. Q. to K’s 2nd, the position is the same as in the 
variation first given. 

6. P. takes P. 6. P. takes P. 

7. Q. takes ti. (ch.) 7. K. takes Q. 

8. B. takes K. B's P., 

and you have the better game. 

This phase of the Giuoco Piano Game, where the second 
player moves his Q,. to K’s 2nd on his 4th move, has been 
very fully analysed in the little work before mentioned, by 
Ghulam Kassim, and will be further illustrated by the games 
appended to this Chapter. 


GAME THE FOURTEENTH. 


WHITE. 

1. P. to K's 4th. 

2. K’s Kt. to B’s 3rd. 

3. K’s B. to Q. B's 4th. 

4. Castles. 


BLACK. 

1. P. to K’s 4th. 

2. Q’s Kt. to B’s 3rd. 

3. K’s B. to Q. B’s 4th 

4. P. to Q’s 3rd. 


Castling at your 4th move appears to me at least as good 
a move as playing P. to Q. B's 3rd. Black’s response is 
recommended by Ponziani and most leading writers since, 
as the best he can make. If, instead, he play 4. K’s Kt. to 
B’s 3rd, the following moves are likely to occur : — 

4. K’s Kt. to B’s 3rd. 

5. Castles. 

6. K's R. to K's sq.* 


5. K’s R. to K’s sq. 

6. P. to Q. B’s 3rd. 
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t. P. to Q's 4th. 7. B. to Q. Kt.’s 3rd.* 

8. Kt. to Kt.*s 5th. 8. R. to K’s 2nd. 

I prefer your game. 

5. P. to Q. B’s 3rd. 5. Q’sB.toK.Kt.’s 5th 

(?. Q. to her Kt.’s 3rd. 6. Ci’s B. takes Kt. 


If, m place of taking the Knight, he play 6. Q. to her 2iid, 
you must not take K. B’s P. with vour B., but Q. Kt.'s P. 


with your Q., as follows: — 


7. Q. takes Q. Kt.'s P. 

8. Q. to R’s 6th. 

9. P. takes B. 

10. Q. to Q. R’s 4th. 

11. B. to K’s 2nd (best) 


0. Q. to her 2nd. ^ 

7. Q’s R. to Kt.'s sq. 

8. B. takes K’s Kt. 

9. R. to <a. Kt.’s 3rd. 

10. Q. to K. R’s 6th. 


And you have a P. more and a good position. 


7 . B. takes K. B*s P. (eh.) 

8 . K. Kt.’s P. takes Q s B. 

9 . K's B. to K. Il’s 5th. 

10. K’s B. to Kt.'s 4th. 

11. Q. to her sq. 


7. K. to K. B's sq. 

8. Q. to K. B's 3rd. 

9. P. to K. Kt.'s 3rd. 
10. B. to (i. Kt.’s 3rd, 


You have the better game. 


If, instead of retreating the Bishop at his 10th move, he 
play 10, P. to K. R’s 4th, you play 11. B. to K. R’s 3rd, and 
should he take the doubled Pawn, you then move B. to 
K. Kt.’s 2nd, and subsequently w’^in a Piece by taking the 
Q. Kt.’s P. with your Queen. 


GAME THE FIFTEENTH. 


WHITE. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B's 4th. 

4. P. to Q’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th, 

4. P. to Q’s 3rd. 


Your present 4th move may be played at least as advantage- 
ously, I think, as P. to Q. B’s 3rd, but you must not follow it 


* He would play ill to take the Pawn. 
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6. K. Kt. to his 5th. You may also move 4. Q. Kt. to 
the 8rd, or 4. P. to Q's 4th, but the latter is not good ; and 
yon can now, by playing 4. P. to Q. Kt.’s 4th, form the cele- 
brated Evans’ Gambit, for which see the next Chapter. 

5. P. to Q. B’s 3rd. 5. Q. to K. B's 3rd. 


Black may here move 5. K. Kt. to B‘s 3rd, or 5. K. B. to 
Q. Kt.’s 3rd, without any disadvantage; but if he play 5. Q. B. 
to K. Kt.’s 5th, vou answer with 6. Q. to her Kt.’s 3rd, and 


have a better position. 

6. Q. B. to K. Kt.’s 5th. 

7. Castles. 

8. Q,. Kt. to Q’s 2nd. 

9. P. to Q. Kt.’a 4th. 

10. P. to Q. B's 4th. 

11. P. to Q. Kt’s5th. 


6. Q. to K. Kt.’s 3pd. 

7. Q. B. to K. Kt.’s 5tli. 

8. K. Kt. to K. B’s 3rd. 

9. K. B. to Q. Kt.’s 3r(l. 

10. P. to Q. B's 4th (best ) 

11. Kt. to Q's sq. 


If he play Kt. to K’s 2nd, you take him with the Bishop, and 
Ktill coiiiiiic his game by mo\ing B. to Q’s 5th. 

12. K. B. to Q's 5th. 


The game is in your favour. 


GAMES 


ILLUSTRATIVE OF THE «« GIUOCO PIANO.'' 
(From the Chess-Player^ 8 Cfironicle.) 

Game I. — Between Mr. Horwitz and Mr. Stauntoii. 


WHITE. (Mr. H.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. P. to Q. B’s 3rd. 

C. P. to Q’s 4th. 

6. P. to K’s 5th. 

7. K. B. to Q. Kt's 5th 

8. P. takes P. 

9. Castles. 

10. P. to K. R’s 3rd. 

11. Q. Kt. to B's 3rd. 

1 B takes Kt. 


BLACK. (Mr. S.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. K. Kt. to B’s 3rd. 

5. P. takes P. 

6. P. to Q’s 4th. 

7. K. Kt. to K’s 5tlu 

8. B. to Q. Kt.'s 3rd. 

9. Castles, 

10. P. to K. B’s 3rd. 

11. P. takes K. P. 

12. P. takes B. 
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13. K. Kt. takes P. 

J4. Q. Kt. to K'a 2nd.* 
15. B. to K’s 3rd. 


13. Q. B. to Q. R*s 3nL 

14. P. to Q. B^s 4th.t 

15. P. takes P. 


* We should ha?e taken off the Knight in preference. Black tnen, as 
lus best move, would probably have taken the Knight (for taking the 
Rook would be dangerous, on account of ** Q. Kt. to K. Kt.’s 5th”), and 
then the game might have proceeded thus : — 


WHITE. 

14. Q. Kt. takes Kt. 

15. Q. to her Kt.’s 3rd (ch.) 

16. Q. takes Q. 

17. K. R. to Q’s square. 


BLACK. 

14. Q. P. takes Kt. > 

15. Q. to her 4th. 

16. P. takes Q. 

&c. &c. 


I'he position, however, would even then have been much in favour of the 
second player, from the commanding situation of his two Bishops. 

t This is stronger play, we believe, than taking the Q. Kt. After 
advancing the doubled Pawn, Black remarked that, had his position been 
less favourable, and the advantages springing from this move less ob> 
viouhly certain, he should have much preferred the more enterprising play 
of taking the K. B. P. with his Kt., — a sacrifice, as he demonstrated in 
an after game, whicn leads to many strikingly beautiful situations —for 
example > 

WHITE. BLACK. 

15. Kt. takes K. B. P. 

16. R, takes Kt. 16. R. takes R. 

17. K. tak»«s R. 17. Q. to K. R's 5th (ch.) 


^Jn the first back game. White now (Whereupon Black mated him 
played) prettily enough, as follows)— 


18. K. to his B’s square. 

19. K. Kt. to B’s 3rd. 

20. Q. to K’s square. 

(White’s only move, unless 

21. P. takes R. 


18. R. to K. B’s square (ch.) 

19. B. takes Q. P. 

20. R. takes Kt. (ch.) 
he give up the Q. for Bishop.) 

21. Q. takes K. R. P. Mate. 


In a second back game, instead of ** K. to B’s square,” White played— 


TirxiT'Tir. 

18. P. to K. Kt.’’s 3rd. 

19. K. Kt. to B’s 3rd, or (A.) 

20. Q. Kt. to K. B’s 4th. 


BLACK. 

18. Q. takes K. R. P. 

19. R. to K. B’s square. 

20. B. takes Q. P. (ch.) 

21. Q. to K. B’s 8th. 

22. R. to K’s square (ch.) 


21. Q. takes B. (ch.) 

22. K. to his 3rd. 

(If Kt. to K’s 5th; White loses his Q., therefore) 


25. K. to Q’s 2nd. 23. Black may now take the K.t. 

or play R. to K’s 5th, in 
either case having a winning 
game. 
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16. B. takes P.» 

17. Q. takes B. 

18. Kt. to Q. B»s 6th. 

19. Kt. takes B. 

20. Q. R. to Q’s square. 

21. Q. R. to Q. B’s square. 

22. P. to Q. Kt.’s 3rd. 

23. Q. to her 3rd. 


16. B. take& Kt. 

17. B. takes B. 

18. Q. to K. b’s 3rd.t 

19. Q. takes Kt. 

20. Q. to her B’s 4th. 

21. Q. to her Kt.'s 3rd. 

22. Kt. to K. Kt.’s 6th. 

23. Kt. takes K. R. 
White surrendered. 


And after a few more moves. 


Game II. — Between Mr. Ilorwitz and Mr. Staunton. 


WHITE. (Mr. S.) 

BLACK. (Mr. H.) 

1. P. to K’s 4th. 

1 . P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

3. K. B. to Q. B’s 4th. 

4. P. to Q. B’s 3rd. 

4. P. to Q’s 3rd. 

5. P. to Q’s 4th. 

5. P. takes P. 

6. P. takes P. 

6. B. to Q. Kt.’s 3rd. 

7. Q. Kt. to B’s 3rd. 

7. Q. B. to K. Kt.’s 5th. 

8. Q. B. to K’s 3rd. 

8. K. Kt. to B’s 3rd. 

9. P. to Q. R’s 3rd. 

9. Castles. 

10. K. B. to K’s 2nd. 

10. K. R. to K’s sq. 

11. Q. Kt. to K’s 4th. 

11. P. to Q’s 5th. 

12. Kt. takes Kt. 

12. Q. B. takes K. B. 

13. Q. takes B. 

13. R. takes Kt. 

14. B. takes K. B. 

14. Q. R. P. takes B. 

i5. Castles on K’s side. 

15. Kt. takes K. P. 

19. Q. Kt. to K. B’s 4th. 

(A.) 

19. B. takes Q. P. (ch.) 


(If White take the B. he loses his Q. in three moves, therefore) 

20. K. to B’s 3rd.* 20. R, to K. B's square. 

21. Q. takes B. (ch.) 21. Q. to K. R’s 8th (ch.) 

(If now the K. be played to B’s 2n4» or K’s 3rd, Black wins the Q., 
therefore) 

22. K. to Kt.’s 4th. 22. B. to his square (ch.) 

And Black t/ins. 

(There are many other variations, but these will suffice to show the 
resources of the attack.) 

* This move loses a clear Piece. Play as he could, however, the game 
was irredeemable. 

t A move White overlooked, unfortunately, when he took the P. with 
Bishop. 


* He may also play B. to K’s 3rd, upon which Black can check with 
his Q., and afterwards take Kt. with B., having the better game. 
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16. 

Kt. takes Kt. 

16. 

P. 

to K. B’s 4th, 

17. 

P. 

to K. B’s 3rd. 

17. 

P. 

takes Kt. 

18. 

P. 

takes P. 

18. 

Q. 

to K’s 2nd. 

19. 

Q. 

R. to K’s sq. 

19. 

Q. 

R. to K’s sq. 

20. 

K. 

R. to K. B’s 4th. 

20. 

P 

to K. R’s 3ra.* 

21. 

Q. 

to K. B’s 3rJ.t 

21. 

R 

takes Q. P. 

22. 

Q. 

R. to K. B’s sq. X 

22. 

R. 

to K’s 4th, 

2d. 

K. 

R. to K. B’s 7th. 

23. 

Q. 

to K’s 3rd.§ 

21. 

K. 

R. takes Q. B. P. 

24. 

R. 

takes K. P. 

25. 

R. 

takes Q. Kt. P. 

25. 

P. 

to Q’s 4th. 

26. 

P. 

to K. R's 3rd. II 

26. 

R. 

to K’s 8th. 

27. 

R. 

takes R. 

27. 

Q. 

takes R. (ch.) 

23. 

Q. 

to K. B’s sq.^ 

28. 

Q. 

to K’s Gth (ch.) 

29. 

Q. 

to K. B’s 2Dd. 

29. 

Q. 

to her B’s 8th (oil.; 

SO. 

K. 

to R’s 2nd. 

30. 

R. 

to K. B’s sq. 

31. 

Q. 

to her 4 th. 

31. 

R. 

to K. B’s 3rd.** 

32. 

Q. 

takes P. (ch.) 

32. 

K. 

to R’s 2nd. 

33. 

Q. 

to K’s 5th. 

33. 

R. 

to K. Kt.’8 3rd.tt 

34. 

R. 

to K’s 7th. 

34. 

Q. 

to her 7th. 


^ Black would have gained no advantage by taking the Q. P. at this 
}unoture, or by advancing his P. to K. Kt.’s 4th, to attack the Rook. The 
move in the text was not made without due deliberation, and we believe 
it the best on the board. 

t White designedly gives up the Queen’s Pawn, to get a counter attat'k 
with his combined forces. 

X Queen to her Knight’s .3rd would have been worse than useless. 

§ Had he gone to Queen’s square, to protect his threatened Pawn^ 
White would have won the King’s Knight’s Pawn. (e. y.) 


WHITE. 

24. R. takes K. Kt. P. (eh.) 

25. Q. to K. B’s 7th (ch.) 

26. K- R. to K. B’s Gth. 

27. Q. takes K. R. 

28. Q. takes R. (ch.), &c. 


BLACK. 

2.3. Q. to Q's sq. 

24. K. takes R. 

25. K. to R’s sq. 

26. R. to K. R’s 4th.» 

27. Q. takes R. 


II A most important move. Black dare not now advance his Q. P. on 
account of Q. to B’s 7th (ch.), which would enable White to double 
bis Rooks on the adversary’s K. Kt. P., and thus win easily. 

f K. to R’s 2nd would have been very bad play, because Black would 
have checked with his Q. at K’s 4th ; and if then the Queen were inter- 
posed, he would have taken the Q. and played R. to K’s 6th Teh.), and 
afterwards R. to Q. Kt.’s Gth. 

♦* He could not save all the Pawns attacked. 

ft Threatening to take the K. Kt. P. with his Rook, and then chock 
with the Queen at her Bishop’s 3rd. 


’ If R to K’s 3rd, White takes R. with R., See. 
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X5. Q to K’s 4th. 

S6. R. to K's 5th. 

37. Q. to her 5th (ch.) 

38. R. takes Q. 

39. R. to a Kt.’8 5th. 

40. P. to K. Kt.'s 4th. 

41. K. to Kt.’8 3rd. 

42. R. to K's 5th. 

43. R. to K's 3rd. 

44. P. to K. R’s 4th. 

45. K. to B^s 4th. 

46. R. to K’s 4th (rh.) 

17. R. to K’s 8th. 

48. K. to his 3rd. 

49. R. to K's 4th (ch.' 

60. R. to K. B’s 4th. 

51. R. to Q. Kt.'s 4th. 

52. K. to Q’s 3rd. 

53. R. to Q- Kt.’s 5th (ch.)"*- 
S'4. R. to K’s 5th. 

55. R. to Q. Kt.’s 5th. 

56. R. to Q. Kt.’s 4th. 

57. K. to his 2i)d. 

58. R. to K. B’s 4th. 

59. R. to B’s 6tli (ch.) 

60. R. takes K. Kt. P. 

61. K. to B’s 3rd. 

62. R. takes K. R. P 

63. K. to B’s 4th. 

64. P. to Kt.’s 5th. 

65. R. to K. R’s 4th. 

66. P. to Kt.’s 6th. 

67. K. to his B’s 5th. 

68. R. to K. Kt.’s 4th. 

69. P. to Kt.’s 7th. 

70. R. takes R. 

71. K. to his 4th. 

72. K. to Q’s 3rd. 


35. Q. to her 3rd (ch.) 

36. K. to Kt’s sq. 

37. Q. takes Q. 

38. K. to B’s 2nd. 

39. K. to his 2nd. 

40. K. to Q’s 2nd. 

41. K. to Q. B’s 3rd. 

42. R. to Q’s 3rd. 

43. K. to Q. B’s 4th. 

44. P. to K. Kt.’8 3rd. 

45. K. to Q’s 5th. 

46. K. to Q’s 4th. 

47. R. to K. B’s 3rd (ch.) 

48. K. to Q. B’s 5th. 

49. K. to Q’s 4th. 

50. R. to Q. B’s 3rd. 

51. R. to K’s 3rd (ch.) 

52. R. to K. B’s 3rd. 

53. K. to Q. B’s 3rd. 

54. K. to Q’s 3rd. 

55. K. to Q. B’s 3rd. 

56. R. to B’s 6th (ch.' 

57. R. to K. R’s 6th. 

58. R. takes K. R. P. 

59. K. to Kt.'s 4th. 

60. R. to R’s 7th (ch.) 

61. R. takes Q. Kt. P. 

62. R. to Q. Kt.’s 6th (ch.) 

63. R. takes Q. R. P. 

64. R. to Q. R’s 8th. 

65. K. to Q. B's 4th. 

(>6. R. to Q. R’s 2nd. 

67. P. to Kt.’s 4th. 

68. P. to Kt.’s 5th.f 

69. R. takes P. 

70. P. to Kt.’s 6th. 

71. K. to Kt.'s 5th. 


And Black surrenders. 


K to his 3rd would have been better, 
t This was ill-judged. He should have played R. to K. Kt.*8 2nd, or 
Q. R’s square. 
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Game 111. — Between Mr. Horwitz and Mr. StauutoiL 


WHITE, (Mr. H.) 

1. P. to K's 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. P. to Q. B’s 3rd. 

5. P. to Q.’s 3rd. 

6. K. Kt. to his 5th. 

7. P. to K. B’b 4th. 

8. P. takes Q. P. 

9. B. takes Kt. 

10. Q. to K. B’s 3rd.^ 

11. Q. takes Q. 

12. K. to his 2nd.:}: 

13. K. Kt. to B’s 3rd. 

14. P. to Q’s 4th. § 

15. P. to Q. B’s 4th. 

16. K. to B’s 2nd. II 

17. Q. Kt. to Q’s 2nd. 

18. K. to his Kt.’s 3rd. 

19. Kt. takes B. 

20. B. to Q’s 2nd. 

21. Q. R. to Q’s sq. 

22. K. toR’s3rd.1[ 

23. Kt. to K. R’s 4th. 

24. P. to K. Kt-'s 3rd. 


BLACK. (Mr. S.) 

1. P. to K s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. K. Kt. to B’s 3rd. 

5. P. to Q’s 3rd. 

6. Castles. 

7. P. to Q’s 4th. 

8. K. Kt. takes P. 

9. Q. takes B. 

10. K. R. to Q’b sq.f 

11. R. takes Q. 

12. Q. B. to K. Kt.’8 5th (eh.) 

13. Q. R. to Q’s sq. 

14. P. takes Q. P. 

15. Q. R. to K’s sq. (ch.) 

K). K. R. to Q’s 2nd. 

1 7. P. tr Q’s 6th (dis. ch.) 

18. Q. B. takes Kt. 

19. Q. R. to K’s 7th. 

20. K. R. to Q’s 3rd. 

21. K. 11. to K. Kt.’s 3rd (ch.) 

22. K.'R. to his 3rd (ch.) 

23. B. to K’s 2nd. 

24. Kt. to Q’s 5th. 


♦ This variation of the “ Giuoco Piano” is little known. It is briefly 
touched on in M. Ileydebrant’s “ Handbuch des Schachspiels,” but the 
first player there moves his Q. to K. R's 5th, whereupon Black replies 
with Q. B. to K. B’s 4th, and the dibut is dismissed as favourable for the 
defence. On the first occasion when Mr. Horwitz played this opening, 
we were of opinion that his move of Q. to K. B’s 3rd was decidedly 
preferable to Q. to K. R’s 5th ; but the counter move hit upon by his 
antagonist in the present game shows clearly, we think, that the opening 
in any case is disadvantageous to the first player. 

f From this point we look upon the game as virtually lost for White. 

J Probably his best move. Had he played P. to Q. Kt.’s 4th, Black 
might have taken it with his Kt., and upon the B. P. retaking, have moved 
K. B. to Q’s 5th, winning the exchange. 

§ As good a move, perhaps, as he had on the board. By playing K. R. 
to Q’s sq., he would evidently have lost a Piece. 

II Well conceived. Tempting Black to open the discovered check, 
which would cost him ** the exchange.” 

f Interposing the Kt. and then pushing the K. B. P. on the Rook 
afterwards, would have been unwise on account of B. to Q’s 3rd (ch.)r 
Skc. 
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|!5, B. to Q. B»8 3rd. 

26. K. to his Kt.’s 4th. 

27. P. takes B. 

28. K. R. to K. B’s sq. 

29. K. to B's 5th. 

30. P. to K. R’s 5th. 

31. P. to K. R'8 4th. 

32. K. R. to k’s sq.t 

And then Black 


25. Kt. to K's 3rd.* 

26. B. takes Kt. 

27. Q. R. to K^s 5th. 

28. K. R. to Kt.’s 3rd (ch.) 

29. Q. R. to K's 6th. 

30. K. R. to Kt.»8 7th. 

31. Kt. to Q. B'9 4th.t 

32. P. to K. Kt.^8 3rd (ch.) 
mates in two moves* * § 


Game IV. — ^Between M. St. Amant and Mr. Staunton. 


1. 

WHITE. (Mr. S.) 

P. to K’s 4th. 

BLACK. (M. St. A.) 

1. P. to K's 4th, 

2. 

K. B. to Q. B’s 4th. 

2. 

K. B. to Q. B’i 4th. 

3. 

K. Kt. to B’s 3rd. 

3. 

Q. Kt. to B’s 3rd. 

4. 

P. to Q. B’s 3rd. 

4. 

Q. to K’s 2nd. 

5. 

P. to Q’s 4th. 

5. 

P. takes P.§ 

Q. Kt. to K’s 4th. 

6. 

Castles. 

6. 

7. 

Kt. takes Kt. 

7. 

Q. takes Kt. 

8. 

P. to K. B’s 4th. 

8. 

P. takes Q. B. P. (dis. ch, 

9. 

K, to R’s sq. 

9. 

Q. to her 5th. {| 

10. Q. to her Kt.’s 3rd. 

10. 

Kt. to K. R’s 3rd. 

11. 

Q. Kt. takes P. 

11. 

Castles. 

12. 

P. to K. R’s 3rd.^ 

12. 

P. to Q. B’s 3rd. 

^3. 

P. to K. B’s 5th. 

13 

Q. to K. B’s 3rd. 

«4. 

P. to K’s 5th.** 

14. 

Q. to K. R's 5th. 

15. 

Q. B. takes Kt. 

15. 

Q. takes Q. B. 

16. 

Kt. to K’s 4th. 

16. 

B. to Q's 5th. 

17. 

Kt. to Q’s 6th. 

17. 

Q. to K. R’s 4th. 

18. 

B. takes K. B. P. (ch.) 

18. 

R. takes B. 

19. 

P. to K. Kt.’8 4th. 

19. 

B. takes K. P.ft 


* Threatening, if White took the Q. P., to win a Piece, 

t He might also have played K. Kt. P. one (ch.), and after the ex- 
change of Pawns when the K. was driven to his B’s 6th, have taken 
K. B. P. with the Kt. The move in the text, however, appears as effectual 
as any. 

X If B. to K’s 5th, Black rejoined with Kt. to Q’s 2nd, &c. 

§ The proper move is B. to Q. Kt.’8 3rd. Taking the Pawn gives an 
immediate advantage to White. 

II The ill consequences attendant on taking the Q. Kt. P. with P. 
have been shown in the preceding analysis. 

f If WTiite play P. to K. B’s 5th at this point, his opponent may movt* 
Kt. to K. Kt.’8 5th, threatening to play afterwards Q. to K. Kt.’» 8tli 
ch.), and then mate vdth his Kt. at B’s 7th. 

** From this move the attack is very lively and interesting, 
ff There appears to be nothing better, bad as this is. 




124 


chlss-playee's handbook. 


20. 

Q. 

R. to K’s sq. 

20. 

Q. takes K. R. P. (o60 

21. 

Q. 

takes Q. 

21. 

B. takes Kt. 

22. 

R. 

to K’s 8th (ch.) 

22. 

B. to his sq. 

23. 

K. 

R. to K’s sq. 

23. 

P. to Q’s 4th. 

24. 

a 

R. to Q’s 8th. 

24. 

R. to Q’s 2nd. 

25. 

K. 

R. to K’s 8th. 

25. 

R. takes Q. R. 

26. 

R. 

takes R. 

26. 

P. to Q. Kt.’s 3rd. 

27. 

Q. 

to K’s 3rd. 

27. 

Q. B. to Kt.’s 2nd. 

28. 

R. 

takes R. 

28. 

B. takes R. 

29. 

Q. 

to K’s f)th (ch.) 

29. 

K. to R’s sq. 

30. 

Q. 

to K. B's 7th. 



Black resigns. 


Game V. — In the match by correspondence between 
Mr, Mendheim and the Amateurs of Breslau. 

WHITK. (Berlin.) black. (Breslau.) 


1. 

P. to K’s 4th. 

1. 

P. 

to K’s 4th. 

2. 

K. Kt. to B’s 3rd. 

2. 

Q. 

Kt. to B’s 3rd. 

3. 

K. B. to Q. B’s 4th. 

3. 

K. 

B. to Q. B’s 4tiLi. 

4. 

P. to Q. B’s 3rd. 

4. 

K. 

Kt. to B’s 3rd. 

5. 

P. to Q’s 4th. 

5. 

P. 

takes P. 

6. 

P. to K’s 5th. 

6. 

K. 

Kt. to K’s 5th. 


K. B. to Q’s 5th. 

7. 

Kt 

. takes K. B. P, 

k* 

K. takes Kt. 

8. 

P. 

takes P. (dis ch.) 

9. 

K. to his sq. 

9. 

P. 

takes Q. Kt. P. 

10. 

Q. B. takes P. 

10. 

Q. 

to K’s 2nd, 

n. 

B. takes Q. Kt. 

11. 

Q. 

P, takes B. 

12. 

Q, to her B’s 2nd, 

12. 

Q. 

B. to K’s 3rd. 

13. 

Q. Kt. to Q’s 2nd. 

13. 

Castles on Q’s side. 

14. 

K. to K’s 2nd. 

14. 

P. 

to K. Kt.’8 3rd. 

15. 

Q. Kt. to K’s 4th. 

15. 

K. 

B. to Q. Kt.’s 3rd. 

16. 

Q. to her R’s 4th. 

16. 

Q. 

B. to Q’s 4th. 

17. 

K. R. to Q. B’s sq. 

17. 

P. 

to K. B’s 4th. 

18. 

Q. Kt. to Q’s 2nd. 

18. 

Q. 

B. takes K. Kt. (ch.) 

19. 

Kt. takes Q. B. 

19. 

P. 

to K. Kt.’s 4th. 

20. 

K. R. to K. B’s sq. 

20. 

Q. 

, R. to Q’s 4th. 

21. 

Q. R. to Q’s-sq. 

21. 

P. 

to K. Kt.’s 5th. 

22. 

Kt. to Q’s 2nd. 

22. 

Q. 

, to K’s 3rd. 


At this point the Breslau party, by taking K. P. with Rook (ch ii roust 
have won without difficulty, but the game was prolonged to the SQu/^ove, 
and won by Mr. Mendheim. For the remaining moves see Bil^er’a 
“ Handbuch/' p. 128. 

Game VT, — Between Mr. Popert and another fine player of 
London. 

WHITE. (Mr, P.) BLACK, (Mr, — ) 

1. P. to K^s 4th. 1. P. to K’s 4th. 

2. K. Kt. to 3rd. 2. Q. Kt. to B^s 3rd 
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Z, K. B. to Q. B’s 4th. 

4. P. to Q. B’s 3rd. 

5. Castles.* * * § 

6. P. to Q’s 4th, 

7. K. B. to Q. Kt.’s 5th. 

8. P. takes P. 

9. K. Kt. to K’s 5th 

10. P, takes B. 

11. P. to K. B’s 4th. 

12. Q. Kt. to B’s 3rd. 

13. Q. B. to K’s 3rd. 

14. B. takes Kt. 

15. Q. R. to Q. B's sq.t 

16. Q. to her B’s 2nd.J 

17. Kt. takes Kt. 

18. Q. takes Q. B. P. 

19. Q. takes Q. 

20. P. to K. B’s 5th. § 

21. Q. R. takes P. 

22. B. to Q’s 4th. 

23. B. to Q. B’s 3rd. 

24. P. to K. B’s 6th. 

25. P. takes P. 

26. R. to K. Kt,’8 7th (ch.) 

27. B. to K’s 5th. 

28. R. to K’s 7th. 


3. K. B. to Q. B’s 4th. 

4. K. Kt. to B’s 3rd. 

5. K. Kt. takes P. 

6. P. to Q’s 4th. 

7. P. takes Q. P. 

8. K. B. to Q’s 3rd. 

9. B. takes Kt. 

10. Castles. 

11. P. to K. B’s 4th. 

12. Q. B. to K’s 3rd. 

13. P. to Q. R’s 3rd. 

14. P. takes B. 

15. Q. to K’s sq. 

16. Q. R. to Kt.’s sq. 

17. K. B. P. takes Kt. 

18. Q. R. takes Q. Kt. P 

19. R. takes Q. 

20. B. to his sq. 

21. Q. R. to K’s 7th. 

22. Q. R. to Q’s 7tli. 

23. R. to Q’s 6th. 

24. P. takes P. 

25. Q. B. to K's 3rd 

26. K. to R’s sq. 


27. B. to K. Kt.’s sq. 

28. B. to K. B’s 2nd. 
White now checkmates in two more moves. 


. — Between Mr. Buckle and Mr. Ilan'witz. 


Game VII 

WHITE. (Mr. B.) 

1. P. to K's 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. Castles. 

5. Q. Kt. to B’s 3rd. 
j. P, to K. R’s 3rd. 

7. P. to Q’s 3rd. 

8. K. B. to Kt.’s 3rd. 

9. Q. Kt. to K’s 2nd. 


BLACK. (Mr. H.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. £. to Q. B’s 4th. 

4. K. Kt. to B’s 3rd. 

5. P. to Q’s 3rd. 

6. Castles. 

7. Q. B. to K’s 3rd. 

8. Q. Kt. to K’s 2nd. 

9. Q. Kt. to K. Kt.’s 3rd, 


* Castling before moving the Q. B. P., and before the adverse K. Kt. 
is in the held, appears safer play. 

t Threatening to exchange the Kt., and then take Q. B. P. with the 
RjuK. 

% Intending again to take the Kt., and thus win a Pawn. 

§ Well played, the advance of this Pawn secures to him an irresistible 
attack. 
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10. Q. Kt. to K. Kt. 8 3rd. 

11. P. to Q. B’s 3rd. 

12. P. to Q’s 4th. 

13. Q. P. takes B. 

II. Q. takes P. 

15. P. takes B. 

1 6. Kt. to K. B's 5th.* 

17. P. takes Kt. P. 

18. P. to Q. B's 4th. 

19. B. .akes K. Kt. 

20. K. R. to Q’s sq.f 

21. Q. :akes Q. B. P. 

22. Q. takes Q. 

23. Kt. to Q’s 6th. 

24. K. to B's sq. 

25. P. to Q. Kt.'s 4th. 

26. P. io Q. B’s 5th. 

27. Q. R. to R's 4 th. 

28. K. R. to Q. R's sq. 

29. R. takes P. 

30. R. takes R. 

31. R. to Q. Kt.’8 7th.t 

32. Kt. takes R. 

33. K. to K’s 2nd. 

34. K. to Q's 2iid. 

35. Kt. to R’s 5th. 

36. Kt. to Q. Kt.’s 3rd. 

37. K. to Q. B’s 3rd. 

38. Kt. takes Kt. 

39. P. to K. R’s 4th. 

40. P. to K. B’s 3rd. 

41 P. to K. R’s 5th. 

42. P. takes P. 

43 P. to K. Kt.'s 4th. 

44. P. to Q. Kt.’s 4th, 

45. P. to Q. Kt.’s 5th. 

46. P. to Q. Kt.’s 6th. 

47. P. to Q. Kt.’s 7th. 


10. P. to Q. B’s 3nL 

11. P. to Q’s 4th. 

12. Q. P. takes K. P. 

13. P. takes Kt. 

14. Q. B. takes K. B. 

15. K. Kt. to Q’s 4th. 

16. P. to Q. Kt.’s 3rd. 

17. Q. takes P. 

18. K. Kt. to K. B’s 5t^ 

19. Q. Kt. takes B. 

20. Q. to Q. B’s 2nd. 

21. K. R. to Q. B’s sq. 

22. R. takes Q. 

23. Kt. to K’s 7th (ch.) 

24. Kt. to Q’s 5th. 

25. P. to K. B’s 4th. 

26. Q. R. to Q. Kt.’s sq. 

27. P. to K. Kt.’s 3pd. 

28. Kt. to Q. B’s 7th. 

29. R. takes R. 

30. Kt. takes Q. Kt. P. 

31. R. takes R. 

32. K. to B’s 2nd. 

33. K. to K’s 2nd. 

34. K. to Q’s 2nd. 

35. Kt. to R’s 3rd. 

36. K. to Q. B’s 3rd. 

37. Kt. takes P. 

38. K. takes Kt. 

39. P. to K. R’s 3rd. 

40. P. to K. Kt.’s 4th, 

41. P. to K’s 5lh. 

42. K. B. P. takes P. 

43. K. to Q’s 4th. 

44. K. to K’s 4th. 

45. K. to K. B’s 5lh. 

46. P. to K’s 6th. 

47. K. to B’s 6th. 


48. P. becomes a Queen. 

And wins. § 


* lliis is a very attacking position for the Kt., and generally oecaebru 
great embarrassment to an adversary. 

t Prudently taking possession of an “ open file.” 

X White plays with remarkable care and judgment here. 

( The termination of this game is an improving lesson in Pawn play. 
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CHA.PTEK V. 

GAME THE FIRST. 

(Captain Evans’ Gambit.) 

This ingenious and interesting variation of the Giuoco Piano 
/jpening, was invented some years ago by Captain Evars, 
and has deservedly attained a high d(‘gi*ee of favom* among 
players of ail classes from the period of its introduction. Its 
deviation from the generic opening, with which it accords for 
the fr'st tlu*ec moves on each side, consists in the sacrifice of 
the K. Kt. P. at the 4th move, whereby the first player is 
enabled not only to establish his Pawns in the centre of the 
board, but promptly bring both Queen and (Queen's Bishop to 
the attack of the adverse King. 

The leading works to be consulted u])on the Evans’ Gam- 
bit, are Lewis, 1834, pp. 133-150; 1844, pp. 216-229; 
Walker, 1841, pp. 66-80; 1846, pp. 88-102. The games 
between La Bom’doniiais and McDonnell, Cochrane and 
Staunton, and others, in the “ Chess-Player’s Chronicle.’’ 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to Iv 8 4th. 

2. K. Kt. to B’s 3rd. 2. Q. Kt. to B's 3rd. 

3. K. B. to Q. B’s 4th. 3. K. B. to Q. B’s 4th. 

4. P. to Q. Kt.’s 4th. 4. B. takes Q.Kt. 1\ (best) 

On the advance of the Pawn, Black is obliged to take it with 
Bishop or Knight, or otherwise retreat his Bishop. The con- 
sequences of taking with the Kt. will be shown in Varia- 
tion L If he decline to Like, and retire his B. to Q. Kt.’s 
3rd, your best play is not to push the Pawn on the Kt. and 
afterwards take the K’s P., because he would first play the Kt. 
to Q. K’s 4th, and when you took tlie Pavm, move Q. to K. 
B’s 3rd sq., attacking your Kt. and threatening checkmate 
Your safest play, therefore, instead of P. to Q. Kl’s 5th would 
be P. to Q. R’s 4th, or to castle. 

5. P. to Q. B’s 3rd. 5. B. to Q. K’s 4th. 

Instead of so playing, he may retire his B. to K’s 2nd, or Q’s 
3rd, or Q. B's 4th ; and it may be well to show you here the 
best modes of play in each of the foiincr cases, rcser\’ing the 
lost for a variation presently. In the first place, suppose — 



128 


CHESS-PLAYEJl S HANDBOOK. 


5. B. to K’s 2nd. 

6. Q. to her Kt.’s 3rd. 6. K. Kt. to R's 3rd 

7. P. to Q’s 4th. 7. Q. Kt. to Q. R’s 4th. 

(If he castle at his 7th move, or take Q. P., you tain his K. Kt. wit') 
your Q. B.) 

Q. to R’s 4th. 8. Kt. takes B. 

9. Q. takes Kt. 9. K. Kt. to his 5th. 

10. P. to K. R’s 3rd. 10. K. Kt. to B’s 3rd. 

11. P. takes K. P. 

If he move the Kt. to K. R’s 4th, you play P. to K. Kt.’s 4tli, v/inuiiig 
it, and if he return it home, you have clearly the better game. 

In the second place, suppose — 

5. B. to Q’s 3rd. 

6. Castles. 6. K. Kt. to B’s 3rd. 

7. P. to Q’s 4th. 7. Kt. takes K. P. 

8. P. takes P. 8. B. takes P. 

(If he take with the Kt., you play 9. R. to K’s sq.) 

9. Kt. takes B. 9. Kt. takes Kt. 

10. Q. to her 6th. 

And you must win a Piece. 

As an additional exemplification of the error of retreating 
the B. to Q\s 3rd, see the game at the end of this Chapter 
between Horwitz and Kieseritzky. 

In the third place, he may retreat his 5. B. to K. B’s 4th, 
as in Variation II. 

6. Castles. 6. P. to Q's 3rd (best) 

[le may also play 6. K. Kt. to B's 3rd, but as that defence 
involves many series of moves, it wiU form the subject of a 
distinct game. (See Game the 2nd.) 

7. P. to Q’s 4th. 7. P. takes P. 

He might instead play 7. B. to Q. Kt.’s 3rd, and you would 
then take P. with P., exchange Queens, and gain a Pawn; 
he might for his 7th move play — 

7. K. Kt. to B’s 3rd. 

8. Q. to Q. R’s 4th. 8. P. takes Q. P. (best) 

9. P. to K’s 5th. 9. K. Kt. to his 5th. 

10. Q. B. P. takes P. 10. Q. B. to Q’s 2nd. 

(If he castles, you win a Piece by P. to K. R’s 3rd, and afterwards P. to 
Q’s 5th.) 

11. Q. to her R’s Srd. 11. K. B. to Q. Kt.’s 3rd. 

12. Q. B. to K. Kt.’s 5tb 12. P. to K. B’s 3rd. 
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IS. P. takes Q. P. 13. P. takes P. 

14. R. to K'9 sq. ^ch.) 14. Q. Kt. to K’s 2nd. 

15. Q. B. to K. B’s 4th. 15. K. B. to Q. B’s 2nd. 

16. Q. Kt. to B’s 3rd. 

And you must win. 

8 . P. takes P. 8. B. to Q. Kt.’s 3rd. 

You may take P. ^vith Kt., instead of with P., and Black’s 
best reply is then, perhaps, K. Kt. to K’s 2nd. If for his 8th 
move he play Kt. to K. B's 3rd, you answer with 9. P. to 
K’s 5th. 


9. B. to Q. Kt.’s 2nd. 


9. K. Kt. to B’s 3rd. 


In practice I have found the best move at this point to keep 
up the attack was 9. U. B. to It’s 3rd ; P. to K. It’s 3rd, as 
practised formerly, appears to lose time, and give an advantage 
to Black. If, instead of 9. K. Kt. to B’s 3rd, he play 9. Q,. B. 
to K. Kt.’s 5th, the game may probably go on as follows : — 


10. K. B. to Q. Kt.’s 5th. 

11. K. B. to Q. R’s 4th. 

12. P. takes P. 

13. Q. Kt. to B’s 3rd. 

14. Kt. takes Q. 

15. Kt. takes K. B. 

10. Q. R. takes B. 


9. Q. B. to K. Kt.’s 5th. 

10. P. to Q. R’s 3rd. 

11. P. to Q’s 4th. 

12. Q. takes P. 

13. B. takes K. Kt. 

14. B. takes Q. 

15. P. takes Kt. 


And play as he can. you have a winning advantage. 


10. P. to Q's 5th. 


10. Q. Kt. to K's 2nd. 


If you play instead, 10. P. to K’s 5th, betakes P. with P., and 
on your moving B. to Q. li’s 3rd, he answers with Q. B. to 
K’s 3rd, and your attack is gone. Ilis movf' 10. Q. Kt. to 
K’s 2nd, is far better than 10. Kt. to his sq., or 10. Kt. to 
Q. 11’ s 4th. 


11. B. takes K. Kt. 11. P. takes B. 

It is not safe, in this position, for you to play 11. P. to K’p 
5th, in lieu of taking the Kt., although it looks a tempting 
move. 

12. K. Kt. to Q's 4th. 12. B. takes Kt. 

He may also play 1 2. Kt. to K. Kt.’s 3rd, or castle ; but, in 
any case, the greater freedom of your men appears to me to 
fully counterl^anco the doubtful advantage of his doubled 
Pawn. 
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Vakiation I., 


Beginning at Black's Ath move. 


WHITE. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B's 4th. 

4. P. to Q. Kt.’s 4th. 

5. P. to Q. B’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. Q. Kt. to B's 3rd. 

8. K. B. to Q. B’s 4tL. 

4. Q. Kt. takes Kt. P. 

5. Kt. to Q. B's 8rd. 


It is not advisable for you to take the K. P. instead of 
dislodging the Kt., because he would at once play 5. Q. to 
K. B’s 3rd, and if you then, to protect the Kt and avert the 
threatened mate, played 6. P. to Q’s 4th, he could take the 
Q. P. with his B., and you could not take the B. without 
losing your Queen. By playing 5. P. to B’s 3rd, you obtain 
equally the same position as if he had taken the Gambit 
Pawn with the Bishop, and afterwards retired him to Q. B’e 
4 th, as in the next variation. 


Vakiation II., 


Beginning at Black's 5th move. 

BLACK. 



WHITE. 


5. B. to Q. B’s 4t3i. 

You observe, upon Black’s retreating his B. thus, the situa- 
tiou is precisely that at the end of the variation just given. 

In the German “ Handbuch” it is remarked, that Black’s 
intention is to retire his B. finally to Q. Kt.’s 3rd, it is 
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iudifferent whether at his 6th move he play him to Q. R’s 4th, 
or to Q. B’s 4th, but if he purpose to adopt the defence of 
K. Kt. to B’s 3rd, at his 6tli move, (as in the next game,) 
then the moving him to Q. B's 4th is objectionable. Majoi 
Jaenisch opposes it, however, because he thinks it admits of 
the immediate and effectual advance of White’s P. to U’s 4th. 
My opinion is, that B. to Q. B’s 4th is the better move for 
Black, unless, as before observed, he intend to adopt the 
defence in the next game, for the Pawn can be as safely 
played to Q’s 4th on the following move by you, when tne 
Bishop stands at Q. ll’s 4th, as when he is at B’s 4th, and 
indeed in play I have found it better so to play the Pawn at 
once, instead of castling ; besides, when his Bishop stands at 
R's 4th, you can more advantageously play your Queen to 
her Kt.’s 3rd, without the fear of her being dislodged by the 
adverse Kt. going to Q. R’s 4th sq. 

6. P. to Q’s 4th. 6. P. takes P. 

Instead of playing 6. P. to Q’s 4th, the customary move 
has been castlmg. (See Variation III.) 

7. P. takes P. 7. B. to Q. Kt.’s 3rd. 

Instead of taking 7. P. with P., you may castle now, and 
if he take your Q, B. P., you will obtain a still more 
powerful attack by playing 8. P. to K’s 5th. If Black at his 
7th move, instead of retiring the Bishop, gives check at 
Q. Kt.’s 5th, your best move is 8. K. to B’s sq., and if then 
he play 8. Q. to K’s 2nd, you can move 9. P. to Q. R’s 3rd, 
and afterwaids play 10. Q. R. to his 2nd. 

8. Castles. S. P. to Q’s 3rd. 

9. P. to Q’s 5th. 9. Q. Kt. to K’s 2nd. 

This is his best square for the Kt. ; if he play him to K’s 
4th, you take him with your Kt., and can presently move 
Q. B. to Q. R’s 3rd, and embarrass the adverse game con- 
siderably ; and if he move him to Q. R's 4th, you play first 
Q. B. to Q. Kt.’s 2nd, and then K. B. to Q’s 3rd. 

10. Q. B. to Q. Kt.’s 2nd. 10. K. Kt. to B’s 3rd. 

And the position is the same as in the former variation, where 
he played 5. B. to Q. R's 4th. At your 10th move you may 
play Q. B. to R’s 3rd with at least as much advantage as to 
Kt.’s 2ud. 
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Variation III., 

Beginning at Whites 6th move. 

WHITE. BLACKv 


L 

P. to K’s 4th. 

1. 

P. to K’s 4th. 

2. 

K. Kt. to B’s 3rd. 

2. 

Q. Kt. to B’s 3rd. 

3 

K. B. to Q. B’s 4th. 

8 . 

K. B. to Q. B’s 4th, 

4 . 

P. to Q. Kt.’8 4th. 

4. 

B. takes Kt. P. 

5. 

P. to Q. B’s 3rd. 

5. 

B. to Q. B's 4th. 

6. 

Castles. 

6. 

P. to 0, 8 3rd. 


K, at th‘8 stage, instead of 6. P. to Q's 3rd, lie play 
6 . K. Kt, to B’s 3rd, you ensure a fine attacking game, as 
follows 

6. K. Kt. to B's 3rd. 

7. P. to Q*8 4th. 7. P. takes P. 

8. P. takes P. 8. B. to Q. Kt.'8 3rd, or (A.) 

9. P. to K’s 5th. 9. K. Kt. to his sq. 

(He appears to have no better defence ; for if he play 9. P. to Q’s 4th, you 
take his Kt. and then check with your Rook; if he play 9. Kt. to Kt.'s 
5tb, you can take 10. K. B’sP. (ch.); if to K’s 5th, you move K. R, 
to K*s sq. ; and, finally, if to K. R's 4th, you may play K. Kt. to his 
5th.) 

10. P. to Q^s 5th. 10. Q. Kt. to R^s 4th. 

(If he play the Kt. to K^s 2nd, you may move P. to Q's 6th.) 

11. Q. B. to K. Kt.^s 5th. 11, P. to K. B’s 3rd. 

(Should he, instead, play 11. K. Kt. to K’s 2nd, you advance 12. P. tc 
Q’s 6th.) 

12. P. takes P. 12. K. Kt. takes P. 

(If he play 12. P. takes P., you move Kt. to K’s 5th, and win.) 

13. P. to Q’s 6th. 13. Kt. takes K. B. (beet) 

14. Q. to K’s 2nd (ch.) 14. K. to B’s sq. 

You have a far better game. 


9. P. to K’s 5th. 

10. Q to K’s 2nd. 

11. Kt. takes Kt. 

12. Kt. to Kt.’s 5th. 


(A.) 

8. B. to Q. Kt.’s 5tli. 


9. Kt. to K’s 5th. 

10. Kt. to Q. B’s 6th. 

11. B. takes Kt. 

12. B. takes R. 


(If he move 10. Castles, you may play 11. Q. to K. R’s 5tli, or Q. Co 
her 3rd, with a winning game.) 


12. B. takes K. B. P. (ch.) 12. K. to B’s sq. 

13. Q. B. checks. 13. P. to Q’s 3rd. 


(U he interpose the Kt., you move Q. to K. B'e Srd.> 



king’s knight’s opening. 


133 


14 . P. takes V. 14. P. takes P. 

15. B. takes P. (eh.) 15. Kt. to K’s 2iiJ. 

16. Q. B. to Q. R’s 3rd. 16. K. B. to Q. B's Gth. 

17. Q. to K. B’s 3rd. 

Winning easily. 

Tlierc arc other variations; but these will suffice to show 
that K. Kt. to B’s 3rd, at the Gth move, when his B. is at 
tt. B's 4th, is a bad move for Black. 

Let us now resume the original game. 

7. P. to Q's 4th. 7. P. takes P. 

8. P. takes P. 8. B. to Q. Kt.’s 3rd. 

9. Q. B. to Q. R's 3rd. 9. K. Kt. to B’s 3rd. 

If you play 9. Q. B. to Q. Kt.’s 2nd, or 9. P. to Q’s 5th, the 

position will in a move or two become the same as in a previous 
example. Should he reply at his 9th move, Q. B. to K. Kt.’s 
6th, you play 10. Q. to her Kt.‘s 3rd, with a good game. 

10. P. to K’s 5th. 10. P. takes P. 

11. Q. to her Kt.’s 3rd. 

And your game is preferable to Black’s. 


GAME THE SECOND. 


WHITE. 

1. P. to K’s 4th. 

2. K. Kt. to B s 3rd. 

3. K. B. to Q. B’s 4th, 

4. P. to Q. Kt.’s 4th. 

5. P. to Q. B’s 3rd. 

6. Castles. 


BLACK. 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. B. takes Kt. P. 

5. B. to Q. B,’s 4th. 

6. K. Kt. to B’s 3rd. 


His move of 6. Kt. to B’s 3rd, may bo adopted more safely 
when his B. is at Q. B’s 4th, than at the B’s 4th, 

7. K. Kt. to his 5th. 7. Castles. 


You might also play 7. P. to Q's 4th, as in Variation I. 

8. P. to K. B's 4th. 8. P. to Q’s 4th. 

Black has several other ways of playing. If he move 8. P. to 
K. B’s 3rd, you take 9. K. B. P. wdth Kt., and on his taking 
Kt. with B., you take B. wdth B. (ch.), you then take K. P. 
with P., he retakes with Q. Kt., and by checking with youi 
Q. at K. B’s 5th, you win one of the Knights, and have a 
conquering game. 
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If he play 8. K. P. takes B. P., you advance 9. P. to Q’s 
4th, and if then he attack your Kt. with K. R, P., you leave 
the Kt. to be taken, and capture P. with Q. B, If he move 
8. K. Kt. takes K. P., you take 9. K. B. P. with Kt., then 

10. R. with B. (ch.), and afterwards play 11. Q. to K. B’s 
8rd, and have the better game. He may however, at his 8th 
move, play P. to Q’s 3rd, as in the following : — 

8. P. to Q^s 3rd. 

9. P. to Q’s 3rd, 9. P. to K. R’s 3rd. 

10. P. to K. B’s 5th. 10. P. takes Kt. 

11. Q. B. takes P. 11. B. to Q. Kt.’B 3rd (ch.) 

12. K. to R’s sq. 12. Q. Kt. to R’s 4th. 

13. Q. to K’s sq. 1 1. Kt. takes K. B. 

14. P. takes Q. Kt. 14. R. to K’s sq. 

15. Q. to K. R’s 4th. 15. K. B. to K's 6th (best) 

16. B. takes B. 16. Kt. to K. R’s 2nd. 

17. Q. to K. Kt.’s .3rd. 

You have a fine situation. 

9. P. takes Q. P. 9. K. Kt. takes P. 

‘0. P. to Q’s 4th. 10. P. to K. R’s 3rd. 

You may also play 10. Q. B. to Q. R's 3rd, but Black will 
be the better game. (e. y.) 

10. Q. B. to R’s :ird. 10. Kt. takes K. B. P. 

11. R. takes Kt. 11. Q. takes Kt. 

12. R. to K, B’s sq. 12. B. to Kt.’s 3rd (ch.) 

13. P. to Q’s 4th. 13. Kt. to Q. R’s 4th. 

(It is of little importance whether you play 13. K. to R’s sq., or as in the 

text.) 

14. Q. B. takes R. 14. Kt. takes K. B. 

15. B. to Q. B’s 5th. 15. B. takes B. 

16. P. takes B. 16. Q. B. to K’s 3r(L 

The game is in Black’s favour. 

11. a to her Kt.’s 3rd. 11. V. takes Kt 

12. B. takes Kt. 12. K. P. takes B. P. 

18 . P. to K Kt-’s 3id. 13. Kt. to K's 2iid. 

Black has the advantage. 
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Vaeiation I., 
Beginning at While s 1th move. 



In this situation, instead of playing 7. Kt. to Kt.’s 6tli, you 
can move as follows: — 


WHITE 

7. P. to Q's 4th. 


BLACK. 

7 P. takes P. 


In place of taking the P., Black may castle, and apparently 
preserve his advantage. (See Game the Third.) If he take 
K. P. with Kt , you get the better game; for example, — 

7. Kt. takes K. P. 

8. R. to K's sq. 8. P. to Q’s 4th, or (A.) 

^If, ac your 8th move, you take P. ^Rith Pawn, he may castle safely.) 


9. R. takes Kt. 

10. K. Kt. to his 5th. 

11. Q. to K. R's 5th. 

12. Kt. takes K. B. P. 

13. B. takes R. (eh.) 

14. B. to Q. R’s 3rd (ch.) 


9. P. takes R. 

10. Castles. 

11. P. toK. R*p3rd, 

12. R. takes Kt. 

13. K. to B’s sq. 


And you must win. 


(A.) 

8. Kt. takes Q. B. P. 

9. Kt. takes Kt. 9. B. takes Kt. 

10. Q. to her Kt.’s 3rd. 10. B. takes K. R. 

11. K. B. takes P. (ch ) 11. K. to B’s sq. 

12. Q. B. to K. Kt.’s 5th. 12. Q. Kt. takes P. 

13. Q. to K’b 3rd. 13. Kt. to K. B’s 4th (best) 
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{lf» instead of Q. to K’s 3rd, you play 13. Q. to Q. R's Si’d (ch.), Blaci 
will obtain the better game by first interposing his B. at Q. Kt.'t 5tli, 
and then playing 14. P. to Q. B’s 4th.) 

14. Q. to her R’s 3rd (ch.) 14. Kt. to K's 2nd. 


15. Kt. takes K. P. 

16. Q. to K. B’s 3rd. 

17. K. takes B. 

18. K. B. to K’s 6th. 

19. B. takes B. 

20. K. to Kt.*8 3rd. 


15. P. to Q’s 3rd. 

16. B. takes K. B P, (ch.) 

17. Q. B. to K. B 8 4th. 

18. P. takes Kt. 

19. Q. to her 5th (ch.) 

20. K. to his sq. 


(If, at his 20th move, he take the B. with Kt., you mate in six moves.) 

21. R. to Q’s sq. 21. Q. takes R. (best) 

22. Q. takes Q. 22. Kt. takes B. (ch.) 

23. K. to Kt.»s 4th. 23. P. to K. Kt.'s 3rd. 

24. Q. to her 5th. 

You ought to win. 


(These latter variations are from a clever analysis of Black^s 8th move, 
by Mr. G. Waller, of the Dublin club, which may be found at length in 
vol. vii. p. 353, of the ** Chess-Player^s Chronicle.^*) 

Let US again refer to the diagram, and after making the 
7th move on each side, proceed with the game. 


8. P. to K’s 5th. 

9. Q. to her Kt.’s 3rd. 

10. Q,. B. to Q. R’s 3rd. 

11. Q. B. P. takes P. 

12. Q. to K’s 3rd. 

13. B. to Q’s 5th. 

And you wi: 


8. K. Kt. to K’s 5th. 

9. Castles. 

10. P. to Q’s 3rd. 

11. K. B.toQ.Kt.’s3rd. 

12. Q. B. to K. B’s 4th. 

a Piece. 


GAME THE THIRD. 

Varying from the •preceding at Blaches 1th move. 


WHITE. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4 . P. to Q. Kt.’s 4th. 

6. P. to Q. B’s 3rd. 

6. Castles. 

7. P. to Q’s 4th. 

8. P. takes K. P. 


BLACK. 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. B. takes Kt. P. 

5. B. to Q. B’s 4th. 

6. K. Kt. to B’s 3rd. 

7. Castles. 

8. Kt. takes K. P. 


If you play 8. Q. B. to K. Kt.’s 5th, he can reply with 8. P. 
to K. It’s 3rd ; but when you then retreat the B. to K. R’s 



king’s knight’s opening. 


137 


4th, he ought not to advance P. to K. Kt.’s 4th, because you 
might advantageously give up your K. Kt. for the two Pawns. 
He should rather play P. to Q’s 3rd. 

9. Q. to Q. B's 2ncL 9. P. to Q’s 4th. 

And he has the better game. If, at yoiu* 9th move, you piny 
Q. B. to R’s 3rd, his best answer appears to be 9. P. to U’s 
8rd; and if 9. K. B, to Q’s 3rd, then he may safely advance 
P. to Q’s 4th. Your strongest play, perhaps, is 9. Q. to Q’s 3rd, 
whereupon the following moves are probable : 

9. Q. to Q’s 3rd. 9. Kt. to Q. B’s 4th. 

10. Q. to her 5th. 10. Kt. to K’s 3rd. 

11. Q. B. to Q. R’s 3rd. 11. K. R. to K’s sq. 

You may then move 12. K. to ll’s sq., or 12. P. to K. Kt.’s 3id, 
and nave a good game. 


6AMES ILLUSTRATIVE OF CAPTAIN EVANS’ GAMBIT. 


Game I. — Between Messrs. Cochrane and Staunton. 


WHITE. (Mr. S.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. P. to Q. Kt.’s 4th. 

5. P. to Q. B’s 3rd. 

6. Castles. 

7. P. to Q’s 4th. 

8. P. to K’s 5th.* 

9. P. takes P. in passing. 

10. R. to K’s sq, (ch.) 

11. Q. B. to Q. R’s :ird. 

12. Kt. to K. Kt.’s 5(h. 

13. Kt. takes Q. B.f 

14. Kt. takes Kt. P. (double ch.) 

15. R. takes Q. (ch.) 

16. Q. Kt. takes P. 

17. R. takes B. 

18. B. takes K. B. P. 

19. K. B. to a Kt.’s 3rd. 

20. Q. R. P. takes Kt. 


BLACK. (Mr. C.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd 

3. K. B. to Q. B’s 4th 

4. B. takes Q. Kt. P. 

5. B. to Q. R’s 4th. 

6. B. to Q. Kt.’s 3rcL 

7. P. takes P. 

8. P. to Q’s 4th. 

9. Q. takes P. 

10. Q. B. to K’s 3r(L 

11. Q. to her 2nd. 

12. P. takes P. 

13. Q. takes Q. 

14. K. to Q’s 2nd. 

15. K. to B's sq. 

16. K. B. to Q’s 5th, 

17. Kt. takes R. 

18. K. Kt. to R’s 3rd. 

1 9. Kt. takes B. 

20. K. to Q’s 2nd. 


* This variation, which was played, for the first time, in the present 
game, attracted the attention of the celebrated Indian player, Ghuiuin 
Kassim, who took the pains to analyse it very carefully, and forwarded 
the result to the writer. His analysis will be found in the ** Chess- 
Player’s Chronicle,” vol. vi. p, 47. 

f This is an instructive situation. 
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21. R. to Q's sq. (ch.) 

22. K. Kt. to K*8 6th. 

23. R. to Q. B’s sq. 

24. Q. Kt. lo Kt.»8 5th. 

25. P. to Q. Kt.»s 4th. 


21. K. to Q. B’s 3rd. 

22. P. to Q. Kt.*8 3rd. 

23. K. to Q. Kt.*8 2nd. 

24. P. to Q. B’s 4th. 

25. K. to B^s 3rd. 

26. Q. R. to Q. B’8 sq. 

27. P. to Q. Kt.’s 4th. 


26. Q. Kt. to Q. B's 7th. 

27. P. takes P. 

18. Q. Kt. to Q. R»8 6th. 

White wins. 


Game II. — Between Mr. Ilorwitz and M Kieseriteky 


WHITE. (Mr. H.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. P. to Q. Kt.’s 4th. 

5. P. to Q. B’s 3rd. 

6. Castles. 

7. P. to Q’s 4th. 

8. P. tikes P. 

9. Q. B. to Kt.’s 2nd. 

10. Q. Kt. to Q’s 2nd. 

11. P. to Q’s 5th. 

12. B. takes K. Kt. 

13. Kt. to K. R’s 4th. 

14. Q. to K. R’s 5th.» 

15. K. Kt. to B’s 5th. 

16. P. takes B. 

17. Q. R. to K’s square. 

18. Q. R. to K’s 4th. 

19. Q. R. to K. R’s 4th. 

20. Q. to K. R’s 6th (ch.) 

21. Q. R. to K. R’s 3rd.|l 

22. Q. to K. B’s 4th.^ 

23. R. to K. Kt.’s 3rd. 


BLACK. (M. K.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4tk 

4. B. takes Kt. P. 

5. B. to Q. R’s 4th. 

6. P. to Q’s 3rd. 

7. P. takes P. 

8. B. to Q. Kt.’s 3rd. 

9. K. Kt. to B’s 3rd. 

10. Castles. 

11. Q. Kt. to K’s 2nd. 

12. P. takes B. 

13. Kt. to K. Kt.’8 3rd. 

14. Q. to K’b 2nd.t 

15. B. takes Kt. 

16. Kt. to K’8 4th. 

17. Q. R. to K’s square.^ 

18. K. to Kt.’s 2nd.§ 

19. K. R. to his square. 

20. K. to Kt.'s square. 

21. Kt. to K. Kt.’s 5th. 

22. P. to K. R's 4th.** 

23. K. to B’s square. 


* The opening of this game is admirably played by Mr. Horwitz. 

t Very tame and inefficient. 

X After this move, with common care on WTiite’s part, Black’s game 
was irrecoverable. 

4 It is difficult to imagine a more deplorable situation than poor Black’s 
at this point. 

11 A very good move, but Kt. to K’s 4th we believe to be a better. 

% This inconceivable blunder loses White a won game. If he had 
simply played Q. to K. R’s 5th, Black might with good grace have given 
up the partie. 

♦* It is worth remarking, that if White, on his last move, instead ot 
playing the Q., had tried to confine the Kt., bv placing his R. at K. Kt.’s 
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24. P. to K. R^8 3rd. 

25. Q. takes Q * 

26. B. to Q. Kt.»8 3rd. 

27. R. to Q. B’s 3rd. 

28. R. to B»b 2nd. 

29. K. to R^s 2nd. 

30. P. to K. B^s 4th. 
SI. R. to Q. B's 3id. 


24. Q. to K^s 4th. 

25. Kt. takes Q. 

26. P. to K. R’s 5th. 

27. B. to Q. R’s 4th. 

28. K. R. to Kt.’8 square. 

29. B. to Q. Kt.’s 3rd. 

30. Kt. to Q’s 6th. 

31. Q. R. to K’s 7th. 


And White abandoned the contest. 


GA2fE III. — Played by Messrs. Pengal and Pulling consulting 
against Mr. Popei-t. 


WHITE. (The Allies.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. P. to a Kt.’s 4th. 

5. P. to Q. B’s 3rd. 

6. Castles. 

7. P. to Q’s 4th. 

8. P. takes P. 

9. Q. Kt. to B’s 3rd.t 

10. P. to K’s 5th. 

11. Q. B. to R’s 3rd. 

12. K. R. to K's sq.§ 

13. Q. to her R’s 4tli (ch.) 

14. Q. takes Kt. 

15. R. takes K. P. 


BLACK. (Mr. Popert.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. B. t^jikes Kt. P. 

5. B. to Q. B’s 4th. 

6. P. to Q’s 3rd. 

7. P. takes P. 

8. B. to Q. Kt.’s 3rd. 

9. Kt. to K. B’s 3rd. 

10. P. takes P. 

11. Q. Kt. to R’s 4th.^ 

12. Kt. takes B. 

13. P. to Q. B’s 3rd. 

14. Q. B. to K’s 3rd. 

15. Q. to her 2nd. 


3rd, he would have lost all his advantage, because, in that case, Black 
•ould have taken K. B. P. with his B, (e. g.) 


TlTTIf TW. 

22. R. to Kt.’s 3rd. 

23. K. R. takes B., or (A.) 

24. K. R. to K. B’s square. 


BLACK. 

22. B. takes K. B. P. (ch.) 

23. Q. to K’s 8th (ch.) 

24. Q. takes Q. R. 


(A.) 

23. K. to R’s square. 23. B. takes Q. R. 

And must win. 


♦ This was compelled ; had White attempted to evade it, by moving 
his Q. to K. B’s 3rd, Black would have answered with Kt. to K. R’s 7th, 
and when the K. took it, have played P. to K. R’s 5th, winning the 
exchange at least. 

t This is not the customary move, but it may be adopted without dis- 
advantage, and requires great care in answering. 

X The position of White’s Q. Kt. completely foils the usual defence at 
this point of Q. B. to K’s 3rd. 

$ This is all very cleverly played. 
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16. R. takes B. (ch.)* 

16, P. takes R. 

X7. Kt. to K's 5th. 

17. Q. to her B's sq. 

18. R. to K's sq. 

18. K. Kt. to Q's 4tlu 

19. Kt. takes Kt. 

19. Q. B. P. takes Kt. 

*0. Q. to Kt.’s 5th (cb.) 

20. K. to Q’s sq. 

And White mated in two more moves. 

Game IV. — Between M. Kioseritzky and Mr. Horwitz, 

WHITE. (Mr. H.) 

BLACK. (M. K.) 

1. P. to K’s 4th. 

1 . P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B's 4th. 

3. K. B. to Q. B’s 4th. 

4 . P. to Q. Kt.'s 4th. 

4. B. takes P. 

5. P. to Q. B’s 3rd. 

5. B. to Q’s 3rd.t 

6. Castles. 

6*. Q. to K’s 2nd. 

7. P. to Q’s 4th. 

7. Q. Kt. to Q’s squaiw. 

8. P. takes P. 

8. B. takes P. 

9. Kt. takes B. 

9. Q. takes Kt. 

10. Q. to Q’s 3rd. 

10. K. Kt. to B’s 3rd. 

11. P. to K. B’s 4th. 

11. Q. takes K. P. 

12. Q. takes Q. 

12. Kt. takes Q. 

13. K. R. to K’s square. 

1.1. P. to K. B’s 4th. 

14. Q. Kt. to Q’s 2iid. 

14. Q. Kt. to K’s 3rd. 

15. Kt. takes Kt. 

IT). P. takfcs Kt. 

16. R. takes P. 

16. P. to K. Kt.’8 3rd. 

17. Q. B. to R’s 3rd. 

17. K. to B’s 2nd. 

18. Q. R. to K. B's square. 

18. P. to Q’s 3rd. 

19. P. to K. Kt.’s 4th. 

20. Q. R. to K’s square. J 

19. K. R. to Kt.’s squarsu 

And Black 

resigns. 



Game V. — Between Me.ssrs. 

Walker and Slous. 


WHITE. (Mr. S.) 

BLACK. (Mr. W.) 

1. 

P. to K’s 4tli. 

1. 

P. to K’s 4th. 

2. 

K. Kt. to B’s ,3rd. 

2. 

Q. Kt. to B’s 3rd. 

3. 

K. B. to Q. B’s 4th. 

3. 

K. B. to Q. B’s 4th. 

4. 

P. to Q. Kt.’s 4th. 

4. 

B. takes Q. Kt. P. 

5. 

P. to Q. B’s 3rd. 

5. 

B. to Q. R’s 4th. 

6. 

Castles. 

6. 

K. Kt. to B’s 3rd. 

7. 

K Kt. to his 5th. 

7. 

Castles. 

8. 

P. to K. B’s 4th. 

8. 

P. to Q’s 4th. 


♦ The attack is kept up with uncommon spirit and ability, 
f This is not at all a commendable defence to the Evans' GambiL 
} A lively well-played game, on the part of Mr. Horwitz. 
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9. P. takes Q. P. 

10. Q. B. to Q. R’s 

11. R. takes Kt. 

12. R. to K. B’s s(j. 

13. P. to Q’s 4th. 

14. B. takes B. 

15. R. takes R. (ch.) 

16. B. takes R. 

17. Kt. to Q^s 2nd. 

18. Kt. to Q. B’s 4th. 

19. Kt. takes B. 

20. Q. to Q’s 7th. 

21. R. to K. B’s sq. (ch.) 

22. Q. to Q. B’s 8th (ch.) 

23. R. to Q’s sq. 

24. R. takes Kt. (eh.) * 
26. R. to K. B’s 8th (ch.) 

26. Q. takes B. P. (eh.) 

27. Q. takes B. P. 


9. K. Kt. takes P. 

10. Kt. takes K. B. P. 

11. Q. takes Kt. 

1 2. B. to Q. Kt.’s 3rd (cb.) 

13. Q. B. to K’s 3rd. 

14. P. takes B. 

15. R. takes R. 

16. K. takes B. 

17. P. takes P. 

j 8. P. takes Q. B. P. (dia. ch.) 
10. Q. R. P. takes Kt. 

20. Q. to K's 2nd. 

21. K. to Kt.’s sq. 

22. Kt. to Q’s sq. 

23. P. to Q. B’s 7th. 

24. K. to B’s 2nd. 

25. Q. takes R. 

26. Q. to K’s 2nd. 

27. Q. to her B’s 4th (ch.) 


And Black wins. 


Chapter VI. 

THE TWO KNIGHTS’ DEFENCE. 

This, like the Evans’ Gambit, and the Queens Pawn 
Game or Scotch Gambit, is a variation merely of the Giuoco 
Piano ; the second player, instead of moving at his 3rd move, 
K. B. to Q. B's 4tli, bringing out his K. Kt. to B’s 3rd. It is 
said to have been invented by Gianutio (1597), and is also 
noticed by Greco (1615); but the specific title of “The Two 
Knights’ Game” (Zweispringerspiel) it owes to M. Bilguer, 
who, some years ago, published a small work, exclusively 

♦ The position now is extremely interesting and instructive. By taking 
the Kt. with his Rook, apparently an easy winning move, White loses the 
game, while by taking with the Queen he must have won it; for example,— 

24. Q. takes Kt. (ch.; 24. Q. takes Q. 

(If he move the King, White checks with his R. at K. B’s sq., and then 
takes the Q.) 

25. R. takes Q. (ch.) 25. K. to B’s 2n(L 

26. R. to Q’s 7th (ch.) 26. K. is moved 

27. a. takes Q. B. P. 

And wins of course. 
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devoted to the analysis of this one opening * the greater iwrt 
of which was afterwards incorporated in his “Handbuch.’* 
The chief writers to be consulted upon this oiF&et of tlie 
Giuoco Piano, are — Gianutio (translated by Sarratt, 1817), 
pp. 21 — 32; Salvio (1723), pp. 81 — 83; Ponziani (1782), 
p. 105, LoUi, pp. 173, 266; AUgaicr, tab. iii.; Lewis, 2nd 
edition, pp, 60 — 90; and his Treatise (1844), pp. 123 — 128 ; 
Walker (1846), pp. 84, 87; and the German “ Ilandbuch,'* 
pp. 147—160. 


GAME THE FIRST. 


WHITE. 

1. P. to K's 4th. 

2. K. Kt. to B‘s 3rd. 

3. K. B. to Q. B’s 4th. 


BLACK. 

1. P. to K’s 4th, 

2. Q. Kt. to B's 3rd. 

3. K. Kt. to B's 3rd. 


It is this move of Black which has caused the variation to be 
distinguished as “ The Two Knights’ Game,” both his Knights 
being brought into action at the very outset of the contest. 

4. K. Kt. to his 5th. 4. P. to Q’s 4th. 

If in place of 4. P. to Q’s 4th, he play 4. Q. Kt. to R’s 4tli, 
or Q. to K’s 2nd, you take K. B. P. with the B. (ch.) ; but he 
may play 4. K. Kt. takes K. P., for the result of which refer 
to the next game. 

5. P. takes P. 5. K. Kt. takes P. 


He may also play 5. Q. Kt. to Q. R's 4th, when the following 
moves are likely to ensue : — 

5. Q. Kt. to R’s 4th. 

6. B. to Q. Kt.'s 5th (ch.) 6. B. to Q^s 2nd. 

If Black here play 6. P. to Q. B^s 3rd, you must take P. with P., anu 
when he retakes with P., your only move is Q. to K. B’s 3rd, any 
other leaves you with an inferior game. This variation is important 
but seems to have escaped the writers who have examined the opening. ' 

7. Q. to K’s 2nd. 7. K. B. to Q’s 3rd. 

8. B. takes B. (ch.) 8. Q. takes B. 

9. P. to Q. B’s 4th. 

And you remain with a P. more, and a better position. 


Zweispringerspiei im Nachzuge.” Berlin, 1839. 
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0. K. Kt. takes K. B. P. 6. K. takes Kt. 

liolli strongly recommen.ls P. to Q’s 4th for your 6th move, but 
there is now no doubt that the move in the text is preferable. 

7. G. to K. B's 3rd (ch.) 7. K. to his 3rd. 

This is his only play to keep the Kt. 

8. Q. Kt. to Q. B’s 3rd. 8. Q. Kt. to K’s 2ud. 

If he play 8. Q. Kt. to his 5th, the following moves show you 
must gain a speedy advantage : — 

8. Q. Kt. to his 5th. 

9. Q. to K^s 4th. 9. P. to Q. B’s 3rd. 

(Generally speaking, it is advisable in this opening to keep your Queen 
immoveable on the K. B’s file, as then she exercises the greatest 
influence on Black’s game. The present instance, however, is an 
exception ; Black has made a bad move, and to take advantage of it, 
you may safely play the Q. thus,)— 

10. P. to Q’s 4th. 10. Q. to her 3rd. 

(You might also play advantageously 10. P. to Q. R’s 3rd, and aftci- 
wards P. to Q’s 4th. If Black, at his 10th move, play K. B. to Q’s 3rd, 
or Q. to K. B’s 3rd, you can dislodge his Q. Kt. with Q. R. P,, and 
then take the other Kt. with Kt.; 

11. P. to K. B’s 4th. li. P. to Q. Kt.’s 4th. 

12. K. B. P. takes P. 12. Q. to her 2nd. 

13. Castles. 13. P. takes K. B. 

And you now give checkmate in seven moves. 

9. P. to Q’s 4tli. 9. P. to Q. B’s 3rd. 

it is evident he cannot take the Pajvn without your winning 
the Kt. by Q. to K*s 4th (ch ). lie may, however, play 9. P. 
to K. li’s 3rd, to prevent your subsequently moving Q. B. to 
K. Kt.’s 5th ; let us suppose, — 

9. P. to K. R’s 3rd. 

10. Castles. 10. P. to Q. B’s 3rd. 

11. K. R. to K’s sq. 11. P. to K. Kt.’s 4th. 

If he play instead of this 11. K. to Q’s 3rd, you take P. with P., and 
then move P. to K’s 6th. He may, however, play Kt. to K. Kt.’a 
3rd, or P. to Q. Kt.’s 4th ; but in each case to your advantage.) 

1 2. R. takes P. (ch.) 12. K. to Q’s 2nd. 

13. B. takes Kt. 13. Kt. takes B. 

14. Q. Kt. takes Kt. 14. P. takes Kt. 

15. R. takes P. (ch.) 15. B. to Q’s Srd. 

16. P. to Q. B’s 4th. 

You have the better game. 
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10. Q. B. to K. Kt.’s 5th. 10. l\ to K. R’s 3rd. 


Should he play 10. P. takes Q. P., you can castle on Q’s Eido, 
Jind then check with K. K. ; if he play 10. K. to Q’s 2nd or 3nl, 
you may take P. witli P., and afterwards castle on Q’s side. 


11. Q. B. ttikes Kt. 

12. Castles on Q's side. 

13. Q. to K‘s 4th. 

14. K. 11. to K's sq. 

15. P. to K. Kt.'s 4th. 

16. K. to Kt.'s sq. 

17. Q, to K. R's 7th. 

18. P. takes P. 

19. B. takes Kt. (ch.) 

20. Kt. takes P. 


11. B. takes B. 

12. K. R. to B’s sq. 

13. Q. to her 3rd. 

14. 11. to K. B's 4th. 

15. B. to Kt.’s 4th (ch.) 

16. 11. to B's 5th. 

17. B. to K. B’s 3rd. 

18. B. takes P. 

19. P. takes B. 


And you must win easily. 


GAME THE SECOND. 


BLACK. 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. Kt. to B’s 3rd. 

4. K. Kt. takes K. P. 

5. K. to his 2nd. 


WirTTE. 

1. P. to K's 4 ill. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B's 4th. 

4. K. Kt. to his 5th. 

5. B. takes K. B. P. (ch.) 

You would ])lay badly in taking the Kt. instead of the K. B. P., 
liecause Black would reply with 5. P. to Q’s 4th, recovering 
the lost Piece, with no inferiority of position. And you would 
also phiy ill to take the K. B. P. with your Kt., instead of 
with the Bishop ; for example, — 

6. Kt. takes K. B. P. 5. Q. to K. R»s 5th. 

6. Castles. 6. K. B. to Q. B*s 4th. 


(In lieu of rastlinp, you might play 6. P. to K. Kt.'s 3rd, 6. Q. to K's 2nd, 
or 6. R. to K. B’s sq., but in any of these cases the result would be 
against you.) 

7. P. to Q's 4th. 7. B. takes Q. P. 

(If you play 7. P. to K. Kt.'s 3rd, he may take the K. Kt, P. with his 
Kt., and win without much difficulty. You may also play 7. Kt. takes 
K. K., but in this case also by tirst taking K. B. P. with his Kt., and 
then the Rook with his B., Black would Imve a much better game than 
you.) 
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8. Kt. takes K. R. il Kt. takes K. B. P. 

9. B. to K. B^s 7tb (ch ) 9. K to B’s sq. 


*lf you take Kt. with R.^ instead of checking with the B., the game shortly 
becomes still more unfavourable for you.) 

10. K. R. takes Kt. 10. Q. takes R. (ch.) 

11. K. to R's sq. 11. P. to Q’s 3rd. 

12. K. B. to Q's 5th. 12. Q. B. to K. Kt.'s 5th. 

13. K. B. to his 3rd. 13. Q. B. takes K. B. 

14. P. takes B. 14. K. to Kt.’s sq. 

And he ought to win. 


We may now resume the original game, which we left at 
the 5th move. 


6. P. to Q’s 3rd. 6. Kt. to K. B’s 3rd. 

If he were to take your Kt., you e\ddently gain his Q. for the 
three minor Pieces; if he play 6. Kt. to Q’s 3rd, you also vviu 
the Q. by first playing Kt. to K’s 6th, and then cheeking with 
yo'ir Bishop. 


7. 

B. to Q. Kt.’s 3id. 

7. 

P. 

to Q's 4th. 

8. 

P. to K. B's 4th. 

8. 

Q. 

B. to K. Kt.’s 5th 

9. 

Q. to her 2nd. 

9. 

p. 

to K. K's Srd. 

10. 

P. takes K. P. 

10. 

Q. 

Kt. takes P. 

11. 

Q. to K's 3rd. 

11. 

P. 

takt^ Kt. 

12. 

Q. takes Kt. (ch.) 

12. 

K. 

to B's 2nd. 

13. 

Castles. 

13. 

B. 

to Q’s 3rd. 

14. 

Q. takes Q. P. (ch.) 





And you inuNt Aviii. 


GAMVIS 

ILLUSTRATIVE OF THE TWO KNIGHTS' GAME. 
Game I. — Between Von II. der Laza and Mr. M, 


WHITE. (V. H. d. L.) 

1. P. to K’s 4th. 

2. K. Kt. to B's 3rd. 

3. K. B. to Q. B’s 4th. 

4. K. Kt. to his 5th. 

5. P. takes P. 

6. Kt. takes K. B. P. 

7. Q. to K. B's 3rd (ch.) 
9. Q. Kt. to B's 3rd. 

9. ^ to Q's 4th 


m.A.cK. (Mr. M.) 

1. P. to K's 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. Kt. to B's 3rd. 

4. P. to Q's 4th. 

5. Kt. takes P, 

6. K. takes Kt. 

7. K. to his 3rd. 

8. Q. Kt. to K's 2nd. 

9. P. to Q. Kt.'s 4th. 



oHESS-PLAYEB S HANDBOOK, 


1 46 


10. 

Kt. takes P. 

10. 

P. to Q. B’s 3rd, 

11. 

Kt. to Q. B’s 3rd. 

11. 

Q. to her Kt.’s 3i(L 

12 

P. takes K. P. 

12. 

Q. B. to Kt.’s 2u(L 

13. 

Kt. to K’s 4th. 

13. 

Q. to Kt.'s 5th (ch.) 

14. 

Q. B. to Q’s 2nd. 

14. 

Q. takes K. B 

15. 

Q. to K. Kt.’s 4th (ch.) 

15. 

K. takes P. 

16. 

P. to K. B’s 4th (ch.) 

16. 

K. to Q’s 5th. 

17. 

P. to Q. B's 3rd (ch.) 

17. 

Kt. takes B. P. 

18. 

B. takes Kt. (ch.) 

18. 

K. takes Kt. 

19. 

P. to B’s 5th (dis, ch.) 

19. 

K. to Q’s 4th. 

20. 

Castles on Q’s side (ch.) 

20. 

K. to B’s 4th. 

21. 

P. to Q. Kt.’s 4th (ch.) 

21. 

K. to Kt.’s 4th. 

22. 

P. to Q. R’s 4th (ch.) 

22. 

K. takes P. 

23. 

Q. takes Q. 

23. 

Kt. to Q’s 4th. 

24. 

K. to Q. Kt.’s 2nd, and wins. 




iAME II. — Between two members of the Berlin Chess Club. 


WHITE. (Mr. M.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. B. to Q. B’s 4th. 

4. K. Kt. to his 5th. 

5. P. takes P. 

6. Kt. takes K. R. P. 

7. Q. to K. B’.s 3rd (eh.) 

8. Q. Kt. to B’s 3rd. 

9. P. to Q’s 4th. 

10. P. takes P. 

11. Castles. 

12. Kt. takes Kt. 

13. K. R. to Q’s sq. 

14. Q. B. to K. Kt.’s 5th. 

15. B. takes Kt. 

16. Q. to her Kt.’s 3rd. 

17. R. takes Q. P. 

18. K. to R’s sq. 

19. Q. to her R’s 3rd (ch.) 
TO. Q. to R’s 4th (ch.) 

21. Q. R. to Q’s sq. 

22. R. to Q’s 7th (ch.) 

23. K. R. to Q's 8th (ch.) 

24. Q. R. to Q's 7th (ch.) f 

25. Q. takes B., mate. 


BLACK. (Mr. H.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3r(L 

3. K. Kt. to B’s 3r(h 

4. P. to Q’s 4th. 

5. K. Kt. takes P. 

6. K. takes Kt. 

7. K. to his 3rd. 

8. Q. Kt. to K’s 2nd. 

9. P. to Q. B’s 3rd. 

10. Q. Kt. to K. Kt.’8 3rd. 

11. K. B. to Q. Kt.’8 5th. 

12. P. takes Kt. 

13. Kt. to K’s 2nd.* 

14. K. R. to B’s sq. 

15. K. takes B. 

16. K. B. to Q. B’s 4th. 

17. B. takes K. B. P. (ch.) 

18. Q. to her Kt.’s 3rd, 

19. K. to his sq. 

20. K. to his 2nd. 

21. R. to K. B’s 4th. 

22. K. to B’s sq. 

23. K. to his 2nd. 

24. B. takes R. 


♦ Better to take the Bishop with Pawn, and give up tlie Qumi. 
t lln might have mated the King on the move at K’s 8tli. 
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Chapter VJI. 

THE KNIGHT’S GAME OF RUY LOPEZ. 

This is the appellation hy which tlie Geiman “Handbuch” 
designates that modification of the King's Knight s Opening, 
where the first player, at his 3rd move, instead of ])laying 
K B. to Q,. B’s 4th, moves it to Q. Kt.’s 5th, as advised by 
Huy Lope;^, in the second chapter of liis Lihro dela Invenciou 
liberal y Arte del Jxiego del Axedres^' a variation which seems 
to merit a more favourable judgment than has been passed 
on it by the generality of subsequent wiiters. 

GAME THE FIRST. 


WHITE. 

1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 

3. K. B. to U. Kt.’s 5th. 


BLACK. 

1 . P. to K's 4th. 

2. Q. Kt. to B's 3rd. 

3. K. Kt. to B's 3rd 


By playing your Bishop thus you again threaten to vrin his 
King's Pawn. Ilis b(\st re]dy, according to the German 
writers, is the move in the text, but he lias the choice of other 
moves, the most important of which are 3. K. B. to U. B's 4th, 
3. Q. to K. B's 3rd, and 3. P. to U. ll's 3rd. (See Game the 
Second.) If instead of these he play 3. P. to Q’s 3rd, he 
confines his King’s Bishop, and subjects liimself to the disad 
vantage of a badly doubled Pawn. If, as recoiuniendcd bv 
Cozio, he move 3. K. Kt. to K's 2nd, you can answer advan 
tagcously with 4. P. to Q. B’s 3rd; and should he play 3. Q,. Kt. 
to Q’s 5th, you can play the Bishop to Q. B's 4th, leaving him 
the option of exchanging Knights or of protecting his K. P., 
either of which would afford you an oi)portunity of developing 
your game. You might also play as advised by the “ Iland- 
buch.” 


4. Kt. takes Kt. 

6. P. to Q’s 3rd. 

fi. Q. to K. R’s 5th. 

7. Q. B. to K. Kt.’s 5tli. 

8. P. to Q. B’s 3rd 
P. takes P. 

10. B. to Q. B’s 4th. 


3. Q. Kt. to Q’s 5th. 

4. P. takes Kt. 

5. B. to Q. B’s -Ith. 

6. Q. to K’s 2nd. 

7. B. to Q. Kt.’s 5th (ch 

8. P. take^ P. 

Q. to K’s 4th. 

10. P. to K. Kt.’s 3rcl. 
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11. Q. to K. B’s 3rd. U. Q. takes I). 

12. Q. takes K. fi. P. (ch.) 12. K. to Q’s sq. 

13. P. takes B. 

You have tne better game. 

4. Q. to K’s 2nd. 4. K. B. to K's 2nd. 

This api)eai’s your best move; P. to Q’s 4th, P. to Q's 3rd, 
Q. Kt. to B s 3rd, and castling, lead apparently to an even 
game only. 

If Black venture now to play 4. K. B. to Q. B’s 4th, the 
position shortly becomes still more favourable for you ; let us 
suppose, — 

4. K. B. to Q. B's 4th. 

5. B. takes Kt. 5. Q. P. takes B. 

6. Kt. takes K. P. 6. Q. to her 5th. 

7. Kt. to Q’h 3rd, 7. B. to Q. Kt.'s 3ri 

8. P. to K. B^s 3rd. 

Followed presently oy P. to Q. .3rd, and K. Kt. to K. B's 2nd. Fe 
may, however, for his 4th move, play P. to Q. R’s 3rd, and pursue it 
thus:— 

4. P. to Q. R’s 3rd. 

5. B. to Q. R’s 4th. 5. P. to Q. Kt.’s 4th. 

6. B. to Q. Kt.’s 3rd. 6. K. B. to Q,. B’s 4th. 

7 . P. to Q. R’s 4th. 

The game is a little in your favour. 


5. P. to Q. B‘s 3rd. 5. P. to Q’s 3rd. 


If instead of this move you too eagerly attempt to win hir 
Pawn, he may reduce the game to an equality; for example,— 

5. B. takes Q. Kt. 5. Q. P. takes B. 

6. Kt. takes K. P. 6. Q. to her 5th. 

7. Kt. to B’s 3rd. 7. Q. takes K. P. 

&c., &c. 


6. P. to Q*s 4th. 

7. Kt. takes P. 

8. Kt. takes Q. Kt. 

9. B. takes B. (ch.) 


6. P. takes P. 

7. B. to Q’s 2nd. 

8. B. takes Kt. 

9. P. takes B. 


And his Bishop is locked, and the position altogether in your 
favour. 
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GAME THE SECOND. 


WHITE. 

1. P. to K’s 4th. 

2. K. Kt. to B's 3rd. 

3. K. B. to Q. Kt.’s 5th. 


BLACK. 

1. P. to K’s 4th. 

2. Q. Kt. to B's 3rd. 

3. K. B. to Q. B's 4th. 


As was before observed, he may also play 3. Q. to K. B’s 3rd 
and P. to Q. R's 3rd ; if the former, you immediately bring 
out your Q. Kt., and have then an opportunity of presently 
commencing a vigorous attack. If he play the latter, I do 
not think it advisable to take off the Q. Kt., as is generally 
done, because that leads infallibly to a game without advan- 
tage on cither side ; but I believe it better to withdraw th 
Bishop to Q. R's 4th, with the view to prevent as long as 
possible the sale advance of Black’s Queen’s Pawn. If he 
then drive your Bishop to Q. Kt.’s 3rd, it will be well posted, 
and his game be stiU a little embarrassed. 

4 . P. to Q. B’s 3rd. 4. Q. to K. B's 3rd. 


Instead of so playing, he may move 4. P. to Q's 3rd, or 
4. K. Kt. to B's 3rd, the result of which will be shown in 


Variation I. ; he may also play, as advised by some authorities, 
4. K. Kt. to K’s 2nd, upon which the game is likely to be 
pursued as follows : — 


5. Castles. 

6. B. to Q. R’s 4th. 

7. P. to Q’s 4th. 

8. P. takes P. 

9. P. to Q’s 5th. 


4. K. Kt. to K’s 2nd. 

5. P. to Q. R’s 3rd. 

6. Castles, 

7. P. takes P. 

8. B. to Q. Kt.’s 3rd. 

9. Q. Kt. to his sq. 


You have an unquestionable advantage from position. 


6. Castles. 

6. P. to Q’s 4th. 

7. Q. B. to K. Kt.’s 5th, 

8. B. takes K. Kt. 

9. P. takes P. 

10. Q. Kt. to B’s 3rd. 


5. K. Kt. to K's 2nd. 

6. P. takes ]\ 

7. Q. to K. Kt.’s 3rd. 

8. Q. Kt. takes B. 

9. B. to Q. Kt.’s 3rd. 

10. Castles. 


Your game is a little better developed. 

The defence in the above variation is that commended by 
Ponziani, who remarks that if White, at his 5th move, take 
Q. Kt. with B., Black answers with 5. Q. takes B., and if 
then WTiite move 6. P. to Q’s 4th, Black takes K. P. with 
Q. (ch.'). and has the advantage. If at yonr 5th move you 
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advance P. to Q’s 4th, instead of Castling, the following ^'a^ia- 
tions seem to prove that Black would got the better game : — 

5. P. to Q's 4th. 5. P. takes P. 

6. P. to K’s dth. 6. Q. to K. Kt/s 3rd. 

(If he take the Pawn with his Kt., you gain a Piece by 7. Q. to K’s 2ad.) 

7. P. takes P. 7. Kt. takes Q. P. 

8. Kt. takes Kt, 8. Q. to her Kt.’s 3rd. 

9. Q. B. to K’s 3rd. 9. B. takes Kt. 

10. Q. B. takes B. 10. Q. takes K. B. 

11. P. to K’s 6th. 11. Q. to K. Kt.’s 4th. 

12. P. takes K. B. P. (ch.) 12. K. takes P. 

And you have a Pawn less, without any compensating advantage of posi- 
tion. If at the 7th move of this variation you play B. takes Q. Kt., 
instead of 7. P. takes P., Black equally appears to come off with the 
superior game (e. ff .) : — 

7. B. takes Q. Kt. 7. P. takes Q. B. P. 

He threatens now to play P. to Q. B*s 7th next move. If you take the 
Pawm with Q. Kt., he may take your K. Kt. P. with his Q., or the Bishop 
vith his Q. P,, and in either case be the winner of a Pawn. 

Variation I., 

Beginning at Blaok^s \ih move, 

WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K's 4th. 

2. K. Kt. to B's 3rd. 2. Q. Kt. to B’s 3i\l. 

3. K. B. to Q. Kt. s 5th. 3. K. B. to Q. B's 4th. 

4. P. to Q. IPs 3rd. 4. P. to Q's 3rd. 

If at this point lu* play 4. K. Kt. to B's 3rd, your best line 
of operation appears to be the following : — 

4. K. Kt. to B’s 3rd. 

5. P. to Q’s 4lh. 5. P. takes P. 

6. P. to K's 5th. 6. K. Kt. to K’s 5th. 

7. Castles. 7. P. to Q's 4th. 

(If he take the Q. B. P. with Pawn, you win a Piece ; and if he Castice, 
by taking Q. P. with Pawn, you will have an excellent game.) 

8. P. takes P. (in passing) 8. K. Kt. takes Q. P. 

9. Q. B. to K. Kt.’s 5th. 9. P. to K. B’s 3rd (best) 

10. K. B. takes Kt. (ch.) 10. Q. Kt. P. takes K. B. 

11. R. to K's sq. (ch.) 11. K. to B's sq. 

12. P. takes Q. P. 

And you have an evident superiority. 

5. P. to Q’s 4th, 5. P. takes P, 

6. P. takes P. 6. B. to Q. Kt.’s 5th (ch.) 

7. K. to his 2nd. 7- P. to Q's 4th 



king’s knight’s opening. 


151 


A.t your 7th move you might also piay K. to B’s sq,, or inter 
pose either Bishop or Q’s Kt., and in any of these cases have 
a superior game. 

If Black, instead of his present move, should play 7. P. tc 
Q. B’s 3rd, you must take his Kt. (ch.), and then play Q. to 
her R’s 4th, winning the Bishop. If he play 7. Q. B. to 
Q’s 2nd, you may also play 8. Q. to ll’s 4th, winning. 

8. Q. to her R’s 4th. 8. P. takes K. P. 

9. B. takes Kt. (ch.) 9. P. takes B. 

10. Q. takes P. (eh.) 10. Q. B. to Q’s 2nd. 

11. Q. takes K. P. (ch.) 

And the game is much in your fiivour. 


GAMES 

ILLUSTRATIVE OF RUY LOPEZ'S KNIGHT'S GAME. 

'Fhe two following games, with notes, are from the Berlin 
Chess Journal. 


WHITE. (Mr. Hansteiu.) 

1. P. to K'.s 4th. 

2. K. Kt. to R’s 3rd. 

3. K. B. to Q. Kt.’s 5th. 

4. P. to Q. B’s 3rd. 

5. Castles. 

6. P. to Q’s 4th, 

7. P. takes P. 

8. P. to Q’s 5th. 

9. P. to Q’s 6th.* 

10. Q. takes P. 

11. Q. to her 3rd.J 

12. Q. Kt. to B's 3rd. 


BLACK. (V. H. der I.iaza.) 

1. P. to K's 4th. 

2. Q. Kl. to B’s 3rd. 

3. K. B. to Q. B's 4th. 

4. K. Kt. to K’s 2Rd. 

5. Castles. 

6. P. takes P. 

7. B. to Q. Kt.'s 3rd. 

8. Q. Kt. to his sq. 

9. P. takes P.f 

10. K. B. to Q. B's 2iid. 

11. P. to Q’s 4th. 

12. P. takes P. 


* The present move is stronger, and affords a more lasting attack, than 
9 K. Kt. to B's 3rd. 

t Black may here play K. Kt. to his 3rd, nhich White would follow 
with — 

10. P. takes Q. B. P. 10. Q. or B. takes P. 

11. Q. Kt. to B's 3rd, 
with a superior game. 

At this point, Jaenisch, vol. ii. p. 75, leaves the game, considering 
White's position as the better. Tlie same move, 11. Q. to her 3rd, occurs 
in the game which follows this; it affords the adversary, however, an 
opportunity to disentangle his game by playing P. to Q's 4th, and with cor- 
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13. 

Q. takes P.* 

13. 

Q. 

Kt. to B’l 3i\L 

14 . 

K. R. to Q’s sq. f 

14 . 

Q. 

to K’s sq. 

15. 

K. Kt. to his 5th, t 

15. 

Q. 

B. to K. B’s 4th. 

16 

B. takes Kt. 

16. 

P. 

takes B. 

17. 

Q. to K. R’s 4th. 

17. 

Kt 

;. to Q’s 4th. 

18. 

Kt. takes Kt. 

18. 

P. 

takes Kt. 

19. 

Q. B. to K’s 3rd.§ 

19. 

Q. 

to her Kt-’s 4th 

20. 

B. to Q’s 4th. 

20. 

K. 

R. to K’s sq. 

21. 

Kt. to K. B’s 3rd. 

21. 

P. 

to K. B’s Srd 

22. 

B. takes K. B. P. \\ 

22. 

P. 

takes B. 

23. 

Q. takes B. P. 

23. 

B. 

to K. Kt.’s 3rd. 

24. 

Q. R. to Q. B’s sq. 

24. 

B. 

to Q. Kt.’s 3rd. 

25. 

P. to K. R’s 3rd. 

25. 

K. 

R. to K’s 7th. 

26. 

Kt. to Q’s 4th. 

26. 

Q. 

tjikes P. 

27. 

Q. to her B’s dth.f 

27. 

K. 

R. to K’s sq. ** 


rect play would most likely lead to a drawn battle. A much stronger 
move, although it may not appear so theoretically, would be Q. to her 
R’s 3rd ; for in that case, Black could net advance his P. to Q's 4th, aa 
White would gain an advantage by answering with K. U. to Q's sq., which 
would give to Black a very confined position. Indeed it is not difficult to 
see, that after the move recommended, of Q. to her R’s 3rd, Black’s game 
affords no satisfactory defence for a length of time ; and we must repeat 
that the playing K. B. to Q. B’s 4th, by the second player, at his third 
move, is not t( he commended. 

* If the Knight takes this Pawn, Black gains an advantage by Q. B. to 
K. B’s 4th. 

t Instead of this move. White plays in the nex game Q. B. to K, Kt.’t 
5th. 

J To separate the Pawns on the Queen’s side. 

§ If the Rook take the Pawn, the Queen gives mate ; and if, instead of 
playing the Bishop to K’s 3rd, he were played to K. B's 4th, Black might 
exchange Bishops, and then support his Q. P. by moving B. to K’s 3rd. 

II A bold sacrifice to be ventured in an actual game. 

^ The only saving move, and one which at the same time imperils 
Black. 

** This is the best move. K. R. takes K. B. P. would perhaps have 
been good, but K. B. takes Kt. would have lost the game. (e. g,) 

27. Q. to her B’s 6th. 27. B. takes Kt. 

28. Q. takes R. (ch.) 28. K. to Kt.’s 2nd (best) 

29. R. to B's 7th (ch.) 29. K. to R’s 3rd.* 

30. Q. to K. B’s 8th (ch.) 30. K. to R’s 4th. 

31. Q. to K. B’s 3rd (ch.) 31. K. to R’b 5th.* 

32. K. R. takes B. (ch.), &c. 


* Interposing the Bishop would cost a Piono. 

■ Or mate follows in two or three movts. 
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28. Q takes Q. P. (ch.) 

29. Q. R. to B^s 6th. f 

30. Q. to her 6th. 

31. R. takes B. 

32. Q. takes R. 

33. Q. to K. B’s 6th (ch.) 

34. R. takes Q. 

35. P. to K. B's 3rd. 

36. P. to Q. R’s 3rd. 

37. R. takes R. 

38. K. to B’s 2nd. 

30. K. to Ills 3rd. 

40. K. to B's 4th. 

41. K. to Kt.'s 4th, 

42. K. to B^s 4th. 

43. K. to Kt.’s 4th. 

44. K. to B’s 4th. 

45. P. to K. Kt.’s 4th. 

46. P. takes P. 

47. P. to Q. R»s 4th.** 

48. P. to Q. R’s 5th. 

49. K. to his 3rd. 


28. K. to R’s sq. * 

29. B. to K’s 5th. ^ 

30. B. takes Kt. § 

31. K. R. to K’s 3rd. 

32. Q. takes R. 

33. Q. takes Q. 

34. R. to Q. Kt.’s sq.]| 

35. B. to Q’s 4th. 

36. R. to Kt.’s 3rd.^ 

37. P. takes R. 

38. K. to Kt.’s 2nd. 

39. K. to B's 3rd. 

40. B. to Q. B’s 3rd. 

41. B. to K’s sq. 

42. R. to K. Kt.’s 3rd. 

43. P. to K. R’s 4th (ch.) 

44. B. to K. B’s 4th. 

45. B. to K. Kt.’s 3rd, 

46. B. takes P. 

47. B. to K’s sq. 

48. P. takes P.ff 


And the gome was resigned as a drawn battle. 


* Interposing the B. would lead to perpetual check. 

t Q. R. to B’s 4th would also have been good, but the move in the text 
Is more beautiful, as it involved a snare, into which Black fell, and enabled 
White to save the game. 

;|: Black coidd not resist the temptation of winning the Rook for Bishop, 
and thus overlooked the perpetual check. The strongest move for him was 
Q. R. to Q’s sq. 

§ If the other Bishop takes the Rook, White gives perpetual check. 

II We recommend the study of the terminating moves, which were 
extremely difficult for both parties They prove the possibility of posi- 
tions occurring where two Pawns nut even moved can draw the game 
against a Bishop. 

^ Black would have had a better chance of winning by not exchanging 
Rooks. 

** Most important, because the Bishop might otherwise have prevented 
the Pawn advancing to compel the Black Pawn to take. 

tt If Black does not take the Pawn, White would win. (?) As it is, the 
game must be drawn, even if White had no Pawns, since Pawn on R’s 
Ale can never reach the 8th sq. 


*L 3 
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Between the same Players. 

yTho first thirteen moves on each side in this game were the 
same as in the preceding one.) 


WHITE. (Mr. Hanstein.) 

14. Q. B. to K. Kt.^s 5th. 

15. Q. R. to Q’s sq. 

16. K. R. to K's sq. 

17. B. takes Kt. 

IS. Q. takes Q. 

19. Q. Kt. to Q’s 5th X 

20. B. to Q’s 2Dd. 

21. Q. R. takes B. 

22. K. Kt. to Q’s 4th. 

23. R. takes R. 

24. P. to K. B’s 3rd. 

25. R. takes Kt. 

26. R. to K’s 4th. 

27. Kt. to B’s 7th. 

28. Kt. to Q. Kt.’s 5th. 

29. Kt. to Q. B’s 3rd. 


BLACK. (V. H. der Laza.) 

14. P. to K. B’s 3rd.’»' 

15. Q. to K’s sq. 

16. Q. to K. Kt.’s 3rd.*t 

17. Kt. takes B. 

18. P. takes Q. 

19. B. to Q. R»s 4th. 

20. B. takes B. 

21. B. to K. Kt.’s 5th, 

22. Q. R. to K’s sq. 

23. R. takes R. 

24. Kt. takes Kt. 

25. B. to K's 3rd. 

26. K. to B’s 2nd. 

27. R. to K’s 2nd. 

28. R. to Q's 2nd.§ 


After the twenty-ninth move, the game was resigned as drawn. 


Game III. — ^Between Captain Kennedy and Mr. Lowe. 


WHITE. (Capt. K.) 

1. P. to K's 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. Kt.’8 5th. 

4. P. to Q. B’s 3rd. 


BLACK. (Mr. L.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. Q. to K’s 2nd. 


* If Black play Q. B. to K. B’s 4th, White could gain a Pawn by taking 
the K. Kt. with Q. B. 

t By playing Q. to K. R’s 4th, he might have avoided getting a doubled 
Pawn, which, however, is not here a serious disadvantage. He could not 
take the Bishop with Pawn, on account of the other Bishop taking his 
Q. Kt. 

X The Bishop on K. Kt.’s 5th is left en prise for the fifth time, but still 
cannot be taken. This move of the Knight was necessary to prepare a 
better retreat for the Bishop. 

§ Had he played Q. R. P,, White would have won a Pawn by playing- - 

29. Kt. to Q’s 6th (ch.) 29. K. to B’s sq. 

SO. Kt. takes P. 30. R. takes Kt. 

31. R. takes B., &c. 
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5. Castles. 

6. P. to Q's 4th. 

7. P. takes P. 

8. P. to Q^s 5th. 

9. Q. to a. R’s 4th. 

10. Q. takes Q. R. 

11. Q,. B. to K’s 3r(l. 

12. Q. P. takes P. en pcutsMut. 

13. K. B. P. takes B. 

14. K. Kt. to Cl’s 4th. 

15. P. to Q. Kt.’s 4th. 

16. P. to Q. R’s 4th. 

17. Q. R. P. takes P. 

18. Q,. takes R. (ch.) 

19. Q. R. takes B. f 

20. Q. Kt. to Q's 2nd. 

21. K. Kt. to K. B’s 5th.J 

22. Q. Kt. to his sq. 

23. K. Kt. takes Q. P. 

24. K. to R’s sq. 

25. Q. R. to Q. R's 2nd. 

26. K. Kt. takes K. B. P. 

27. Q. R. to K. B’s 2nd. 

28. Q. R. takes K, Kt. (ch.) 

29. Q. R. to K. B’s 3rd. 

30. Kt. to Q, B’s 3rd. 

31. Kt. to Q’s 5th. 

32. Kt. to K. B’s 6th (ch.) 

33. Kt. to K’s 8th. 


5. P. to Q's 3rd. 

6. P. takes P. 

7. B. to Q. Kt.’s 3rd. 

8 P. to Q. R’s 3rd. 

9. Q. R. P. takes B. 

10. Kt. to Q. R’s 2n(L 

11. P. to Q. B’s 4th. 

12. B. takes B. 

13. Q. Kt. P. takes P. 

14. Q. to Q. B’s 2nd. 

15. K. Kt. to B’s 3rcU 

16. Castles. 

17. B. to Q. R’s 3rd.* 

18. K. takes Q. 

19. Q. B. P. takes P. 

20. Q. to Q. B's 6th. 

21. P. to K. Kt.’s 3rd. 

22. Q. to a. Kt.’s 6th. 

23. Q. takes K. P. (ch.) 

24. K. Kt. to K. Kt.’s 5ih. 

25. K. Kt. to K's 4th. 

26. Kt. takes Kt. 

27. Q. Kt. to Q. B’s 3rd. 

28. K. to Kt.’s sq. 

29. Q. takes K. P. 

30. Q. takes Q. Kt. P. 

31. Q. to Q’s 3rd. 

32. K. to R’s sq. 


And wins. 


liAME IV. — Ik'tuceii the same Players. 


WHITE. (Capt. K.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. Kt.’s 5th. 

4. B. takes Kt. 

5. Castles. 

6. P. to Q. B’s 3rd. 

7. P. to Q’s 4th. 

8. K. Kt. takes K. P. 

9. Q. Kt. to Q’s 2nd. 

10. Q. to K’s 2nd. 

11. P. toQ. Kt.’s 3rd. 


BLACK. (Mr. L.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. Q. to K. B’s 3rd. 

4. Q. Kt. P. takes B* 

5. K. B. to Q. B’s 4th. 

6. P. to Q’s 4th. 

7. Q. P. takes K. P. 

8. K. B.to Q. Kt.’s3ri 

9. Q. B. to K. B’s 4th. 

10. Q. to K’s 3rd. 

11. P. to K. B’s 3rJ. 


^ An ingenious move. 

t White has a full equivalent for his lost Queen. 
X Very well nlayed. 
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12. K. Kt. to Q. B»s 4th. 

13. K. R. to K’s sq. 

14. Q. Kt. takes K. P.* 

15. Q. Kt. to K. KUs 3rd. 

16. Q. Kt. takes Q. 

17. K. Kt. takes K. B. (ch.) 

18. B. takes Kt. 

19. Kt. to K. B’s 4th. 

20. Kt. to K. R’s 5th. 

21. K. R. to K’s 7th. 

22. Q. R. to K’s sq. 

23. K. R. to K’s 3rd. 

24. Kt. to K. B’s 4th.t 

25. P. to Q. B’s 4th.: 

26. K. R. to K’s 8th (ch.) 

27. K. R. to Q. R’s 8th. 

28. P. to K. R’s .3rcl. 

29. Kt. to K. R’s 5th. 

30. Kt. takes R. 

31. K. to K. R’s 2nd. 

32. K. R. to Q. R’s 7th. 

33. P. to K. B’s 4th. 


12. Castles. 

13. Kt. to K. R’s 3rd. 

14. K. R. to K’s sq. 

15. Q. takes (4. 

16. Q. B. to Q’s 6th. 

17. Q. B. P. takes Kt. 

18. P. takes B. 

19. B. to K. B’s 4th. 

20. K. R. to K. B’s sq. 

21. Q. R. to Q’s 2nd. 

22. K. to Q’s sq. 

23. B. to K. Kt.’s 5th. 

24. Q. R. to K. Kt.’s 2na 

25. K. R. to K. B’s 2nd. 

26. K. to Q’s 2nd. 

27. P. to Q. R’s 4th. 

28. B. to K. B's 4th. 

29. K. to Q’s 3rd.§ 

30. R. takes Kt. 

31. B. to Q’s 2nd. 

32. R. to K. Kt.’s 4th. 


And Black resigned. 


Chapter VIII. 

THE QUEEN’S PAWN GAME, OR SCOTCH GAMBIT, 

Is an openinji; upon which but little information can be 
gathered from the earlier writers. Lolli has devoted some 
consideration to a few of its more important variations; but it 
was not tiU the occasion of the great match by correspond- 
ence, between the London and Pldiiiburgh Chess (Jlubs, when 
each party adopted this opening in one of their games, that 
its merits began to be appreciated. Since that period it lias 
undergone a searching and complete analysis, and is now 

* His best move, we believe, was P. to Q. R’s 4th. To save the Bishop, 
Black must have played P. to Q. R’s 4th also ; upon wliich, by taking the 
B., checking, and then moving Q. to her R’s 6th (ch.), White’s attack 
would have been irresistible. 

t Kt. to K. Kt.’s 3id, threatening to win the B., would have been au 
awkward move for Black. 

: R. to K. Kt.’s 3rd, followed by Q. R. to K’s 6th, if Black jdayed 
K. R. to K. Kt.’s sq., would have been much stronger play, 

4 He can do no better 
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acknowledged throughout Europe to be one of the most excel- 
lent and suggestive methods of commencing a game which 
has ever been invented. The chief authors to be consulted 
on “The Queen’s Pawn Game” aro— Ghulam Kassim, in 
an interesting little work published at Madras, in 1 829, under 
the title of “Analysis of the Muzio Gambit, &c.,” 4to., p. 64; 
Lewis, Jaenisch, Bilguor and V. II. dcr Laza, Walker, and the 
“ Chess-Player's Clironicle.” 

GAME THE FIRST 

WHITE, BLACK. 

1. P. to K’s 4th. 1, P. to K's 4th. 

2. K’s Kt. to B's 3rd. 2. Q’s Kt. to B's 3rd. 

3. P. to Q's 4th. 3. Kt. takes P. 

It is from your third move the opening derives its name of 
“The Queen’s Pawn Game.” Upon the advance of this Pawn, 
Black is compelled to take it, or have a very had position, and 
this is one of the advantages the present gambit possesses over 
the ordinary ones, in most of wliich the d(‘fensive player may 
refuse the oRbred Pawn with perfect safety. Black has 
now the option of taking it either with his Knight or Pawn, 
and as the res})ectivc variations arc distinct in character fix)m 
each other, it will be as w’ell to examine them st'parately. In 
this game your opponent takes the Pawn with his Knight, 
which LoUi commends as preferable to taking with the Pawn. 
Modem authors are at issue with the Italian on this point, 
and seem to concur in opinion that 3. P. takes P. is the pro- 
per mode of play. 

4 . Kt. takes Kt. 4. P. takes Kt. 

You may also take P. with Kt., and preserve a slight advan- 
tage of position, as will be shoAvn in a variation on your 4th 
move presently. 

5. Q. takes P. 5. Kt. to K’s 2nd. 

He may prefer playing 5. Q. to K. B’s 3rd, and the following 
show^s the probable result. 

5. Q. to K. B’s 3rd. 

6. P. to K’s 5th. 6. Q. to K. Kt.’s 3rd.* 

/. Q’s Kt. to B’s 3rd. 7. Q. takes Q. B’s P. 

* If he play C. Q. to her Kt.’s 3rd, you reply with 7. Q’s B. to 
3rd. 
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8. B. to Q’s 3rd. 

9. Q. takes B. 

10. Q’s Kt. to his 5th. 

11. B. to K’s 3rd. 

12. Kt. takes B's P. (ch.) 

13. Q. to K. B’s 8th (ch.) 

14. R. to Q. B’s sq. (ch.), 


8. B. to Q. B’s 4tl\. 

9. Q. takes B. 

10. Q. to K's 5th (ch.) 

11. Q. takes K. Kt.’s P, 

12. K. to Q’s square. 

13. K. takes Kt. 
d wins. 


6. K’s B. to 0,. B's 4th. 6. Kt. to Q. B’s 3rd. 

If instead of this, you play 6. Q’s B. to K. Kt.'s 5th, he may 
answer with 6. Kt. to Q. B's 3rd, just the same, and you have 
little, if any, advantage in the game. 

7. Q. to her 5th. 7. Q. to K. B’s 3rd (best) 

8. Castles. 8. B. to K’s 2nd. 


You have a better opened game, but the superiority is not 
important. At his 8th move he may play, instead of B. to 
K’s 2nd, P. to Q‘s 3rd, which you can answer with 9. K's B. 
to Q. Kt.'s 5th, and then 10. Q's Kt. to B's 3rd, having a 
good opening. 


Variation L, 


Beginning at White s \th move. 


WHITE. 

1. P. to K’s 4th. 

2. K’s Kt. to B's 3rd. 

3. P. to Q's 4th. 

4. Kt. takes P. 


BLACK. 

1. P. to K’s 4th. 

2. Q's Kt. to B’s 3rd. 

3. Kt. takes P. 

4. Kt. to K’s 3rd 


If he play 4. K’s B. to Q. B's 4th, you proceed thus : — 


5. K’s B. to Q. B’s 4th.* 

6. B. takes Kt. 

7. Q. to K. IPs 5th (ch.) 

8. Kt. takes P. 

9. Q. takes B. 


4. K's B. to Q. B's 4th. 

5. Kt. to K’s 3rd (best) 

6. K. B’s P. takes B.f 

7. P. to K. Kt.’s 3rd. 

8. Kt. to K. B's 3rd. 


And you have gained a P. and the better situation. 


6. K’s B. to Q. B’s 4th. 5. K’s Kt. to B’s 3rd. 


If he play 5. P. to Q’s 3rd, you check with your B. at Q. Kt.’s 
5th, then take the interposed Q. B’s P. with Kt., and upon 


* You must not play 5. Kt. takes K. B's P,, on account of 6. Q. to 
K. R's 5th. 

t If he take the B. with Q's P., you exchange Queens, and then take 
K. B's P. w**th Kt. (ch.’i, Krinning the R* 
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his taking your Kt. as his best, you take the P. with B. (ch.), 
and afterwards the R., and although you give up two minor 
Pieces for the R. and Pawns, your game will be preferable to 
his. But he may also, at his 5th move, play P. to Q. B's 3rd, 
and, as the subjoined variation shows, maintain a good defence. 

5. P. to Q. B’s 3rd. 

6. B. takes Kt.* 6. Q. to R’s 4th (ch.) 

(You may castle without any disadvantage, instead of taking the Kt. 

7. Q’s Kt. to B’s 3rd. 7. Q. takes K's Kt. 

8. B. to Q. Kt.’8 3rd. 8. B. to Q. B’s 4th. 

9. Castles. 

The positions are about equal. 

6. Castles. 6. P. to Q‘s 3rd. 

7. Kt. to K. Kt.’s 4th. 7. B. to K's 2nd. 

Your game is less confined than his, but you have very little 
advantage. 

If at his 6th move, instead of P. to Q’s 3rd, he play 6. Kt. 
takes K’s P , the gmne would probably be carried on thus : — 

6. Kt. takes K’s P. 

7. Kt. takes K. R’s P. 7. K. takes Kt. 

8. B. takes Kt. (rh.) 8. K. takes B. 

9. Q. to K. Kt.’s 4th (ch.) 

And you afterwards gain the Kt., and have a winning position. 

Having examined the consequences arising from Black’? 
taking your Queen's Pawn with the Knight at his third move 
in this game, the next will be devoted to the variations which 
spring from his taking it with the King's Pawn. 


GAME THE SECOND. 


WHITE. 

1 . P. to K’s 4th. 

2. K’s Kt. to B's 3rd. 

3. P. to Q's 4th. 


BLACK. 

1. P. to K's 4th. 

2. Q’s Kt. to B's 3rd. 

3. P. takes P. 


In the preceding game it was remarked that later authors, in 
opposition to LoUi, regarded this as Black’s better way of 
taking the Pawn. 


* A powerful attack may now be got by taking the K. B’s P. with Kt. 
(See game between Messrs. Cochrane and Walker, at the end of the 
present Chapter.) 
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You have now two modes of proceeding, either to retake 
the Pawn with your Kt. at once, or leave it to hiing out yoiu 
King’s B., and thus be enabled to castle, and get the rest of 
your forces into action spec'dily. The latter is by far the 
more general practice, and gives rise to situations of gi'oater 
beauty and diversity than the former ; we will first, therefore, 
proceed to consider the consequences of this line of operation, 
and afterwards examine those attendant on the immediate 
capture of the Pawn. (See Game the Sixth.) 

4. K's B. to Q. B's 4th. 4. K's B. to Q,. B’g 4th. 

Authorities are divided on the subject of Black’s 4th move, 
some advocating the cheek with the Bishop, and others the 
move shown liere; an analysis of the variations springing from 
both will follow (for the former, see next game), so tliat you may 
compare and judge between them. There are also tlmec other 
moves at his command, viz., 4. P. to U's t3rd, K. Kt. to B‘s 
3rd, and 4. Q. to K. B's 3rd, each of whicli shall be subse- 
quently examined. (Sec Variations III and IV.) 

5. P. to Q. B*s 3rd. 5. P. to Q’s 6th. 


You might also play K. Kt. to his 5th (See Variation I.), or 
castle at this i)oint, as in Variation II. ; botli of these moves 
will be examined hereafter. Black's 5th move is that for- 
merly advised as best by the chic*f writers; if instead he 
should play 5. P. bikes P., you may take the K. B s P. 
with your B. (eh.), and if he take B. with K., you j)lay 
Q. to her 5th (eh.), and then take his B. He may, how- 
ever, adopt tlie mo^e suggested by Jacniseh of 5. K’s Kt. to 
B’s 3rd, and ri'solve the game into a position of the “ Guioco 
Piano,” which we arrive at in that game by these moves; — 


1. P. to K's 4th. 

2. K’s Kt. to IPs ^^rd. 

3. K'b B. to Q. IPs ^th. 

4. P. to Q. B’s 3rd. 

6. P. to Q’s 4th. 


1. P. to K’s 4 th. 

2. Q’h Kt. to IPs 3rd. 

3. K’s B. to Q. B’b 4th. 

4. K’s Kt. to B’s 3rd. 

5. P. takes P. 


Tlie result of which is considered an even game. (See the 
Guioco Piano.”) 

6. P. to Q. Kt.’s 4th. 6. B. to Q. Kt.’s 3rd 

7. P. to Q. Kt.’s 5th. 7. Q. to K’s 2nd. 


For youi 7th move the best writers have heretofore i^coua 
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nieuded Q. to her Kt.’s 3rd, in which case the followdnp 
moves ensue 

7. Q. to her KCb 3rd. 7. Q. to K. B’s 3rd. 

8. Castles. 8. P. to Q’s 3rd. 

9. B. takes doubled P. 9. Q’s B. to K’s 3rd. 

10. Q. to her B’s 2nd.* 10. Kt. to K’s 2nd. 

11. GPs B. to Kt.*8 2nd.f 11. Q’s Kt. to K’s 4th. 

12. Kt. takes Kt. 12. P. takes Kt. 

You hav(' still a little attack, but the advantage on your sids 
is very slight. 

llie move of 7. P. to Q,. Kt.’s 5th occurs in a game lately 
played between the writer and Mr. Harrwitz, and has been 
sanctioned in practice since by some of the best players in 
the country ; if Black, in reply, play 7. Kt. to Q. R's 4th, or 
Kt. to his sq., his Kt. for some moves is inactive, and White 
has time to dcvclope his forces ; if he answer with 7. Kt. to 
K’s 2nd, WTiite plays Q. to her Kt.'s 3rd, and should win. 
llic move adopted by Mr. Harrwitz, of 7. U. to K's 2nd, 
aj)pears the best. 

8. Castles. 8. Kt. to K‘s 4th. 

9. Kt. tak('s Kt. 9. Q. takes Kt. 

10. Q. to her Kt.’s 3rd. 10. (i. to K. B’s 3rd, or 

11. P. to K’s 4th. K’s 2nd. 

\on have a fine game. 

* Better than P. to Q. B’s 4th. 

t This move is given in the German “ llandbuch,” but White, it ap- 
pears to me, may try the subjoined with safety : — 

11. B. to K. Kt.’s .5th. 11. Q. to K. Kt.’s .'ird. 

12. P. to Q. Kt.’s 5th. 12. Q’s Kt. to K's 4th.* 

13. Kt. takes Kt. 13. P. takes Kt. 

14. B. takes Kt. 14. K. t.ikes B. 

You now play K. to R’s sq., and have the better game. 


* If he retreat, or go to Q. R’s 4th, you first take K’s Kt. with 
Q’s Bishop, then advance P. to K’s 5th, ezeliauge the Pieces, and after- 
wards take P. with P. 
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Variation T., 

Beginning at White's 5 th 7nov^ 


BLACK 



WHITE. 


5 K’s Kt. to his 5th. 5. K’s Kt. to R’s 3rd (l>est^ 

This is his best move ; if he play 5. Q's Kt. to K’s 4th, yon 
proceed as in the present case, but with a more favourable 
game. 

6. Kt. takes K. B's P. 6. Kt. takes Kt. 

If instead of taking the Kt., he now play 6. B. to Q. Kt.'s 
5th (ch.), the result will be to }our ad\antdgc. 

6. B. to Q. Kt.’s 5th (ch.) 

7. P. to Q. B’s .'ird. 7. P. takes P. 

8. P. takes P. 8. B. takes P. ((h ) 

9. Q’s Kt. takes B. 9. Kt. takes K’s Kt. 

10. B. takes Kt. (ch.) 10. K. takes B. 

11. Q to K. R’s 5th ((h.) 

And you have a fine attacking position. 

This vanation is admirably exemplified in the game betw een 
Mr. Cochrane and M. Deschappelles, at the end of the Chapter. 

7. B. takes Kt. (ch.) 7. K. takes B. 

8. Q. to K. 11*8 5tli (ch.) 8. P. to K. Kt.’s 3rd. 

9. Q. takes B. 9. P. to Q’s 3rd. 

He might also play 9. Q. to K’s 2nd, which would probably be 
followed up thus : — 

9. Q. to K’s 2nd. 

10. Q to her B’s 4th (ch.) 10. Q. to K’s 3rd 

11. Q to K's 2iid. 11. P to Q’s 4th* 
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12. P.'to K. B’s 3rd. 12. K'l R. to K's sq. 

13. Castles. 13. K. to Kt.^s 2nd. 

14. Q. to K. B’s 2nd. 14. P. takes K'a P. 

15. P. takes P. 

The game is in your favour. 

10 Q. to her Kt.’s 5th. 10. P. to Q. R’s Srd. 

H. Q. to her 3rd. 11. K. to Kt.’s 2nd. 

12. Castles. 12. Q’s B. to K‘s 3rd. 

13. P. to Q. B’s 3rd. 13. U. to K. B's 3rd. 

14. B. to Ci’s 2iid. 

You appear to me to have the better game. 


Variation II., 

hoginning at White's 5th move, — (See the preceding diagram.) 

5. Castles. 5. P. to Q’s 3rd. 

If at this point he move 5. Q. to K. B's 3rd, the result \Wll bi 
somewhat in your favour ; for exam])le, — 

5. Q. to K. B's 3rd. 

6. P. to Q,. B’s 3rd. 6. P. to Q’s .h-d. 

7. P. to Q. Kt.'s 4tl). 7. B. to Q. Kt.’s 3rd. 

8. B. to Q. Kt.’s 2nd. 8. Kt. to K’s 4th. 

9. Kt. takes Kt. 9. P. takes Kt. 

10. P. takes P, 10. B. takes P. 

11. B. takes B. 11. P. takes B. 

12. P. to K’ft ith. 12. Q. to luT Kt.’s 3ra. 

13. P. to Q. R’s 4th. 13. P. to Q. R’s 4th. 

14. P. takes P. 14. R. takes P. 

15. Kt. to Q. R’s 3rd. 

And although short of Pawns, vour Pieees will soon be in po'verfnl co- 
operation with each other, and give you the st’^onger gCDie, 

6. P. to Q. B’s 3rd. 6. P. takes P. 

lie Jiiay also play without danger 6. P. to Q's Gth. 

7. Q’s Kt. takes P. 7. K's Kt. to K’s 2ik1. 

If instead he move 7, Q's B. to K’s 3rd, you get the better 
game, as follows : — 

7, Q’s B. to K’s 3rd. 

8. B. takes B. 8. P. takes B. 

9. K’s Kt. to his 5th. 9. Q. to her B’s sq. 

10. Q. to K. R’s 5th (eh.) 10. P. to K. Kt.’s 3rcL 

:i. Q. to K. Kt.’8 4th. 11. P. to K’s 4th. 

^2. Kt. to K’b f>th. 12. K’s Kt. to B’l 3rcL 


li 
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13 Q. to K. R»9 3rd. 13. K. to hi« 2iiv?. 

14. Q’sKt. to Q’s 5th (ch.) 14. Kt. takes Kt 

15. P. takes Kt., &c. 

8. K's Kt. to his 5th. 8. Kt. to K’s 4th. 

And he has at least as good a game as you have. This varia* 
tion sei*ves to prove that your castling oii the 5th move is lesis 
advisable than the move of 5. P. to Q. B’s 3rd. 

Vabiation III., 

Beginning at Black's \th move, 

WHITE. BLACK. 

1 . P. toK's4th. 1. P. toK’s4th. 

2. K‘s Kt. to B's 3rd. 2. Q’s Kt. to B’s 3rd. 

3. P. to (Vs 4tli. 3. P. takes P. 

4. K‘s B. to Q. B’s 4th. 4. P. to Q’s 3rd. 

Black now relinquishes the defence of the P. he has gaineci* 
but he a^o, in some degree, neutralizes your attack. 

At this point, in the opinion of V. II. der Laza, he may 
also equalize the game by playing 4. K. Kt. to B’s 3rd, a 
\*ariation which tliis able writer pursues as follows : — 

4. K’s Kt. to B’s 3r(l. 

5. Kt. takes P., or (A.) 5. Kt. takes K’s P. 

6. B. takes K. B’s P. (ch.) 6. K. takvs B. 

7. Q. to K. H’s 5th (ch.) 7. P. to K. Kt.’s 3rd. 

8. Q. to her 5th (ch.) 8. K. to Kt.’s 2ii(l. 

9. Kt. takes Q’s Kt. 9. Q. to K. R’s 5th. 

(Another move suggested by V. H. der Laza for Black, via,, 9. Q« t) 
K’s sq., I think preferable to the one made.) 

:0. Q. to her 4th (ch.) 10. K. to Kt. s sq. 

:i. Kt. to K’s 5th, 

I certainly think White has the better game. 

(A.) 

5. P. to K’s 5th 5. Kt. to K. Kt.’s Sth. 

0. B. takes K. B’s P. (ch.) 6. K. takt^s B. 

7. Kt. to K. Kt.’s 5th (ch.) 7. K. to Kt.’s sq. 

8. Q. takes Kt. 8. P. to K. R*s 3rd. 

These are the moves of the able writer mentioned ; if I am not mistaken, 
Wliite should rather play 8. Q. to K. B’s 3rd, instead of taking the Kt. 
immediately. 

V. H. d. L's variation proceeds thus 

9. K’s Kt. to B’s 3rd. 9. P. to Q’s 3M. 

10. Q. to K’s 4th, 10. P. takes K’s P. 
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11. Kt. takes K’s P. 

12. Q. takes Kt. 

13. Castles. 

14. K's R. to Q’s sq. 

15. Q. to K. Kt.’8 3rd. 

16. P. to Q. B's 3rd. 


11. Kt. takes Kt. 

12. K. to R’s 2nd. 

13. P. to K. Kt.’s 3rd. 

14. B. to K. Kt.'s 2nd. 

15. P. to Q. B's 3rd. 

16. Q. to K's 2ud. 


And it is remarked in the German ** Handbuch," “ Black has not a bad 
game." 

<5. P. to Q. B's 3rd. 5. P. talces P. 


If you castle at this moment, Black will play 5. Q's B. to K. 
Kt.’s 5th, and sustain his P. In reply to your move of 5. P. 
to Q. B’s 3rd, Black may play 5. Ci‘s Kt. to K’s 4th, where- 
upon you may take the P. with P., and when he tiikes your 
B., you can check with the Q,. at her B’s 4th, and then take 
the Kt. In the German “ Handbuch,” Black is made to play 
6. Q’s B. to K. Kt.’s 5th; but there is e\4dcntly some mistake 
in the calculations, because although after a few moves the 
game is pronounced equal, Black in reality is minus a Piece. 
He may, however, seemingly, move 5. K’s Kt. to B's 3rd, 
instead of taking the P. with P., but in that case also, your 
Pieces have greater freedom than his. 

6. Q’s Kt. takes P. 

You have certainly the advantage in position. 


Vakiation IV., 


Beginnimj also at Bktek's 4fh move. 


WHITE. 

1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rd. 

3. P. to Q’s 4th. 

4. K’s B. to Q. B's 4th. 


BLACK. 

1. P. to K’s 4th. 

2. Q’s Kt. to B’s 3rd. 

3. P. takes P. 

4. Q. to K. B’s 3rd. 


This was a defence adopted by Me Donnell against La Bour- 
CLonnais. It is ingenious, but it gives an irksome and restrained 
position to Black for a long time.. 

5. Castles. 5. P. to Q’s 3rd. 

If he play 5. K’s B. to Q. B’s 4th, you answer 6. P. to 
K’s 5th, and upon the Q. being moved to K. Kt.’s 3rd or 
K. B’s 4th, you play K’s R. to K’s sq., threatening to vmi bet 
by Kt. to K. R’s 4th. 
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6. P. to Q. B s ord. 


6. P. to Q*8 uth. 


It would be bad pbiy for him to take P. with P., because ha 
would briiiij^ your s Kt. into cfFeeti^ e action. He niijj^lit, 
however, play 6. Q‘s B. to K. Kt.’s 5th, with sonic plausibility. 

(«• s/-) 

6. Q’s B. to K. Kt.’s 5th. 

7. Q.. to her Kt.’s 3rd. 7. Castles on Q’s Mcle. 

8. Q's R. to K. Kt.'s 5th. 8. Q's Kt. to Q. R's 4tlu 

9. Q. to her Kt.’s 5th. 9. Q. to K. Kt.'s 3rJ. 

10. K’s Kt. to K. R’b 4th, &c. 


7. Q. ttikes P. 

8. (i*s B. to K. B's 4th. 

9. Q‘s Kt. to Q. li's 3rd. 

10. Q's Kt. to Q. B*s 2iid. 


7. Q. to K. Kt.’s 3nL 

8. B. to K's 2nd. 

9. P. to Q. R’s 3rd. 

10. K’s Kt. to R's 3rd. 


Yoiu- p^ame is Ix'tUu’ opened, but there is no veiy striking 
dispai’ity in the positions. 


GAME THE THIRD. 


WHITE. 

1. P. to K’s 4th. 

2. K’s Kt. to B's 3rd. 

3. P, to Q’s 4th. 

4. K’s B. to Q. B’s 4th. 


BLACK. 

1. P. to K’s 4th. 

2. Q’s Kt. to B’s 3rd. 

3. P. takes P. 

4. B. to Q. Kt.’s 5th (eh.;' 


Black’s 4th move, as was remarked in the preceding; game, 
has long been a rexata qumatio among chess-players; tlie 
majority are of opinion that, if followed by taking the advers(‘ 
Q. B’s P. and Q. Kt.'s P., it compromises Black’s game irre 
deemably; but some few belitwe the two gained Pa^vns to 
be a sufficient equivalent for the disadvantage of position. It 
appears to me that the clu^ek may be givem without much dan- 
ger, but that by taking both the Pawns, Black subjects himself 
to an attack for which his superiority of force but poorly 
compensates. 

5. P. to Q. B’s 3rd. 5. P. takes P. 

B. Castles. d. P. to (i. B’s 7th. 


Instead of castling, Mr. Cochrane brought into vogue a very 
novel and ingenious mode of continuing the attack by no a* 
taking P with Q,. Kt.’« P the next game.) 
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Ff»r the consequences of Black's taking the second Pa^vn at 
this point, refer to Game the Fifth. 

If instead of either move, he ])lay 6. P. to Q's 3rd, ot 

6. Q. to K. B’s 3rd, I think you obtjiiii a slightly better game, 
lu the first place, suppose, — 

6. P. to Q’s .^rd. 

7. P. to Q. R»s 3r(l. 7. P. lo a R’s 4th. 

8. P. to Q. Kt.’s 4tli. 8. R. fo Q. Kt.’s 3rd. 

9. Q. to her Kt.’s 3rd. 9. Q. to K. IPs 3rd. 

10. Q’s Kt. takes P. 10. Q's B. to K's 3rJ. 

(You might also attack the Q. with vonr Q’s B., and afterwards take the 
P. with Q’s Kt.) 

11. Q's Kt. to Q’s 5th. 11. B. takes Kt. 

(Ho ATOuid })hiy ill in taking your Q’s R., on account of 12. Q’a B. to 
Kt.’s 2nd.) 

12. B. takes B. 12. K’s Kt. to K’s 2ud. 

13. Q\s B. to K. Kt.’s 5th. 13. Q. to Kt.’s 3rd. 

14. Q’s B. takes K’s Kt. 14. K. takes B 

15. Kt. to K. ir.s 41]i. 15. Q. to K. B’s 3rd. 

1(). Kt. to K. B’s 5th (eh.) 10. K. to hi^ <(). or B’s sq, 

17. (I’.s R. tv) B’s sq. 17, Kt. to Q’s sq. 

18. P. to Q. Kt.’s 5th. 

And the gained P. is liaidly an equivalent for the conlincment of hia Pieces. 

In the second plac(‘, — 

0. Q. to K. B’s 3rd. 

7. P. to K’s 5th. 7. Q. to K. Kt.’s 3rd. 

8. P. lakes W 8. B. to Q. B’s 4th. 

9. Q. to K’s 2nd. 9. Q’s Ki. to Q’s S(j. 

10. Kt. to K. R’s 4th. 10. Q. to lier B’s 3rd. 

His game is ill develoi)ed. 

7. Q. bikes V 7. P. to Q's 3rd. 

8. P. to Q. H's 3rd. 8. H. to Q. B's 4th. 

9. P. to Q. Kt.'s 4lh. 9. B. to d. Kt.’s 3rd. 

If lie play 9. B. to (|'s 5th, you bike him with the Kt., tind 
then move Q. to h(*r B's 3rd ; if he move 9. Kt. to (^'s 5lh, 
you likcnvi.si' take him, and afterwards take K. B's P. with 
your B. (eh.). 

10. Q‘s B. to Kt.'s 2nd. 10. K’s Kt. to B's 3rd. 

'I'ho s:auie is about even. 
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GAME THE FOURTH. 

Mb, Cochbanb’s Attack. 

WHITE. black. 

1 . P. K’s 4tli. 1. P. to K’s 4th. 

2. K‘s Kt. to B's 3rd. 2. Q's Kt. to B's 3i\l. 

3. P. to (i's 4th. 3. P. takes P. 

4. K's B. to Q. B’s 4th. 4. K's B. checks. 

3. P. to Q. B's 3rd. 5. P. takes P. 

6. P. takes P. 6. B. to Q. B’s 4th. 

Vour move of 6. P. takes P., unless opposed with uncommoa 
care, will give you a very powerful attack. 

7. P. to K’s 5th. 7. P. to Q’s 4th (best) 

P. to K’s 5th is tlie move adopted by Mr. Cochrane ; I have 
found 7. Castling (see Var. I.) more advantiigoous, because it 
prevents the advarice of Black’s P. to Q's 4th. If Black 
play 7. P. to Q’s 3rd, he has a bad opening. (See the 
game between Messrs. Cochrane and Popert, at the end of 
Qie present Chapter.) He may move, however, 7. K’s Kt. to 
K’s 2nd, as commended by Jaenisch. {e. g,) 

7. K’s Kt. to K’s 2nd. 

8. Q’s B. to Q. R’s 3rd, 8. Castles. 

9. Castles. 9. K. to R’s sq. 

(If he play 9. P. to Q’s 4th, you take the P. in passing, and the positiou* 
are about equal.) 

10. R. to K’s sq. 

He has a P. more, but your position is very superior. 

8. Q. takes P. 8. Q. takes Q. 

You may also take P. with l\ in passing, or P. with K’s B. at 
your 8th move. In the first place, — 

8. P. takes P. in passing. 8. Q. takes P. 

9. Q. to her Kt.’s 3rd. 9. Q’s B. to K’s 3rd. 

(Instead of jQ. to her Kt.’s 3rd, you can likewise play 9. Q’s B. to Q. R’s 

3rd, or take Q. with Q., but in either case the game is a little in Black’s 
favour.) 

10. Castles. 10. K’s Kt. to K’s 2nd. 

11. Q’s B. to Q. R’s 3rd. 11. B. takes K’s B. 

12. Q. takes B. 12. Q. to her 4th. 

13. Q. takes Q. 13. Kt. takes Q. 

14. R. checks. 14. K’s Kt. to K’s 2nd. 

15. Kt. to K’s 5th. 15. Kt. takes Kt. 

16. R. takes Kt. 16. Castles on Q’s side. 

And you dare not take either Piece, so Black preserves the Pawn. 
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If at the 16th move you take K’s Kt. with B., he answers with P- 
to K. B»8 Srd. 

In the second place,— 

8. B. takes Q*s P. 8. K’s Kt. to K’s 2nd. 

9. B. takes Q’s Kt. (ch.) 9. K^s Kt. takes B. 

10. Q. takes Q. (ch.) 10. Kt. takes Q. 

11. B. to Q. Kt.'8 2nd. 11. Q's B. to K. Kt’s 5th. 

12. Q’s Kt. to Q’s 2nd. 

Even game. 

9. B. takes Q. 9. K’s Kt. to K’s 2n»i. 

10 K’s B. takes Q’s Kt. (ch.) 10. Kt. takes B. 

11. Q’s B. to K. B's 4th. 11. Castles. 

12. Castles. 12. K's R. to K's sq. 

18. P, to K. ll’s 3rd. 

The game is equal. 

Vakiatton I. 
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Moves 1 to 6 on each side as before. 
white. black. 

7. Castles. 7. P. to Q’s 3rd. 

If he play 7. K’s Kt. to K’s 2nd, you may move K’s Kt. to his 
5th, and if then he play 8. Q’s Kt. to K’s 4th, you can take 
K. B’s P. with Kt., &c., checking afterwai’ds with Q. at 
K. R’s 5th, and then taking the Bishop. 

8. P. to K’s 5th. 8. Q’s B. to K’s 3rd. 

If he venture to take 8. P. with P., you win by 9. B. takes 
K. B 8 P. (ch.), and when the K. takes B.. Kt. takes K’s P. ( ch.)* 
&».c. ; the King then has no safe place of refuge. 
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B. takes B. 9. P. takes B. 

10. Q. to herlvt.'s Srd. 10. Q. to B’s sq. 

11. P. takes (i’s P. 11. P. takes P, 

12. K’s Kt. to Ills 5tli, 

Followed by K. to K‘s sq., and you appear to me to ha/e a 
better game than Black. 


GAME THE FIFTH. 


WHITE. 

1. P to K's 4 til. 

2. K’s Kt. to B s 3rd. 

3. P. to U's -Ith. 

4. K’s B. to (i. B’s 4th. 

5. P. to Q. B's 3rd. 

6. Castles. 


BLACK. 

1. P. to K’s 4th. 

2. Q,’s Kt. to B's 3rd. 
8. P. takes P. 

4. K’s B. checks. 

5. P. takes P. 

6. P. takes Q. Kt.'s P. 


La Boiirdoimais and most leading phiyers concur in decrying 
this second cjxpture of Black's, but hitherto no one has pointed 
out the way to win against it. 

7. Q’s B. takes P. 7. K’s B. to his sq. 

I believe this to be the best defence of his Kt.’s P. he has. 
Instead of retreating the Bishop, he may play 7. K. to B’s sq., 
the move advised in the German “llandbuch” (See Var. I.), 

7. P. to K. B s 3r(l, and 7. K’s Kt. to B's 3rd. The etfect of 
playing either of the latter moves may be shown before pro- 
ceeding further. In the fir.st place then, suppose— 

7. P. to K. B^s 3rd. 

8. P. to K^s Sth. 8. P. takes P, 

(You may likewise play 8. Q. to her Kt.^s 3rd, and 8. Kt. to K. Kt.’s 5th, 
in both cases with a fine attack. If Black, instead of taking the P. 
with P., take it with his Kt., you take Kt. with Kt., and then play Q. 
to her Kt.’s 3rd.) 

9. K’s Kt. takes P. 9. Q’s Kt. takes Kt. 

10. Q’s B. takes Kt. 10. K’s Kt. to B’s 3rd. 

11. Q.. to her R’s 4th. 11. Q. to K’s 2nd 

(If he play 11. B. to K’s 2nd, you can then move your K’s R. to K’s sq., 
and if 11. P. to Q. B’s 4th, you may play 12. P. to Q. R’s 3rd, and 
then Q’s R. to his 2nd.) 

12. Q’s B. takes Kt. 12. P. takes B. 

13. P. to Q. R's 3rd. 13. B. to Q. B’s 4th. 

14. Q’s Kt. to B’s 3rd. 

You have a fine craroe. 
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In the next placo— 

7. K’s Kt. to B's 3rd. 

8. K^s Kt. to liis 5tli. 8. Castles. 

9. P. to K’s 5th. 9. K% Kt. to his 5th. 

he move 9. Kt. to K's sq., you must reply with 10. Q. to K. R’s 5th, 
having an easy game. He may also play 9. P. to Q’s 4th, or 9. P. t.i 
K. R's 3id, and in each case you can take his Kt. with the P., and ^ ill 
have the better game.) 

10. Q. takes Kt. 10. P. to Q’s 4th. 

11. P. to K’s 6th. 11. P. takes K’s B. 

12. Kt. takes K. B’s P. 12. R. take® Kt. 

13. P. tekes R. (<h.) 

And you win. 

Now to resume the original game. 

8. Q,’s Kt. to IPs 3rd. 8. K’b Kt. to R’s 3nh 

I believe your 8th mo^e to be bettei than either Q. to her 5th 
or P. to K’s 5th, (both of which, with careful jilay on Black's 
pait, should result in a drawn game), and that after this sortie 
of youi* Q’s Kt , the boaid affoidb no satisfactory defence for 
the second player. 

9. P. to K’s 5th. 9. K's B. to K’s 2ud. 

10. QsKt to K s 4th. 10. C’astles. 

11. Q to her 2nd. 11. P. to Q's 3id. 

12. Kt to K. Bs 6th (eh) 

You ha\e an excellent attaek. 

Vakiaiton I„ 


JjKjinnlng at Blades 1th move. 

BI ACK. 



\\ IIITF. 

Moves 1 to 7 as before. 
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WHITE. 

8. P. to K’s 5tli. 

9. P. to Q. R’s 3rd. 


BLACK. 

7. K. to B’s sq. 

8. Q. to K’s 2nd. 

9. B. to a. B’s 4tli. 


He has the choice of two evils, either to play thus, and permit 
you to bring out the Q’s Kt., or to move his B. to Q. R's 4th, 
and occupy the only attacking sq. which is open to his Q’s Kt 


10. Q’s Kt. to B’s 3rd. 

11. Q’s Kt. to Q's 5th. 

12. R. to K’s sq. 

13. Q's B. takes P. 

14. Kt. takes Kt. 

15. Kt. takes K. B’s P. 


10. P. to Q’s 3rd. 

11. Q. to her 2nd. 

12. P. takes K’s P. 

13. Kt. takes B. 

14. Q. to her sq. 


And you must win. 

The foregoing is an analysis of the most important combina- 
tions which proceed from your playing B. to Q. B’s 4th at the 
4th move, instead of biking the Pawn with your Kt. I’he next 
csonsideration must be the consequences to be looked foPfrom 
the latter coiu’se of action. 


GAME THE SIXTH. 


WHITE. 

1. P. to K’s 4th. 

2. K’s Kt. to B’s 3rQ. 

3. P. to Q’s 4th. 

4. Kt. takes P. 


BLACK. 

1. P. to K’s 4th. 

2. Q’s Kt. to B’s 3rd. 

3. P. takes P. 

4. Q. to K. R’s 5th. 


The move of 4. Kt. takes P., I believe to have been censured 
without good cause, and that it may be made with perfect 
security. The chief obj(‘Ction advanced against it, is the 
counter move by Black of Q. to K. R’s 5th; a manceuvre which 
is highly ingenious certainly, and has been approved by every 
writer of eminence from the time of its introduction, but 
which I have the temerity to think has been somewhat over 
estimated. The usual modes of opposing this move of the 
Queen have been by playing 5. Q. to her 3rd, or 5. Q’s Kt. to 
B's 3rd, and the result in each case is favourable for Black, an 
you will see in the following examples. Firstly — 

5. Q. to hei 3rd. 8. K’l Kt. to B’s 3rd. 



king’s knight’s OrENING. 171 

'He may also play as advised by Jaenisch, 5. Q’s Kt. to K*h 4th; aud 
obtain a fine game.) 

6. Kt. takes Q’s Kt. 6. Q’s P. takes Kt. 

7. P. to K's 5th. 7. K’s B. to Q. B’s 4th. 

8. Q’s B. to K’s 3rd. 8. B. takes B. 

(If you take the Kt. at your 8th move, he will win your Q. at least.) 

9. Q. takes B. 9. Kt. to his 5th. 

10. Q. to K’s 2nd. 10. Q. to K’s 2nd. 

11. P. to K. B’s 4th. 11. Q. to her Kt.’s 5th (ch.; 

And he has the better game. 

Secondly — 

5. Q’s Kt. to B’s 3rd. 5. K’s B. to Q. Kt.’s 5tlu 

6. Q. to her 3rd. 6. B. takes Kt. (ch.; 

7. P. fakes K 7. K’s Kt. to B’s 3rd. 

He has the advantage. 

These were the accepted methods of replyinp; to Black’s 4tk 
move, until a few months ago Mr. Ilorwitz originated another 
mode, which is, 1 think, deserving more attention than it has 
received; tliis is — i 

5. K’s Kt. to Q. Kt.’s 5th. 5. K’s B. to Q. B's 4th. 

In an interesting article on the Scotch Gambit, in the “ Berlin 
Schachzeitung,” for October, 1846, we find this move of Mr. 
Ilorwitz’s is reviewed, and the writer, in answer to it, suggests 
that Black may bike the K's P. (ch.),and afterwards establish 
a good defence (the result of this way of play will be shown in 
Var. I.) ; he is of opinion, too, in common with most players 
here, that the move in the text of 5. K’s B. to Q. B’s 4th, 
entirely foils the previous device of 'WTiite. Upon this point 
I am isposed to difier with him. The game now proceeds as 
foUo\tr8 : — 

6. Q. to K- B’s 3rd. 6. Q's Kt. to Q’s 5th. 

Black’s 5th and 6th moves were suggested by some membei*8 
of the London Club, and have been supposed by those who 
have examined them, including the writer of the article just 
spoken of and Mr. Horwitz himself, to compel the exchange 
of Knights, and thus completely nullify the first attack. I 
believe, however, that the exchange of Pieces is not impera- 
tive, and that this play of the B. and Kt., so far from we^en- 
ing your game, adds much to its power. In proof, I venture 
to submit the following train of play 
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7. Kt. takes Q. B’s P. (ch.) 7. K. to Q’s sq. (best) 

8. Q, to K. B‘s 4tli. 8. Kt. takes Q. B’s P. j 

He has appjxi’ently no stronger move. 

9. K. to Q's sq. 9. Q. takes Q. 

Any other play would be still more disadvantageous to him. 

10. B. takes Q 10. Kt. takes Q’s R. 

11. Kt. tikes Q’s R. 

I believe the best answering moves have been made by Black, 
and now, upon surveying tlu' aspect of the board, there can be 
no question, I ap])rehend, that your game is much superior. 
The Kt. which has captm-ed your Rook, he can lu'ver extri- 
cate, while, to secure yours in the same* ])ositiou, he must lose 
many moves, and tlius affbid you ample time for the develop- 
ment of your remaining forces. 


Variation, 


Be(jinnin(j at Blade a 5fh move* 


WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K‘s 4th. 

2. K's Kt to 13 s 3rd. 2. Q's Kt. to B’s 3rd. 

3. P. to Q’s 4th. 3. P. takes P. 

4. Kt. takes P. 4. Q. to K. R’s 5th. 

5. Kt. to Q. Kt.’s 5th. 5. Q. tak(‘s K's P. (ch.) 

Tliis is the other mode of play for Black proposed by the 
German wTiter, and he pursues it thus : — 

6. B. to K's 2nd. G. K. to Q's sq. 


If he take the K. Kt.’s P., you move K’s B. to his 3rd, &c., 
and if instead of moving his King, he play 6. K's B. to Q's 
3rd, you take the B. with your Q., and must win the 
exchange.” He may, liowever, play another move, viz., 
6. K’s B. to Kt.'s 5th (ch.), the consequences of which it 
may be well to examine briefly. 

6. K^s B. to Q. Kt.’s 5th (ch.) 

7. B. to Q’s 2nd. 7. K. to Q’s bq. 

8 . 


In this situation I thiidc, in opposition to trie able writer men- 
tioned, that Black's game is vastly inferior to youv>>, and that 
with his King so circumstanced, the loss of >our Pawn Lp 
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ootuaDy an advantage, since it affords so much scope for the 
attack of the ilooks. 

7. Castles. 7. V. to Q. R’s 3rd. 

8. Q's Kt. to W8 3rd. 8. Q. to K's sq. 

This is the retreat proposed by the German critic ; if the Q. 
bo moved to K's 4th, yon first play (I’s Kt. to Q's 5th, and if 
th{'n he take the other Kt., you ro 2 )l 3 " with Q's 13. to K. B’s 
4th, and have a better game. 

9. K’s Kt. to (i's 4th. 

And again, I believe, with the strangely changed positions of 
his King and Queen, and the facility afforded you for biinging 
the Pieces into immediate action, that the game is very much 
in your favour. 


GAME THE SEVENTH. 


Varying from the preceding at Blades Ath move. 


WHITE. 

1. P. to K's ith. 

2. K's Kt. to Ifs 3rd. 

3. P. to Q's 4th. 

4. Kt. takes P. 


PLACK. 

1 . P. to K's 4th. 

2. Q's Kt. to 13's 3rd. 

3. P. takes P. 

4. K's 13. to Q,B's4th. 


lliis is probably his strongest move; lie may, though, play 
4. Kt. takes Kt., and resohe tlu* game into a position of a 
former cxamjile, which we an-hc at tliere b^^ — 


1. ?. to K*s ith, 

2. KV Kt to H’s ‘iid 

3. P. to Q's 4th. 

4. Kt. talxes Kt. 

5. Q. takes P. 

5 Kt. takes Q’s Kt. 

6. Q. to K. B's 8rd. 

7 P. takes Q. 

8 Q's B. to K. B’s 4th. 
1 ^. K’s B. to Q. B’s 4th. 

10 . Q’s Kt. to Q’s 2nd. 


1. P. to K’s 4th. 

2. Q’s Kt. to B’s 3rd. 

3. Kt. takes P. 

4. P. takts Kt. 

5. Q. to K. B’s 3rd. 

6. Q. takes Q. 

7. Q. Kt.'s P. takes Kt 

8. P. to Q's 3rd. 

9. Q’s B. to K's 3rd 


And the game is in cvciy^ respect equal. 
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GAMES 

ILLUSTRATIVE OF THE QUEEN’S PAWN OR SCOTCH 
GAMBIT. 

(From the Chess-Player's Chronicle,) 

Game I. — Played in the celebrated match between th<j 


London and Edinburi 

WHITB. (Edinburgh.) 

1. P. to K’s 4th. 

2. K. Kt to B’s 3rd. 

3. P. to Q’s 4th. 

4 . Kt. takes Kt. 

5. Q. takes P. 

6. K. B. to Q. B’s 4th. 

7. Q. to her 5th. 

8. Kt. to Q. B’s 3rd.* 

9. Q. B. to Q’s 2iid. 

10. K. B. to Q. Kt.’s 5th. 

11. Q. to her B’s 4th. 

12. Castles on K’s side. 

13. Q. to her Srd.f 

14. Q. to K. Kt.’s 3rd. 

15. Kt. takes B. 

16. Kt. to Q. B's 3rd. 

17. B. to K. Kt.’s 5th, 

18. P. to Q. Kt.’s 3rd. 

19. B. to Q. B’s sq. 

20. K. R. P. takes Q. 

21 . P. takes Kt. 

22. Q. R. to Kt.’s sq. 

23. K. R. to Q’s sq. 

24. Q. R. to Q. Kt.’s 3rd. 

25. P. to K. B’s 3rd. 

26. P. takes P. 

27. P. to K. Kt.’8 4th. 


;h Chess Qubs, 1826 . 

BLACK. (London.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. Kt. takes P. 

4. P. takes Kt. 

5. K. Kt. to K’s 2nd. 

6. Kt. to Q. B’s 3r(L 

7. Q. to K. B’s 3rd. 

8. K. B. to Q. Kt.’s 5th. 

9. P. to Q’s 3rd. 

10. Q. B. to Q’s 2nd. 

11. K. B. to Q. B’s 4tb. 

12. Castles on K’s side. 

13. Kt. to K's 4th. 

14. B. takes B. 

15. P. to Q. B’s 3rd. 

16. Kt. to Q. B’s 5th. 

17. Q. to K. Kt.’s 3rd. 

18. P. to K. B’s 3rd. 

19. Q. takes Q. 

20. B. to Q’s 5th. 

21. B. takes Kt. 

22. P. to Q. Kt.’s 3rd. 

23. Q. R. to K’s sq. 

24. B. to Q. R’s 4th. 

25. P. to K. B’s 4th. 

26. Q. R. to K’s lih.X 

27. Q. R. takes Q. B. P. 


♦ Castling would have been better play, because Black would then have 
had no favourable opportunity of bringing their K. B. into the field, 
t Kt. to Q’s 5th looks a tempting move, but it would have been a ver> 
bad one for them. (e. g,) 

13. Kt. to Q’s 5th. 13. Q. to K. R’s 5th. 

14. Kt. takes Q. B. P. 14. Q. R. to Q. B’s sq. 

15. Kt. to Q’s 5th, 15. Kt. to K’s 4th. 

16. Q. to K’s 2nd. 16. Q. B. to K. Kt.’s 5tL. 

17. Q. to K’s sq. 17. Kt. to K, B’s 6th (oh.} 

And Black win. 

X I’hev fhould have taken the P. with K’s Kook. 
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28. 

B. 

to K. B's 4th. 

28. 

Q. 

R. takes Q. B. P. 

29. 

B. 

takes Q. P. 

29. 

K. 

R. to K’s sq. 

30. 

Q. 

R. to his 3rd. 

30. 

P. 

to K. R’s 3rd. 

31. 

B. 

to Q. B’s 7th. 

31. 

R. 

to K’s 2nd. 

32. 

K. 

R. to Q’s 8th (ch.) 

32. 

K. 

to R’s 2iid. 

33. 

R. 

to Q. B’s 8th. 

33. 

Q. 

R. to B’s 8th (ch.) 

34. 

K. 

to his R’s 2nd. 

34. 

K. 

R. to K’s 8th. 

35. 

K. 

to his R’s 3rd 

35. 

R. 

to K. R’s 8th (ch.) 

36. 

B. 

to K. R’s 2nd. 

36. 

B. 

to Q. B's 6th.* 

37. 

P. 

to K. B’s 4th. 

37. 

B. 

to Q'b 7th. 

38. 

P. 

to K. Kt’s 3rd. 

38. 

B. 

to Q. R's 4th.t 

39. 

Q. 

R. to K’s 3rd.: 

39. 

Q. 

R. to Q. B’s 7th. 

40. 

P. 

to K. Kt’s 5th. 

40. 

K. 

R. takes B. (ch.) 

41. 

K. 

to his Kt.’s 4th. 

41. 

P. 

to K. R’s 4th (fh.) 

42. 

K. 

to B’s 3rd. 

42. 

K. 

R. to B’s 7th (ch.) 

43. 

K. 

to his 4 th. 

43. 

P. 

to K. Kt’s 3rd. 

44. 

K. 

R. to Q. B’s 7th ^ch.) 

44. 

K. 

to his Kt.'s sq. 

45. 

K. 

to his 5th. 

45. 

Q. 

R. to Q. B’s 4th (ch. 

46. 

K. 

to B’s 6th. 

46. 

Q. 

R. takes P. (ch.) 

47. 

K. 

takes P. 

47. 

Q. 

R. to K. B’s sq. 

48. 

K. 

R. to K. Kt’s 7th (ch.) 

4H. 

K. 

to R's sq. 

49. 

K. 

to R’s 6th. 

49. 

B. 

to Q. Kt. s 5th. 

50. 

Q. 

R. to K’s 6th. 

50. 

Q. 

R. to K. B’s 4th. 

51. 

K. 

R. to R’s 7th (ch.) 

51. 

K. 

to his Kt.’s sq. 

52. 

Q. 

R. to K. Kt.’s 6th (ch.) 

52. 

K. 

to B’s sq. 

53. 

Q. 

R. takes B. P. 

53. 

Q. 

R. to Q. B’s 4th. 

54. 

Q. 

R. to K. B’s 6th (ch.) 

54. 

K. 

to his sq. 


* From the subjoined variation it appears that they would not havs 
Improved their game by the move of B. to Q's 7th. 

36. B, to Q’s 7th. 

37. Q. R. to R's 4th. 37. B. to K's Cth, 

38. Q. R. to K's 4th. 38. B. to K. Kt.'s 8th. 

39. Q. R. to K's 8th, 39. R. tikes B. (ch.) 

40. K. to Kt.'s 3rd. 

And White must win, 

t If Black had played their Rook to Q. B’s 7th, the opposing party 
would have moved P. to K. Kt.’s 5th. {e. y.) 

38. R. to Q. B's 7th. 

39. P. to K. Kt's 5th. 39. P. takes P., or (A.) 

40. Q. R. takes Q R. P. 

And White wins. 

VA.) 

39. K. R. takes B. 

40. K. to his Kt's ith. 

Black cauuot save tlit' game, 
the game is admirably played. 
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55. P. to K. Kt/s 6th. 

5G. P. to K. Kt/s 4th. 

57. R. takes B. (ch.) 

58. P. to K. Kt.^s 7th (ch.) 

59. R. to K. R’s 8th. 

CO. K. to his R^s 7th. 


55. Q. R. to Q. B’s 5th 

56. B. to K. B’s 89. (ch , 

57. K. takes R. 

58. K. to B's 2nd. 

59. Q. R. to B’s 3rd (di.\ 


And Black resigned. 


Game II. — Between Messrs, 

WHITE. (Mr. C.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 


3- P. to Q’s 4th. 

4. Kt. takes P. 

5. B. to Q. B’s 4th. 

6. Castles. 

7. Kt. takes K. B. P.* 

8. B. takes Kt. (ch.) 

9. P. to K’s 5th. 

10. P. to Q. B’s 4th. 

11. K. to R’s sq. 

12. P. to K. B’s 4th, 

13. P. to K. B’s 5th 

14. B. to K. B’s 4th 


Cochrane and Walker 

BLACK. (Mr. W.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. Kt. takes P. 

4. Kt. to K’s 3rd. 

5. P. to Q. B’s 3rd. 

6. K. Kt. to B’s 3rcL 

7. K. takes Kt. 

8. K. takes B. 

9. Kt. to Q’s 4th. 

10. Kt. to Q. Kt.’s SiiU 

11. P. to K. R’s 4th. 

12. P. to K. Kt.’s 3rd. 

13. K. takes K. P. 


(oh.) 

(ch.) 

And Black lost the game. 


Game III.— Between Messrs. Cochrane and DesohappelLee. 


BLACK. (M. D.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 


WHITE. (Mr. C.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P. to Q’s 4th. 

4. K. B to Q. B’s 4th, 

5. K. Kt. to Kt.’s 5th. 

6. K. B. takes B. P. (ch.) 

7. Kt. takes Kt. 

8. P. to Q. B’s 3rd. 

9. P. takes P. 

10. Q. Kt. takes B. 

11. Q. to her 5th (ch.) 


3. P. takes P. 

4. K. B. to Q. B’s 4th. 

5. Q. Kt. to K’s 4th.t 

6. Q. Kt. takes B. 

7. B. to Q. Kt.’s 5th (eh.) 

8. P. takes P. 

9. K. B. takes P. (ch.) 

10. K. takes Kt. 

11. K. to B’s square. 


* We are indebted to Mr. Cochrane for this ingenious variation fron 
the ordinary opening. 

t This is not the correct move, he should have played K. Kt, to R's 
3rd. 
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12. Q. B. to R's 3rd (ch.) 

13. P. to K’s 5th. 

34. P. takes P.* 

15. P. takes P. wh.) 

IT). Kt. takes Q. 

17. Castles on K’s side. 

18. B. to Q's 6th. 

19. Q. B. to K. Kt.'s 3rd. 

20. Q. R. to Q’s square. 

21. K. R. to K^s square (ch.) 

22. Q. R. takes B. 

23. Q. R. to his 5th. 

24. Q. R. to Q. B’s 5th. 

25. K. R. P. takes Kt. 

26. K. R. to Q’s square. 

27. K. R. to Q’s 3rd. 

28. Q. R. to K. B’s 5th (ch.) 

29. K. R. to Q’s 8tli (ch.) 

30. R. to K. B’s 8fh (ch.) 

31. P. takes R., becoming a Q. (ch. 

And Whi 


12. P. to Q’s 3rd. 

13. Q. to K. Kt.’s 

14. Q. takes Q. 

15. K. to B’s 2nd. 

16. Q. B. to Q’s 2nd. 

17. Q. R. to Q. B's squara 

18. K. to his 3rd. 

19. Q. B. to his 3rd. 

20. B. takes Kt. 

21. K. to B’s 3rd. 

22. K. Kt. to R’s 3rd. 

23. Kt. to K. B’s 4th. 

24. Kt. takes B. 

25. K. to B’s 2nd. 

26. K. R. to K’s square. 

27. K. R. to K’s 2nd. 

28. K. to his square.f 

29. R. takes R. 

30. K. takes R. 


wins. 


Gah£ IV. — Between Messrs. Popert and Stauntor . 


WHITE. (Mr. S.l 

1. P. to K’s 4th. 

2. K. Kt. tc B’s 3rd. 

3. P. to Q’s 4th. 

4. K. B. to Q. B’s 4th. 

5. P. to Q. B’s 3rd. 

6. Castles. 

7. Q. takes P. 

8. P. to Q. R’s 3rd. 

9. P. to Q. Kt.’s 4th. 

10. Q. B. to Q. Kt’s 2nd. 

11. P. to K’s 5th. 

12. Kt. takes P. 

13. B. takes Kt. 

14. Q. Kt. to B’s 3rd. 

15. Q. B. to K. Kt.’s 3rd. 

16. Q. R. to K’s sq. 

17. Q. to her Kt.’s 3rd. 


black. (Mr. P.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. P. takes P. 

4. K. B. checks. 

5. P. takes P. 

6. P. to Q. B’s 7th. 

7. P. to Q’s 3rd. 

8. B. to Q. R’s 4th. 

9. B. to Q. Kt.’s 3rd 

10. K. Kt. to B’s 3rd 

11. P. takes P. 

12. Kt. takes Kt. 

13. Castles. 

14. Kt. to K. Kt.’s 5th. 

15. Q. to K. Kt.’s 4th. 

16. Q. B. to K. B’s 4th. 

17. P. to Q. B’s 3rd.: 


* The termination of this game is very ingeniously played by Mr 
Cochrane. 

t K. to his 3rd would have saved the game. 

t Highly ingenious, the object being to tempt White to attack tlie 
Rook, that Black might be enabled to take the K. B. ^ 

N 



178 


CHESS-PLAYER S HANDBOOK. 


18. B. to Q’s 6th. 

19. B., takes K. R.* 

20. K. B. takes K. B. P. (ch.) 

21. B. to Q’s bth.t 

22. Q. takes P. 

23. P. takes B. 

24. K. to Kt.’s 2nd. 

25. Kt. to K.'s 4th. 

26. Q. to K. Kt.»s 5th. 

27. R. takes Kt. (ch.) 

28. K. takes B. 


18. Kt. takes K. B. P. 

19. Q. B. to K. R's 6th.t 

20. K. takes Q. B. 

21. Q. B. P. takes B. 

22. Q. to K. B’s 3rd. 

23. Kt. takes P. (double cheoli. 

24. Kt. to K. B's 7th. 

25. Q. to K. Kt.’8 3rd (clu) 

26. Q. to her B’s 3rd. 

27. B. takes R. 

28. K. to Kt.'s sq. 


White wins. 


Game V. — ^Between Messrs. Cochrane and Popert. 


WHITE- (Mr. C.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P. to Q's 4th. 

4. K. B. to Q. B’s 4th. 

5. P. to Q. B’a 3rd. 

6. P. takes P. 

7. P. to K’s 5th. 

8. Q. to her Kt.’s .3rd. 

9. Castles 

10. Q. B. to Q. R’s 3rd. 

11. Q. Kt. to Q’s 2nd. 

12. K. Kt. takes P. 

13. Q. to Kt.’s 5th (ch.) 

14. K. R. to K’s sq. (ch.) 

15. B. takes B. 

16. Q. takes Q. Kt. P.|| 

17. Q. takes Kt. (ch.) 

18. Kt. to K’s 4th. 

19. Kt. to K. Kt.’s 5th (ch.) 

20. Q. takes K. P. (ch.) 


BLACK. (Mr. P.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd 

3. P. takes P. 

4. B. checks. 

5. P. takes P. 

6. B. to Q. R’s 4th. 

7. P. to Q’s 3rd.§ 

8. Q. to K’s 2nd. 

9. Q. P. takes P. 

10. Q. to K. B’s 3rd. 

11. Q. B. to K. B’s 4th. 

12. Kt. takes Kt. 

13. Q. Kt. to B's 3rd. 

14. Q. B. to K’s 3rd. 

15. P. takes B. 

16. R. to Q’s sq. 

17. K. to his B’s 2nd. 

18. Kt. to K’s 2nd. 

19. Q. takes Kt' 


And White wins. 


* If be had taken the Kt., Black would have had a 6ne position of 
offence. 

t This is very skilful, nothing but the nicest care can save White’s 
game. 

X The only move apparently to avert the threatened defeat. 

5 In the analysis of this opening it is shown that the better move is — 
7. P. to Q’s 4th. 

H This game is admirably played by Mr. Cochrane. 
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Game VL — Between Messrs. Horwitz and Staunton 


WHITE. (Mr. H.) 

1. P. to K's 4th. 

2. K. Kt. to B’s 3rd. 

P. to Q^s 4th. 

4. Kt. takes P. 

5. K. Kt. to Q. Kt.»s 5th.t 

6. B. to K’s 2nd. 

7. P. to K. B's 4th. 

8. Kt. takes Q. B. P. (ch.) 

9. Kt. takes R. 

10. Q. Kt. to B’s 3rd. 

11. Q. to her 2nd. 

12. Q. Kt. to Q. R’s 4th. 


black. (Mr. S.)’ 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. P. takes P. 

4. Q. to K. R’s 5th.» 

5. Q. takes P. (ch.) :J: 

6. Q. to K’s 4 th. § 

7. Q. to her B’s 4th. 

8. K. to Q’s sq. 

9. K. Kt. to B’s 3rd. 

10. K. B. to K’s 2nd. 

11. R. to K’s sq. 

12. Q. to K. B’s 4th. 


* This move, which was introduced by a brilliant amateur or the Lon- 
don Chess Club, a few years ago, has been approved by the best writers, 
Bilguer, Lewis, Jaenisch, &c., since, as the most effectual way of wrest- 
ing the attack from the opening player ; but an examination of the highly 
ingenious rejoinder, devised by Mr. Horwitz, will have the effect, if we 
mistake not, of considerably weakening the reliance of players upon this 
favourite variation in futuie. 

t This is the counter move invented by Mr. Horwitz. He had long 
felt assured, he tells us, that the fourth move of Black was unsound, 
and, after much pondering and analysis, it occurred to him that Kt. to 
Q. Kt.’s 5th might be satisfactorily opposed to it. The following moves 
will serve to show the effect this move is likely to have upon the subse- 
quent game of the second player. Suppose, — 

WHITE. BLACK. 

5. Q. takes P. (ch.) 

(It is .with this object Black plays his Q. out.) 

6. B. to K’s 2nd. 6. K. B. to Q’s 3rd, or (A.) 

7. Q. takes K. B. 7. Q. takes K. B. (ch.) (best) 

8. K. takes Q. 8. P. takes Q. 

9. Kt. to Q. B’s 7th (ch.) 

Winning the exchange. 


7. Castles. 

8. Q. Kt. to B’s 3rd. 

9. Q. Kt. to Q’s 5th. 

10. a B. to K. B’s 4th. 

11. Q. B. takes P. (ch.) 

12. Kt. to Q. Kt.’s 6th. 


(A.) 


6. K. to Q’s sq. 

7. Q. R. P. one. 

8. Q. to K’s 4th. 

9. P. takes Kt. 

10. Q. to her 5th. 

11. K. to his sq. 


t He plays in evident unconsciousness of the perils with which hie 
opponent’s new attack surrounds him. 

§ Throwing away the game at once. 

N 2 
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13. Castles* 

11. Q. to her 3ril. 

IS. P. to K. B*s 5tli. 

J6. Q. B. to K. B’s 4tli. 

17. B. takes B. 

18. Q. R. to Q’s sq. 

19. Q. takes Kt. 

20. R. takes Q. 

21. P. to Q. B’s 3rd. 

22. P. to K. B’s 6th. 

23. K. R. to Q’s sq. 

24. Q. R. to Q’s 2nd. 

25. Q. R. takes R. 

26. R. to K’s 2Qd. 

27. R. to K's sq. 

28. a Kt. to B's r)th. 

29. R. to K’s 7th. 

30. Kt. to Kt.’s 7th (ch.') 

31. R. takes B. 

32. R. takes K. B. P. 

33. R. takes Q. R. P. 


13. Kt. to K’s 5tli. 

H. Q. to K’s 3rd. 

15. Q. to K. B’s 3rd 
Ifi. K. B. to Q’s 3rd. 

17. Kt. takes B. 

18. Q. Kt. to Q. Kt.'s 5tli. 

19. Q. takes Q. 

20. R. takes B. 

21. Kt. to Q. B’s 7th. 

22. P. to K. Kt.’s 3rd. 

2.1. Kt. to K’s 6th. 

24. R. takes K. Kt. P. (cU.) 

25. Kt. takeb K. R. 

26. P. to Q. Kt.’s 3rd. 

27. P. to Q. Kt.’s 4th. 

28. Kt. takes Q. Kt. P. 

29. P. to Q's 3rd. 

30. B. takes Kt. 

31. Kt. to Q. B’s 5th. 

32. Kt. to K’s 4th. 


And wins. 


Game VII. — Between Mr. B. 

WHITE. (Capt. K.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P. to Q’s 4th. 

4 . Kt. takes P. 

5. Kt. takes Kt. 

6. Q. to her 2nd. 

7. Q. Kt. to B’s 3rd. 

8. K. B. to Q’s 3rd. 

9. Q. to K. B’s 4th. 

10. Q. takes Q. 

11. Castles. 

12. Kt. to K’s 2nd. 
i.3. P. to Q. Kt.’s 3rd. 

14. Q. B. takes P. 

15. Kt. to B’s 4th. 


jrreviUe and Capt. Kennedy. 

BLACK. (Mr. B. G.) 

1. P. to K's 4th 

2. Q. Kt. to B’s 3rd. 

3. P. takes P. 

4. K. B. to Q. B’s 4th.* 

5. Q. to K*. B’s 3rd. 

6. Q. P. takes Kt. 

7. Q. B. to K's 3rd. 

8. Castles on Q’s side. 

9. P. to K. R’s 3rd. 

10. Kt. takes Q. 

11. P. to K. Kt.’s 4th. 

12. P. to K. Kt.’s 5th. 

13. K. R. to Kt.’s sq.*) 

14. Kt. to K. R’s 4th. 

15. P. to K. Kt.’s 6th.; 


* This perliaj[)S is the strongest way of replying to White’s move »>! 
Kt. takes P. 

t The sacrifice of the P. here to gain an opening on the adverse K, 
Rook's file, is the conception of an adept in chess strategy. 

t This and the subsecuent moves of Mr. Greville are of the very first 
or«ier of fine play. 
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16. 

Kt 

. takes Kt. 

16. 

P. 

takes K. B. P. (ch.) 

17. 

K. 

to R’s square. 

17. 

R. 

to 

K. R’s sq. 

18. 

B. 

to K. Kt.’s 5th. 

18. 

Q. 

R. 

to K. Kt.’s sq. 

19. 

Kt 

. to K. Kt.’8 7th.* 

19. 

K. 

B. 

to Q’s 3rd. 

20. 

P. 

to K. R’s 3rd. 

20. 

Q. 

B. 

takes K. R. P. 

21. 

P. 

takes B. 

21. 

Q. 

R. 

takes Kt. 

22. 

R. 

takes P. 

22. 

K. 

R. 

takes P. (ch.) 

23. 

K. 

to Kt.’s square. 

23. 

Q. 

R. 

takes B. (ch.) 

24. 

R. 

to K. Kt.’s 2nd. 

24. 

B. 

lo 

Q. B’s 4th (ch.) 

25. 

K. 

to B’s square. 

25. 

K. 

R. 

to his 8th (ch.) 

26. 

K. 

to his 2nd. 

26. 

Q. 

R. 

takes R. rdi.) 

27. 

K. 

to B’s 3rd. 

27. 

Q. 

R. 

to B’s 7th (ch.) 

28. 

K. 

to Kt.’s 3rd. 

28. 

K. 

R. 

takes R. 




And Black wins. 





Game VIII. — Between Mr. B. Greville and M. Kies(#itzk7 


WHITE. (Mr. B. G.) 

1. P. to K's 4th. 

2. K. Kt. to B’s 3rd. 

3. P. to Q's 4th. 

4. K. B. to Q. B’s 4th 

5. P. to Q. B's 3rd. 

6. Castles. 

7. Q. B. takes P. 

8. P. to K’s 5th. 

9. Q. to her Kt.’s 3rd. 

10. P. takes P. 

11. P. to Q. R’s 3rd. 

12. Q. Kt. to B’s 3rd. 

13. Q. Kt. to Q’s 5th. 

14. Q. to her B’s 3rd.J 

15. K. B. to Q’s 3rd. 

16. Q. R. to K’s square. § 


BLACK. (M. K.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. P. takes P. 

4. B. to Q. Kt.’s .nh (ch.) 

5. P. takes P. 

6. P. takes P. 

7. K. to B’s square.f 

8. P. to Q’s 3rd. 

9. K. Kt. to R’s 3rd 

10. P. takes P. 

11. B. to Q. Rs 4th. 

12. K. B. to Q. Kt.’s 3rd. 

13. Q. Kt. to Q. R s 4tli. 

14. K. Kt. to B’s 4th. 

15. P. to K. B’s 3rd. 

16. Q. Kt. to Q. B’s 3rd. 


* With the view to play his B. to K. B’s Cth if Black took the Kt. 
t This is inferior, we think, to returning the Bishoj) home again. 

J The attack is sustained with a good deal of vigour and ingenuity. 

4 Threatening to take off the K. Kt., and then plant the Rook al 
K’s 7th. The young player will comprehend the importance of the Rook 
being so placed from the annexed moves, which are probable when tlu 
Rook is played thus. Let us suppose White had now to move, — 


B. takes Kt. 

R. to K’s 7th. 

Q. to h^r 2nd. 

R. takes K. B. P. 


B. takes B. 

Q. R. to B’s sq. 

Kt. or R. attacks both Q. and 
Kt. or R. takes Q. 


B. takes K. Kt. P. (ch.) 
and then White mates with the Kt. next move. 


B 
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17. Kt. takes K. B. 

18. K. Kt. to his 5th.* 

19. B. takes Kt. 

20. Kt. to K's 6th (ch.) 

21. R. takes B. 

22. Q. to K. R's 3rd. 

23. B. to Q. R’s square. 

24. P. to K. B's 4th. 

25. K. R. to K’g square. 
2i>. Q. to K. R^s 5th (ch.) 

27. Q. to K^s 2nd. 

28. P. takes Kt. 

29. P. takes P. (dis. ch.) 


17. Q. R. P. takes Kt. 

18. Q. R. to his 4tn. 

19. R. takes B. 

20. B. takes Kt. 

21. R. to K^s 4th. 

22. R. to Q. Kt.^s 4th. 

23. K. to B’s 2nd. 

24. P. to K. R's 3rd. 

25. P. to Q’s 4th.f 

26. P. to K. Kt.'s 3rd. 

27. Kt. to K's 4th. 

28. K. takes R. 


Black ■)2rrc:7dcr;i. 


Chapter IX. 

THE QUEEN’S BISHOPS PAWN GAME IN THE KING'S 
KNIGHT'S OPENING. 

This ib an offshoot of the King's Knight’s Opening, so full of 
interest and variety, that its omission in many of the leading 
works on the game is truly unaccountable. Ponziani has 
briefly touched on it, and pioposed an ingenious sort of 
counter-gambit in Black’s reply of 3. P. to K. B’s 4th, and 
Major Jaenisch has given some attention to its salient fea- 
tures, but it deserves, and, if we mistake not, will yet attain 
a higher place in the category of legitimate openings than has 
hitherto been assigned to it. 


GAME THE FIRST. 


WHITE. 

1. P to K’s 4th. 

2. K. Kt. to B's 3rd. 

3. P. to Q. B’s 3rd. 


BLACK. 

1. P to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. P. to K. B’s 4th. 


Black’s 3rd move is the coimter-gambit suggested by Pon- 
ziani. Instead of this move he may play P. to Q’s 4th, as 
in Variation I., or 3. K. Kt. to B’s 3rd, or 3. B. to Q. B’s 4th, 
the result of his adopting either of which will be shown in 
the next game. 


* Well played. Black dare not capture the Kt. 
J* After this move the jfame is quite irretrievable. 
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4. P. to Q's 4th. 


4. P. takes K. P. 


You may likewise play, tnough not so advantageously, 4. B. 
to Q. Kt.’s 5th. 

4. B. to Q. Kt.’s 5th. 4. P. taJtes K. P. 

5. B. takes Kt. 5. Q. P. takes B. 

6. Kt. takes P. 6. Q. to K. Kt.'s 4th. 

He must win your K. Kt. P., and will be better situated tliai you are. 

If in place of either, you hike the K. B. P. with P., the fol- 
lowing moves will show that Black gets the better game:— . 


4. P. takes P. 

5. P. to K. Kt.’s 4th, 

6. K. Kt. to his sq. 

7. Q. takes P. 

8. K. B. to Q’s 3rd. 


4. P. to Q’s 3rd. 

5. P. to K. R’s 4th. 

6. P. takes P. 

7. K. Kt. to K’s 2nd. 

8. P. to K. Kt.’s 3rd. 


And you must lose the Pawn and have an inferior position. 

5, Kt. takes K. P. 5. K. Kt. to B’s 3rd. 

6. K. B. to Q. Kt.’s 5th. G. P. to Q. R’s 3rd. 


Your move of 6. B. to Q. Kt.’s 5th, is an effectual bar to the 
advance of the Q. P., and appears to me to give you an 
undeniable adviintage in position. Instead of this move, the 
German “ Ilandbueli,” which only cursorily notices the open- 
ing, recommends you to take Kt. with Kt., which gives an 
equal game. (c. y.) 

6. Kt. takes Q. Kt. 6. Q. Kt. P. takes Kt. 

7. Q. B. to K. Kt.’s 5th. 7. P. to Q’s 4th. 

&c. 

7. B. takes Q. Kt. 7. Q. Kt. P. takes B. 

If he retake with Q. P., the game may be pursued thus : — 

7. Q. P. takes B. 

8. Q. B. to K. Kt.’s 5th. 8. K. B. to Q’s 3rd. 

9. Q. Kt. to Q’s 2nd. 9. Q. B. to K. B’s 4th. 

10. Q. to her Kt.’s 3rd, with an excellent position. 

8. Q. B. to K. Kt.’s 5th. 8. Q. R. to Kt.’s sq 

Black has no good move; if he play 8. K. B. to K’s 2nd, you 
reply with 9. B. takes Kt., and then check wuth the Q. at 
K. R’s 5th; if he move 8. B. to Q. Kt.’s 2nd, you may play 

9. Q. to her Kt.’s 3rd, and win a Piece; and if he play 
6. K. B. to Q's 3rd, you can answer with 9. Q. Kt. to Q's 
2nd, and have an excellent position. 

9 P. to Q. Kt.’s 4th. 9. Q. B. to Kt.’s 2nd. 

Thus far the moves are those occurring in a game betweeu 
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Mr. Hnrrwitz and the writer. White now played 10. Q to 
her R’s 4th, and the game proceeded thus : — 

10. Q. to her R’s 4th. 10. ?. to Q’s 4th. 

11. Castles. 11. P. to K. R’s 3id. 

(At the 11th move, White would play badly to take the Q. B. P., on 
account of 11. Q. to her 2nd.) 

12. B. to K. R’s 4th. 12. Q. to her 3rd. 

13. B. to K. Kt.’s 3rd. 

Winning in a few moves. 

You may, however, instead of moving the Queen, play at 
your 10th move thus: — 

10. Castles. 10. P. to Q’s 4th. 

11. P. to K. B’s 3rd. 11. B. to K‘s 2nd. 

If he play 11. P. to K. R's 3rd, you answer 12. B. takes Kt., 
and if he then retake with his Q., you can take P. with P., 
and havfe a splendid game. Should he however prefer taking 
the B. with K. Kt. P.,the following moves are likely to occur; 
let us suppose, — 

11. P. to K. R’s 3rd. 

12. B. takes Kt. 12. P. takes B. 

13. P. takes K. P. 13. P. takes Kt. 

14. Q. to K. R’s 5th (ch.) 

And then checkmates in five moves. 

12. P. takes K. P. 12. Castles (best) 

13. Q. Kt. to Q’s 2nd. 

And you have a clear Pawn more, and a much better gamo 
than he has. 

If he now attempt to regain the P. by taking P. with Kt,, 
you must exchange Rooks, and then you can win easily 


VARIA.TION I., 


Beginning at Black's 

WHITE. 

1. P. to K's 4th. 

2. K. Kt. to B’s 3rd. 

3. P. to Q. B’s 3rd. 

4. K. B. to Q. Kt.’s 5th. 


Zrd move. 

BLACK. 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd, 

3. P. to Q’s 4th. 

4. P. takes K. P. 


If instead of taking the P. he play 4. Q. B. to K. Kt.’s 6tli, 
the result must be favourable to you; for example, — 

4. Q. B. to K. Kt.’s 5<h. 

5. Q,. to her R’s 4th. 5. B. takes Kt. 

6, B. takes Kt. (ch.) 6. P. takes B. 
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7. Q. takes P. 7. K. to his 2Ld. 

8. P. takes B. 

You have a winning game. 

5. Kt. takes K. P. 5. Q. to K. Kt.’s 4tii. 

Cle may also j)lay 5. Q. to her 4th, and, if you move 6. Q. 

U, R’s 4th, follow with 6. K. Kt. to K’s 2Dd. 

6. Q. to her R’s 4th. 6. Q. takes Kt. 

lie has apparently no stronger move — ^taking the K. Kt. P. 
would he disastrous to him. 

7. B. takes Kt. (ch.) 7. K. to Q’s sq. 

8. Q. takes K. P. 

Gaining a Pawn and a superior position. 


GAME THE SECOND. 


WHITE. 

1. P. to Ks 4th. 

2. K. Kt. to B's 3rd. 

3. P. to Q. B's 3rd. 


BLACK. • 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. Kt. to B’s 3rd. 


As was before remarked, he has also the choice of playing 
3. K. B. to Q. B's 4th, for which sec Variation I., in the pre- 
sent game. 

4. P. to Q’s 4th. 4. K. Kt. takes K. P. 

5. P. takes K. P. 5. P. to Q’s 4th, 

These are the opening moves of a game between Messrs- 
lueseritzky and Plorwitz. If Black, for his 6th move, play 
K. B. to Q. B’s 4th, your rejoinder should be also K. B. to 
Q. B’s 4th, and not, as recommended by Jaenisch, 6. Q. to her 
6th, and then if he either castle or take your K. B. P., by 
playing Q. to her 5th, you have the better game. He may, 
however, play 5. P. to Q’s 3rd, as advised by Jaenisch, 
apparently without disadvantage. 

6. K. B. to Q. Kt.’s 5th. 6. K. B. to Q. B’s 4th. 

7. K, Kt. to Q’s 4th. 7. B. takes Kt. 

If he decline the Kt. and play 7. Q. to her 2nd, you win p 
P iece by 8. P. to K. B's 3rd. If he play 7. B. to Q’s 2nd, 
you may pursue the game as follows 

7. B. to Q»s 2ncl 

8. B. takes Kt. 8. P. takes B. 

Should he take B. with B., you can play Q. to K. Kt.’s 4th, threaten 
iug to win the Kt. by P. to K. B’s 3rd.> 
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9. Castles. 9. Castles. 

10. P. to K. B’s 3rd. 10. K. Kt. to Kt’s 4tlu 

11. P. to K. B's 4th, 11. Kt. to K*8 5th. 

12. P. to K. B’s 5th. 

And you have certiunly a good game. 

8 P. takes B. 8. Castles. 


You can now take off liis Kt. and castle, and then play Qi 
to K. ll's 5th, preparatory to advancing P. to K. B’s 3rd, 
having a slight advantage, lliis position may also occur is 
the ordinary Giuoco Piano, where it is brought about by— 


1. P. to K's 4 th. 

2. K. K . to B^s 3rd. 

3. K. B. to Q. B’s 4th. 

4. P. to Q. B’fl 3rd 
- 5. P. to Q’a 4th. 

6. P. to K’s 5th. 

7. B. to Q. Kt’s 5th. 

8. K. Kt. takes P. 

9. P. takes B. 

10. B. takes Q. Kt. 


1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. K. Kt. to B’s 3rd. 

5. P. takes P. 

6. P. to Q’s 4th. 

7. K. Kt. to K’s 5th. 

8. B. takes Kt. 

9. Castles. 

10. P. takes B. 


dtc., &c. 


Vahiation I., 

Begimnng at Black's Srd move. 


WHITE. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P to U. B s 3rd. 

4. P. to Q. Kt.’s 4th. 

5. P. to Q. Kt.’s 5th. 

6. Kt. takes K. P. 

7. P. to Q’s 4th. 


BLACK. 

1. P. to K's 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to B’s 4th. 

4. B. to Q. Kt.’s 3rd, 

5. Q. Kt to Il’s 4th. 

6. Q. to K’s 2nd. 

7. P. to Q’s 3rd. 


These moves occur in the opening of a game between Messrs. 
Horwitz and Ilarrwitz : — 

8. B. to Q. R’s 3rd. 8. P. to K. B’s 3rd. 

9. Kt. to K. B’s 3rd. 9. Q. takes K. P. (ch.^ 

li oa may also retreat the Kt. to his 4th, and interpose him 
at K’s 3rd, when the Q. takes K. P. 

10. B. to K’s 2nd. 10. K. Kt. to R’s 3rcL 

11. Castles. 11. Castles. 

12. K. B. to Q’s 3rd. 

And you have an undoubted advantage of situation. 
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GAMES 

ILLUSTRATIVE OF THE QUEEN'S BISHOPS PAWN GAME 
IN THE KING’S KNIGHT'S OPENING. 


Game T.— Between Messrs. Harrwitz and Staunton. 


WHITE. (Mr. S.) 

1 . P. to K’s 4th. 

2. K. Kt. to B’s 3rd, 

3 P. to Q. B’s 3rd. 

4. P. to Q’s 4th. 

f). Kt. takes P. 

C. K. B. to Q. Kt.’s 5th. 

7. B. takes Kt. 

8. Q. B. to K. Kt.’s 5th. 

9. P. to Q. Kt.’b 4th. 

10. Q. t ) Q. ll’s 4th. 

11. Castles.* * * § 

12. Q. B. to K. R’s 4th. 

13. B. to K. Kt.’s Srd.f 

14. Q. Kt. to Q’s 2nd. 

15. Q. Kt. to his 3rd. 

16. Q. Kt. to R’s 5th, 

17. Q. to B’s 2nd. 

18. P. to K. B’s Srd.J 
ly. R. takes P. 

20. Q. R. to K’s sq. 

21. K. Kt. takes Q. B. P. 

22. B. takes Q. 

23. Q. to K. Kt.’s 6th (ch.) 

24. Kt. takes B, (ch.) 


BLACK. (Mr. H.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. P. to K. B’s 4th. 

4. K. B. P. takes P. 

5. K. Kt. to B’s 3rd. 

6. P. to Q. R’s 3rd. 

7. Q. Kt. P. takes B. 

8. Q. R. to Q. Kt.’s sq. 

9. Q. B. to Kt.’s 2nd. 

10. P. to Q’s 4th. 

11. P. to K. R’s 3rd. 

12. Q. to her 3rd. 

13. K. R. to K. Kt.’s sq, 

14. Q. R. to Q. B’s sq. 

15. Kt. to Q’s 2nd. 

16. Kt. to Kt.’s 3rd. 

17. Q. B. to Q. R’s sq. 

18. P. takes P. 

19. Q. to K’s 3rd. 

20. K. B. to K’s 2nd. 

21. Q. takes R. (ch.)§ 

22. B. takes Kt. 

23. K. to Q’s sq. 

And wins. 


* The following moves will show the probable result of taking the P. 
with Kt.: — 

11. Kt. takes Q. B. P. 11. Q to her 2nd. 

12. P. to Q. Kt.’s 5th. 12. R. to Q. R’s sq. 

(His best move ; if P. takes P., then W^hite plays Q. to her R’s 7th.) 

13. Q. to her sq. 13. P. takes P., or B. takes Kt. 

And White has little if any advantage, 
t Threatening to win the K. R. by moving the Kt. to K B’s 7tL 
or Kt.’s 6th. 

t This is much stronger than taking the Q. B. P. with the K. Kt. 

§ He has no better move — the game is beyond hope. 
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•Between Mi*. Horwitz and Captain Evaitfw 


Game ll.- 

WHirs. (Capt. E.) 

1. P. to K*8 4th. 

2. K. Kt. to B's 3rd. 

3. P. to Q. B’s 3rd. 

4. P. to Q’s 4th. 

5. P. to K's 5th. 

6. Q. Kt. takes P. 

7. Q. B. to K. Kt/s 5th. 

8. K. B. to Q. B’s 4th. 

9. P. takes P. in passing. 

10. Q. to K’s 2nd. 

11. Kt. takes Kt. 

12. Castles.f 

13. Q. Kt. to Q’s 5th. 

14. Q. B. takes Kt. 

15. Kt. takes B. (ch.) 

16. K. R. to Q's sq. 

17. B. to Q. Kt.^s 3rJ. 

18. R. to Q’s 2nd. 

19. Q. R. to Q’s sq. 

20. Q. takes P. 

21. R. takes B. 

22. R. takes R. 

23. Q. to her sq. 

24. R. to Q^s 8th (ch.) 

25. Q. takes R. (ch.) 

26. Kt. to Q. B’s 6th (ch.) 


BLACK. (Mr.* H.) 

1. ?. to K*b 4th. 

2. Q. Kt. to B's 3rd. 

3. P. to K. B’s 4th. 

4. P. takes Q. P.* 

5. P. takes Q. B. P. 

6. K. B. to Q. Kt.'s Mil. 

7. K. Kt. to K's 2iid. 

8. P. to Q's 4th. 

9. Q. takes P. 

10. Q. Kt. to Q’s 5th. 

11. Q. takes Kt. 

12. Q. B. to Q's 2nd. 

13. Castles on Q’s side.^ 

14. B. takes B. 

15. K. to Kt.’s sq. 

16. Q. to K. R’s 5tb. 

17. Q. to K. R’s 3rd. 

18. P. to K. B’s 5lh. 

19. P. to K. B’s 6th. 

20. P. to Q. R’s 3rd. 

21. R. takes R. 

22. Q. to her B’s 8th (rh.) 

23. Q. takes Kt. P. 

24. R. takes R. 

25. K. to R’s 2nd. 


And White mates in four moves. 


Game III. — Between Capt. Evans and Mr. Henderson. 


WHITE. (Capt. E.) 

1 . P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P. to Q. B’s 3rd. 

4. K. B. to Q. Kt.’s 5th. 

5. Q. to her R’s 4th. § 


bi.ACK. (Mr. H.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. P. to Q’s 4th. 

4. Q. B. to K. Kt.’s 5cn. 

5. Q. to her 3ra. 


* In the previous game the King’s Pawn was taken, 
t W'hite has now an overwhelming attack. 

* The loss of a Piece eventually was inevitable, and Black did wisely ii: 
giving it up at once, to bring his other forces into action. 

i If Black, at his 4th move, take P. with P. . this move is the best reply 
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6, Kt. takes K. 

7. B. takes Q. Kt. (ch.) 

S. Q. takes P. (ch.) 

9. P. to K. B^s 3rd. 

10. P. to Q’s 4th.t 

11. Q. takes Q. B. P. (ch.) 

12. Q. to Q. B* * * § s 5th (ch.) 

13. Q. to Q. B’s 8th (ch.) 

14. Q. takes Q. (ch.) 

15. P. to K's 5th. X 

16. Kt. to Q's 2nd. 

17. Kt. to Q. Kt.*8 3rd. 

18. P. to K. B’s 4th. 

19. P. to K. R’s 4th. 

20. K. to his 2nd. 

21. K. to his B’s 3rd. 

22. P. to K. Kt.’s 3rd. 

23. Kt. to Q’s 2nd. 

24. K. R. to K’s sq. 

25. P. to Q. Kt.’s 3rd. 

26. B. to Q. Kt.'s 2nd. 

27. P. to K. R’s 5th. 

28. P. takes P. 

29. R. to K. R's sq. 

30. R. to K. R’s 3rd. 

31. R. to Q. B’s sq. 

32. P. to Q. B’s 4th. 

33. Kt. takes P. 

34. K. to his 2n(l. 

35. R. to K. Kt.’s 3rd. 

36. P. to Q. R’s 3rd. 

37. Q. R. K. Kt.’s sq. 

38. R. to K. R’s 3rd. 

39. R. to Q. B’s sq.|| 

40. R. to Q’s 3rd. 

41. Kt. to Q’s 6th. 

42. K. R. to Q. B’s 3rd. 

43. P. to Q’s 5th (ch.) 

44. R. to Q's 3rd (ch.) 

45. Kt. takes Kt. 

46. R. to Q’s 6th (ch.) 


C. Q. takes Kt. , 

7. P. takes B. 

8. K. to his 2nd. 

9. R. to Q’s sq. 

10. Q. to K's 3rd. 

11. R. to Q’s 2ud. 

12. K. to his sq. 

13. R. to Q’s sq. 

14. B. takes Q. 

15. P. to K. B’s 4th. 

16. Kt. to K. R’s 3rd. 

17. Kt. to K. B’s 2ud. 

18. B. to K’s 2nd. 

19. Kt. to K. R’s 3rd. 

20. B. to Q’s 2nd. 

21. B. to Q. Kt.’s 4th. 

22. B. to Q’s 6th. 

23. Kt. to K. Kt.’s .‘ith. 

24. P. to K. R’s 3rd. 

25. R. to Q. B’s sq. 

26. P. to K. Kt.’s 4th. § 

27. P. takes B. P. 

28. R. to K. Kt.’s sq. 

29. K. to B’s 2nd. 

30. K. to his 3rd. 

31. R. to K. Kt.’s 2nd. 

32. P. takes P. 

33. B. to K’s 5th (ch.) 

34. B. to K. Kt.’s 7th. 

35. B. to K’s 5th. 

36. Q. R. to K. Kt.’s sq. 

37. B. to K. R’s 5th, 

38. B. to K. B’s 7th. 

39. Q. B. to K. Kt.’s 7th. 

40. B. to K. R’s 5th. 

41. Kt. to K. B’s 7th. 

42. Kt. to K’s 5th. 

43. K. takes P. 

44. K. to K's 3rd. 

45. P. takes Kt. 

46. K. to B’s 4th. 


* A little premature ; P. to Q’s 4th first, would have strengthened the 
iltack. 

t This is not a judicious move. 

X White has still three excellent Pawns for the Piece given up. 

§ The power of forcing an opening here, adds greatly to tlie chances o. 
Black’s success. 

1) There is nothing to be gained by taking the Kt. with the Hook* 
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DBO JK. 


47. 

P. 

to 

K’s 6th. 

47. 

B. to K. B’s 

6th [ch.) 

48. 

K. 

to 

his 3rd. 

48. 

R. to K. Kt.’ 

8 7th. 

49. 

R. 

to 

Q. B’s 5th (ch.) 

49. 

K. to K. Kt.’ 

's 5th. 

50. 

R. 

to 

Q’s 2nd. 

50. 

R. takes R. 


51. 

K. 

takes R. 

51. 

K. takes K. B. P. 

52. 

B. 

to 

K’s 5th (ch.) 

52. 

K. to K. Kt. 

's 5th. 

53. 

K. 

to 

his 3rd. 

53. 

B. to K. Kt.’ 

s 4th (ch.) 

54. 

K. 

to 

Q’s 4th. 

54. 

P. to K's 6th 

55. 

R. 

to 

Q. B’s sq. 

55. 

R. to Q’s sq. 

(ch.) 

56. 

K. 

to 

Q. B’s 3rd. 

56. 

R. to Q. B’s 

sq, (ch.) * 




And Black 

wins. 




Game IV. — Played between Messrs. Horwitz, Harrwitz, and 
Von Carnap, against Messrs. Perigal, Jones, and Captain 
Evans, in consultation. 


WHITE. (Messrs. H., IL, & V. C. 

1. P. to K's 4th. 

2. K. Kt. to B^s 3rd. 

3. P. to Q. B’s 3rd. 

4. P. to Q’s 4th. 

5. P. to Q^s 5th. 

6. Q. Kt. to R’s 3rd. 

7. Q. B. to K. Kt.^s 5th.t 

8. B. takes Q. Kt. 

9. P. takes P. 

10. Q. to Q’s 5th. 

11. P. to Q. Kt.’s 4th. 

12. Q. takes Q. B. P. 

13. Q. to Kt.'s 5th. 

14. Q. to B's 6th. 

15. Q. to her 5th. 

16. Q. to her sq. 

17. Q. Kt. to his sq. 

18. Q. to Q. B’s 2iid. 

19. K. B. to Q’s 3rd. 

20. B. takes K. R. P. (ch. 

21. Castles. 

22. Q. to her 3rd. 

23. Q. Kt. to Q’s 2nd. 

24. Q. to K’s 2nd. 

25. Kt. takes Kt. 


BLACK. (Messrs. P., J... & E 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. Kt. to B’s 3rd. 

4. P. to Q’s 3rd. 

5. Q. Kt. to K’s 2nd. 

6. P. to Q. B’s 3rd. 

7. K. Kt. takes K. P. 

8. B. takes B. 

9. Castles. 

10. Kt. to Q. B’s 4th. 

11. P. takes Q. B. P. 

12. Q. B. to Q. Kt.’s 2nd 

13. Q. B. to R’s 3rd. 

14. R. to Q. B's sq. 

15. Q. B. to Kt.’s 2nd. 

16. Kt. to K’s bth.t 

17. Q. to Q. Kt.’s 3rd. 

18. Q. takes Q. Kt. P. 

19. Kt. takes Q. B. P. 

20. K. to R’s sq. 

21. Kt. to K’s 5th, 

22. K. takes B. 

23. Q. R. to Q. B’s 6th. 

24. Kt. takes Kt. 

25. Q. to Q. B’s 4th 


* This is an interesting and well-contested game, 
t Where is the prospective equivalent for the P. now sacrificed } 
t Ah'eady Black have so manifest an advantige, that with ordinary ran 
tbi game is their own. 
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36 R. to Q. Kt/s iq. 

27. P to K. B’s 4th. 
li'. Q. to K. Kt.’s 4th. 

29 Q. to K. R’b 5th (ch.) 

30. Kt. to B’s 3rd. 

31. K. R. to Q. B's sq. 

32. P to Q. R’s 4th, 

33. K to R’s sq. 

34. R to K. B’s sq.* * * § 

35. Q. to R’s 3rd. 

36. P. to Q. R’s 5th. 

37. P. to Q. R’s 6th. 

33. Q. R. to Q. Kt.’s 8th (ch.) 
39. R to Q. Kt.’s 3rd. 

AndB] 


26. Q. to B’s 3rd* 

27. R. to K’s 6th. 

28. P. to K. B’s 4tlu 

29. K. to Kt’s sp. 

30. P. takes P. 

31. Q. to K’s 5th. 

32. R. to K’s 7th. 

33. R. takes K. Kt. P. 

34. R. to K. Kt.’s 5th. 

35. B. to K. R’s 5th. 

36. K. R. to B’s 3rd. 

37. Q. B. to his 3rd. 

38. K. to R’s 2nd. 

39. R. to K. R’s 3rd. 
resigns* 


Game V. — Played by Mr. Porigal and Capt. Evans, consulting 
against Mr. Han*witz and Von Carnap. 


WHITE. (Messrs. P. and E.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P. to Q. B’s 3rd. 

4. K. B. to Q. Kt.’s 5th. 

5. Kt. takes K. P. 

6. Q. to Q. R’s 4th.t 

7. P. to K. B’s 4th. 

8. Kt. takes P. 

9. K. B. to Q. B’s 4th. 

10. K. to B’s 2nd. 

11. P. to Q’s 3rd. 

12. B. takes B.* 

13. K. R. to K’s sq. 

14. P. to Q’s 4th. 

15. Q. to her Kt.’s \\ <1 

16. K. to his Kt.’s sq. 

17. Q. B. to K. Kt.’s 5th. 

18 P. takes P. 

19 B. takes Kt. 

20. Q. Kt. to B’s 3rd. 


BLACK. (Messrs. H. and C.) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. P. to Q’s 4th. 

4. P. takes P. 

5. Q. to her 4th. 

6. K. Kt. to K’s 2nd. 

7. P. takes P. in passing. 

8. P. to Q. R’s 3rd. 

9. Q to K’s 5th (ch.) 

10. Q. B. to K’s 3rd.+ 

11. Q. to K. B’s 4th.§ 

12. P. takes B. 

13. Castles. 

14. K. Kt. to his 3ra. 

15. P. to K’s 4th. 

16. P. takes P. 

17. K. Kt. to K’s 2nd. 

18. P. to K. R’s 3rd. 

19. B. takes B. 

20. Q. Kt. takes P. 


* Q. R. takes B. would perhaps prolong the defence, 

t The attack and defence of this opening are both ably conducted. 

X It is obvious that if Black had nt»t played with caution, they mu>t 
have lost their Q. by the B. taking K . B. P. 

§ Promising to advance the Q. Kt. P. on the Q. and B. 
jl This looks attacking, but it i» prebently seen to be a weak 
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21. 

Kt. takes Kt. 

21. 

B. 

to 

Q. B’B4th« 

22. 

R. to K. B’s sq. 

22. 

R. 

takes Kt. 

23. 

K. to R’s sq t 

23. 

Q. 

to 

her 2nd.X 

24. 

K. R. to K. B’s 7th. 

24. 

Q. 

to 

K. Kt.'8 5th. 

25. 

P. to K. R’s 3rd. 

25. 

Q. 

to 

K. Kt.'s 3rd.«^ 

26. 

Kt. to Q’s 5th. 

26. 

Q. 

R. 

to Q’s 7th.C. 

27. 

R. takes P. (ch.) 

27. 

K. 

to 

Q’s sq. 

28. 

Kt. to K. B’s 4th. 

28. 

Q. 

to 

her 3rd. 

29. 

R. takes B. 

29. 

Q. 

takes Kt. 

30. 

Q. takes Q. Kt. P. 

30. 

Q. 

R. 

to Q’s 2nd* 

31. 

Q. to B’s 8th (ch.) 

31. 

K. 

to 

his 2nd. 

32. 

Q. R. to K’s sq. (ch.) 

32. 

K. 

to 

B’s 3rd. 

33. 

Q. takes Q. R. 

33. 

K. 

to 

his Kt.’s 

34. 

Q. to her 3rd (ch.) 

34. 

K. 

to 

B’s 3rd. 

35. 

R. to B’s 6th (ch.) 

35. 

K. 

to 

B’s 2nd. 

36. 

Q. to K. Kt.’s 6th (ch.) 

36. 

K. 

to 

Kt.’8 sq. 

37. 

R. to B’s 8th (ch.) 






And wins. 


.—Between Messrs. Ilorwitz and Harrwitz, 


Game YT 

WHITE. (Mr. Ilorwitz.) 

1. P. to K’s 4th. 

2. K. Kt. to B's 3rd. 

3. P. to Q. B's 3rd. 

4 . P. to Q. Kt.’s 4th. 

5. P. to Q. Kt.’s 5th. 

6. K, Kt. takes K. P. 

7. P. to Q’s 4th. 

8. Q,. B. to R’s 3rd. 

9. K. Kt. to K. B’s 3rd. 

10. K. B. to K’s 2nd. 

11. Castles. 

12. K. B. to Q’s 3rd. 

13. Q. B. to Kt.'s 4th. 

14. K. R. to K’s sq. 

15. P. to Q’s 5th. 


BLACK. (Mr. HarrwitK*) 

1. P. to K’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4du 

4. K. B. to Q. Kt.'s Sti. 

5. Q. Kt. to R’s 4th, 

6. Q. to K’s 2nd. 

7. P. to Q's 3rd. 

8. P. to K. B’s 3rd. 

9. Q. takes K. P. (ch,) 

10. K. Kt. 6> K’s 3rd. 

11. Castle* 

12. Q. to K. Kt.’s 5th. 

13. Q. to K 8 3rd. 

14. Q. to K. B’s 2nd. 

15. K. Kt. to his 5th. 


* Unquestionably Black have now the advantage both of force and 
position. 

t The proper move : White would be mated at once if they took the Q 
X Q. to K. R’s 4th we believe to be preferable. 

$ Here also we should rather have i^one to R’s 4th, with the view pre- 
sently of playing Q. to K’s 4th, and B. to Q’s 3rd, and because the Q. at 
R’s 4th prevented the Kt. from being moved to K’s 2nd or Q’s 5th. 

t| This move is the result of imperfect calculation. They should rather 
have played B to Q’s 3rd 
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16. K. R. to K. B’s sq. 

17. Kt. takes Kt. 

18. Q. Kt. to Q’s 2nd. 

19. Kt, to Q. B's 4th. 

20. Kt. takes B. 

21. K. B. to Q. B's 2pd 

22. B. takes Q. 

23. B. to Q. B'd 2nd. 

24. B. takes K. P. 

25. K. R. to K’s sq. 

26. B. to K. B's 3rd. 

27. K. R. to Q’s sq. 

28. B. takes Q. P. (ch.) 

29. R. takes B. 

30. Q. R. to Q. B’s sq. 

31. P. takes Kt. 

32. P. to K. R’s 3rd. 

33. Q. R. takes Q. B. P. 

34. K. R. to Q’s 8th (ch.) 

35. K. R. to Q's 7th. 

36. K. R. takes Kt. P. (ch.) 

37. Q. R. takes Q. Kt. P. 

38. K. R. to K. Kt.'s 0th. 

39. K. R. to K. Kt.^s 5th. 

40. Q. R. takes Q. Kt. P. 

41. K. R. to K. Kt.'s 4th. 

42. K. to R's 2nd. 

43. K. R. takes P. (ch.) 

44. K. R. to Q. B^s 4th. 


16. K. Kt. to iv's 4th. 

17. B. P. takes Kt, 

18. Q. takes Q. P. 

\9. P. to K's 5th. 

20. Q. R. P. takes Kt. 

21. Q. takes Q. 

22. B. to K's 3rd, 

23. K. R. to K^s sq. 

24. B. to Q. B's 5th. 

25. P. to Q’s 4th. 

26. B. takes Q. R. P. 

27. B. to Q. Kt.’s 6th. 

28. B. takes B. 

29. Kt. to Q. B’s 3ru, 

30. Kt. takes B. 

31. Q. R. to his 7th. 

32. K. R. to K’s 7tk. 

33. P. to K. R’s 3rd. 

34. K. to R’s 2nd. 

35. K. R. takes B. P. 

36. K. to R’s sq. 

37. K. R. to Q. Kt.’s 7th. 

38. P. to K. R’s 4th, 

39. P. to K. R’s 5th. 

40. K. to R’s 2nd. 

41. Q. R. checks, 

42. R. to Q. R’s.Vh. 

43 K. to Kt.’s 2nd. 


And wins 


EM) OF BOt)K 11. 
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SYNOPSIS OF BOOK III. 


THE KING’S BISHOP’S OPENING, 

WITH ITS 8BVERAL MODIFICATIONS, VIZ. : 

1st. The Game op the Two Kings’ Bishops:— 


1 . 


P. to K'8 4\fi. 
P. to K*a 4th. 


K.. B. to Q. B’s 4th. 
K. B. to Q. B's 4th. 


2nd. The Italians’ Defence : — 


P. to K*8 4th. 
‘ P. to K*8 4th. 


2 . 


K. B, to a. B’s 4th. 
K. B. to Q. B’s 4th. 


3. 


P. to Q. B's 3ra. 


Q. to K. Kt.’s «h 


3rd. McDonnell’s Double Gambit: — 


1 , 


P. to K*8 4th. 
P. to K'a 4 th. 


^ K. B. to Q. B’s 4Ui. 

K. B. to Q. B’h 4th. 
. P. to K. B’s 4th. 

4. 


3. 


P. to Q. Kt.^B 4th. 
B. takes K.t P. 


i. 


4th. The Lopez Gambit: — 


P. VO K*a 4t h. 
P. to 4|E 


2 . 

4. 


K. B. to Q. B’s 4th. 
K. B. to Q. B’s 4th. 
P. to K. B’s 4th. 


3. 


Q. to K*s 2 nd. 
P. to Q’s 3i il 


5th. The King’s Knight’s Defence : — 


1 . 


P. to K’s 4th. 
P. to K’s 4tli, 


2 . 


K. B. to Q. B’s 4th. 
K. Kt. to B’b 3rd. 


6th. The Counter Gambit: — 


1 . 


P. to K’s 4th. 
P. to K’b 4th. 


2 . 


K . B. to Q. B’s 4th. 
P. to K. B’s 4th. 


7th. The Queen’s Bishop’s Fawns Defence:— 


P. to K’s 4th. 
’ P. to K’s 4tli. 


2 . 


K. JS. to Q. B’s 4th. 
P. to Q. B’b Srd. 


THE QUEEN’S BISHOP’S PAWN’S OPENING*- 

- P. to K's 4th. ®’8 3rd. 

P. to K’s 4th. 



BOOK III. 

S'i^e Stng’il (Spemng. 


Chaptek I. 

IHE KING’S BISHOP'S OPENING 

Is ail impoilant and interesting method of commencing iii« 
game, and, according to Philidor, the best that the opening 
player can select, inasmuch as it requires no initiatory sacrifice, 
and permits the Pawns to advance mthout obstruction from 
their officers. Later authors, however, differ matc'rially from 
Philidor in his estimate of the King’s Bishop's Opening, and 
general opinion now is in favour of beginning with the King's 
Knight, as the stronger and more lasting manner of attack. 

Most writers concur in recommending 2. K. B. to Q. B'li 
4th also, as Black’s best reply to the Bishop’s Opening ; but 
Jaenisch and the authors of the German “ Handbuch ” unani- 
mously recommend 2. K. Kt. to B’s 3rd in preference. Upon 
this point the latter remark : ^ We support onr opinion not 
only by the authority of the ‘Nouvelle Analyse,’ in which 
Jaenisch advises the play of the Kt., but by the experience of 
our friends, the best players of Berlin, who, in two of their 
games by correspondence, against Magdeburg (1833) and 
against Posen (1839), played the move 2. K. Kt. to B s 3rcl, 
in reply to 2. K. B. to U. B's 4th, and won them both.” 

The leading works to be consulted upon this old and favourite 
opening are — Lopez, p. 82 ; Greco (Hirschel’s cd.), pp. 56, 
100; &cole del Rio, pp. 37, 63; Ponziani, 1782, p. 112; 
Cozio (1st voL), pp. 236, 276, 322, 323, 345 ; (2nd voL), 
p. 301 ; Pratt’s Philidor, 1825, p. 63 ; Do la 13om-donnais. 
pp. 16, 110; Jaenisch (vol. i.), pp. 136 — 151; “Palamede,” 
1842, p. 241 ; Lewis’s “Treatise,” 1844, pp. 33 — 92; Walker, 
1846, pp. 105 — 123; and Pie collection of games in the 
“ Chess-Player’s Chronicle.” vol. i. to vii. 

o 2 
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GAME THE FIRST. 

WHITE. BLACK. 

1. P. toK’8 4th. 1. P. t0K’8 4th. 

2. K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th. 

Black has the choice of three good moves and several indiffe- 
rent ones, in reply to your second move. The unexceptionable 
answers are 2. K. B. to Q. B’s 4th, also 2. K. Kt. to B’s 3rd, and 
P. to K. B’s 4th ; and upon the two former opinions are so 
nicely balanced, that it is difficult, and perhaps unimportant, 
to decide between them. The first of ^ese moves w^ form 
the subject of the present Chapter, and the second shall be 
examined in the next; and 2. P. to K. B’s 4th, with those 
which are more objectionable, will be treated of in Chapter 
III. 

3. P. to Q. B’s 3rd. 3. K. Kt. to B’s 3rd. 

Instead of P. to Q. B’s 3rd, you might play 3. K. Kt. to B’s 
3rd, and if Black then defended his Pawn with Q. Kt., his 
best move, you have the Giuoco Piano opening. (See Game the 
Sixth.) Black has, in the present dehut ^ an infinite variety of 
apparently good moves at his command ; and this circumstance 
would tend to show, I think, that your move of 3. P. to 
Q. B’s 3rd, although the acknowledged “classical” play, handed 
down to us from Philidor, is not the best the board affords. 
He may, without much danger, make the move in the text, 
or Q. to K’s 2nd ; or, as the Italians recommend, Q. to K. Kt.’s 
4th ; or P. to Q's 4th, the defence of Mr. Lewis ; or Q. Kt. 
to B’s 3rd (See Games Second, Third, Fourth, and Fifth), 
^'ach of which will.be examined in its turn. If, instead of any 
one of these, he piay 3. Q. to K. R’s 5th, or 3. P. to Q's 3rd, 
you speedily obtain an advantage ; c. y., in the first place, — 

• 3. Q. to K. R*s 5th. 

4. Q. to K^s 2nd. 4. K. Kt. to B’s 3rd. 

5. P. to Q’s 4th. 5. B. to Kt.»s 3rd, or (A.) 

6. P. takes P. 6. Kt. takes K. P. 

7. P. to K. Kt’s 3rd. 7. B. takes K. B. P. (ch.) 

8. Q. takes B. 8. Kt. takes Q. 

9. P. takes Q. 9. Kt. takes R. 

10. B. to Q's 5th. 10. Q. Kt. to B's 3rd. 

11. Q. B. to K. B 8 4th. 

Gaining the K. Kt. directly, and ha\dng the better ganio. 
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(A.) 

5. P. takes Q. P. 

6. P. to K*s 5th. 6, Kt. to his sq. 

he play the Kt. to K’s 5th or R’s 4th, you move 7. P. to K. Kt. s 
3rd, and win him.) 

7. K. Kt. to B's 3rd. 7. Q. to K. Kt.^s 5th. 

8. B. takes K. B. P. (ch.) 8. K. to B’s sq. (best) 

9. P. to K. R’s 3rd. 9. Q. to B’s 4tn. 

(By taking the Kt. P. he loses his Q.) 

10. B. takes K. Kt. 10. R. takes B. 

11. P. takes P. 

You have a much better game than Black 

lu the second place : — 

3. P. to Q’s 3rd. 

4. P. to Q’s 4th. 4. P. takes P. 

5. P. takes P. 5. B. to Kt.’s 5th (ch.) 

6. Q. Kt. to B’s 3rd. d. B. takes Kt. (ch.) 

7. P. takes B. 7. K. Kt. to K’s 2nd. 

8. Q. to K. R’s 5th. 8. Castles. 

9. Q. B. to K. Kt.’s 5th. 9. P. to K. Kt.’s 3rd. 

(If he play 9. P. to K. R’s 3rd,‘ you may move 10. K. Kt. to B’s 3rd 
leaving your B. to be taken.) 

10. Q. to K. R’s 4th. 10. K. R. to K’s sq. 

11. B. takes K. B. P. (ch.) 

And you win easily. 

Having disposed of these luisafe defences, we can now con- 
tinue the regular game : — 

4. P. to Q’s 4th. 4. P. takes P. 

If Black, for his 4th move, play B. to Q’s 3rd, you take P. with 
P., and then advance P. to K. li’s 4th. He may, however, 
play another move, viz., 4. B. to Q. Kt.’s 3rd, and the gmne 
proceed thus : — 

4. B. to Q. Kt.’s 3rd. 

5. P. takes P. 5. Kt. takes P. 

And by playing 6. Q. to her 5th, or B. takes K. B. P. (ch.), you gaio 
a striking advantage. 

5. P. to K’s 5th. 5. P. to Q’s 4th. 

He may also play 5. K. Kt. to K’s 5th, or 5. Q. to K's 2nd; 
but in either case the result after a few moves will be in you: 
favour. For example, in the first place, — 

5. Kt. to K’s 5th. 

6. Q. to K’s 2Dd. 6. P. to Q’s 4th. 

(You may with equal advantage play 6. B. takes K. B, P. (oh.) 
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7. P. takes P. in passing. 7. Castles. 

8. P. takes Q. B. P. 8. GL. takes ?• 

9. Q. takes Kt. 

And you have gained a Piece. 

In the second place : — 

5. Q. to K's 2nd. 

G. P. takes P. 6. B. to Q. Kt.'s 5th 

7. K. to B^s sq. 7. Kt. to K’s 5th. 

(Your move of the King is much better than interposing a Piece.) 

8. Q. to K. Kt.’s 4th. 8. P. to K. B’s 4th. 

(If he play 8. Kt. to K. B's 3rd, you reply with 9. Q. takes K. Kt. P.. 
if he move 8. Kt. to Q’s 3rd, you play 9. K. B. to K’s 2nd ; and if hfl 
play 8. P. to Q. B’s 3rd, you take the Kt., and in every case must 
have the better game.) 

9. Q. to R’s 5th (ch.) 9. P. to K. Kt.’s 3rd. 

10. Q. to R’s 6th. 10. P. to Q. B’s 3rd. 

11. P. to K. B’s ,3rd. 11. P. to Q’s 4th. 

12. B. to K’s 2nd. 

Winning the Kt. 

6. P. takes Kt. 6. P. takes B. 

If you retreat the B. to Q. Kt.’s 3rd, or check with him ai 
Q. Kt.’s 5th, the result, according to the best authorities, is an 
even game ; but taking the Kt. appears to me to } ield you a 
slight advantage. 

7. P. takes K. Kt. P. 7. R. to K. Kt.’s sq. 

If he check with his Q. first, you may interpose Q. B. at 
K’s 3rd. 

Instead of taking the K. Kt. P. at this point, you ma^ 
play 7. U. to K. R's 5th, but not, I think, with the same 
advantage. For instance : — 

7. Q. to K. R’s 5th. 7. Castles. 

(Castling is his best move.) 

8. Q. takes B. 8. R. to K’s sq. (ch.) 

9. K. Kt. to K’s 2nd. 9. P. to Q’s 6th. 

10. Q. B. to K’s 3rd. 10. P. takes Kt. 

11. Q. Kt. to Q’s 2nd. 11. Q. Kt. to R’s 3rd. 

12. Q. takes doubled P. 12. Q. takes P. 

13. Q. takes P. at K’s 2nd. 

The game is about even. 

8. Q. to K. K’s 5th. 8. Q. to K’s 2nd (ch.) 

9. K. to Q’s sq. 9. R. takes P. 

10 K Kt. to B’s 3rd. 10 Q. Kt. to B’s 3rd 
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11. K. R. to K‘s sq. 

1 2. R. takes B. 

13. Q. takes B. 

14. Q. to her Kt.’s 5th. 


11. Q. B. to K’s 3ra. 

12. Q. takes R. 

13. P. to Q. Kt.’s 3rd. 

14. R. takes K. Kt. P. 


In the German “ Handbuch” the game is now dismissed ac 
favourable to Black ; but in what his advantage consists is not 
clear. I certainly prefer your game. You can now take P. 
with P., and presently develope your forces, having a Piece 
more than your opponent, and very little inferiority of posi- 
tion. 


GAME THE SECOND. 


WHITE. 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 
8. P. to Q. B's 3rd. 

4. K. Kt. to B’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. K. B. to 0,. B’s 4th. 

3. Q. to K’s 2nd. 

4. P. to Q’s 3rd (best) 


If he take tlie K. B. P. (ch.) instead, you get the better game 

(e. .</.) 


5. K. takes B. 

6. P. to Cl’s 4tli. 

7. Kt. takes K. P. 

8. K. R. to K’s sq., &c. 

5. P. to Q’s 4th. 


4. B. takes B. P. (ch.) 

5. Q. to her B’s 4th (ch.) 

6. Cl. takes B. 

7. Q. to K’s 3rd. 

5. P. takes P. 


He may also retire his B. to Q. Kt.’s 3rd, with a safe though 
somewhat confined game. 

6. Castles. 6. P. takes Q. B. P. 


Mr. Jaenisch gives this as Black’s best move. 

7. P. to Q. Kt.’s 4th. 7. B. to Q. Kt.’s 3rd. 


Your 7th move is a suggestion of Mr. Petroff, and serves to 
increase the power of your atbick. If he take the offered P. 
with his B,, the game is likely to proceed as follows : — 

7. B. takes P. 

8. Q. to R’s 4th (ch.) 8. Q. Kt. to B’s 3rd. 

9. K. B. to Q. Kt.’s 5th. 9. P. to Q. B’s 7th (best) 

10. B. takes Kt. (ch.) 10. K. to B’s sq. (best) 

(If he retreat the K. to Q’s sq., you may take B. with Q., he rephes 
with P. takes Q. Kt. (becomixig a Q.), you take this Q. with the Q. R., 
he then takes the B., and you move Q. to her B’s 3rd, with a fuo 
attackinic game.) 
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i:. B. takes Q. Kt. P. 

12. Q. takes K. B. 

13. Q. R. takes Q. 

14. K. R. to K’s sq. 

15. Kt. to Kt.’s 5tb. 

16. Kt. takes B. 

17. Q. takes K. P. 


11. Q. B. takes B. 

12. P. takes Kt. (becomiug a Q«) 

13. B. takes K. P. 

14. P. to K. B's 4th (best) 

15. Q. to her 2iid. 

16. P. takes Kt. 


And you must at least regain a Pawn, and have a good position. 


8. Q. Kt. takes P. 8. K. Kt. to B’s 3rd. 


If instead of this move he play 8. B. to K’s 3rd, you move 

9. Q. Kt. to Q’s 5th, and bring the game to a position similar 
to one ill the Scotch Game, favourable to the first player. If 
he play 8. B. to K. Kt.'s 5th, you answer also with 9. Q. Kt. 
to Q's 5th, and aftcrwaicls P. to Q. E’s 4th. The move in the 
text is given by Jaenisch, Bilguer, and H. der Laza, as 
Black’s best. 


9. Q. Kt. to Q's 5th. 9. Kt. takes Kt. 

You may play, but with less benefit, I think, 9. Q. B. to 
K. Kt.’s 5th; for example, — 

9. Q. B. to K. Kt.^s 5th. 9. Q. B. to K^s 8rd. 

10. Q. Kt. to Q’s 5th. 10. B. takes Kt. 

11. P. takes B. 11. Castles. 

12. R. to K's sq. 12. Q. to her sq. 

And he has a Pawn more, and no inferiority of situation. 

10. P. takes Kt. 19. Castles. 

11. a B. to Q. Kt.’s 2nd. 11. Q. B. to K. Kt’s 5tJ 

12. K. 11. to K’s sq. 12. Q. to her sq. 

Your attack is hardly an equivalent for his extra Pawn. 


GAME THE THIRD. 


The Italians’ Defence. 


WHITE. 

1. P. to K’s 4th. 

2. K. B. to a B’s 4th. 

3. P. to Q. B’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. to K. Kt.’s 4th. 


Tills defence of Black’s is the favourite of the three great 
Italian masters, Del Bio, LoUi, and Ponziani, and is given by 
Jaenisch as the best he can adopt. (See “Analyse Nouvello 
die Ouvertures,” &c., pp. 167—185.) 
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4. Q. to K. B’s 3rd. 4. Q. to K. Kt.’s 3r(l (best) 

This move of your Queen, which is given by Del Rio, is gene- 
rally acknowledged by all authors to be the best you can 
adopt. Instead of it, Mr. Petroif has proposed 4. K. to B’s sq., 
a move of remarkable ingenuity, but which, if correctly 
opposed, is, in the end, disadvantageous to your game, as tlio 
following moves will demonstrate : — 

4. K. to B's sq. 4. Q. to K's 2nd. 

(By this retreat Black utterly disconcerts the meditated attack ; almost 
any other play would afford you an opportunity of developing; your 
game with rapidity and effect, but this proves the move of your King to 
be subtle, but not sound.) 

6. P. to QCs 4th. 5. B. to Q. Kt.^s 3rd. 

6. K. Kt. to B’s 3rd. C. P. to Q’s 3rd. 

And from the unfortunate position of your King, Black has the bettor 

game. 

5. K. Kt. to K’s 2nd. 5. P. to Q’s 3rd. 

Instead of so playing, he can move 5. Q. Kt. to B’s 3rd, o? 
6 K. Kt. to B's 3rd. In the first place, — 

5. Q. Kt. to B’s 3rd. 

5. P. to Q’s 3rd. C. P. to Q’s 3rd. 

7. B. to K's 3rd, 7. B. to Q. Kt.’s 3rd. 

8. Q. Kt. 10 Q’s 2nd. 8. K. Kt. to K’s 2nd. 

Even game. 

In the second case, — 

5. K. Kt. to B’s 3rd. 

6. P. to Q’s 4th. 6. P. takes P. 

(If he decline the Pawn, you take P. with P., and have the better game.) 

7. P. to K’s 5th. 7. Kt. to K’s 5th. 

8. P. takes P. 8. B. checks. 

(You would do wrong to take the K. B. P. with your B. (ch.) at tbo 
8th move.) 

9. Q. Kt. to B’s 3rd. 

And you have the advantage of position. 

6. P, to G’s 4th. 6. B. to Q. Kt.’s 3rd. 

His best move ; if he attack your Queen with his Q. B., you 
may take K. B. P. with B. (ch.); and if he take P. with K. P , 
you obtain a better opened game. 

7. P. takes P. 7. P. takes P. 

8. K. Kt. to his 3rd. 8. K. Kt. to B*8 8rcL 

9 . P. to K. R’s 3rd. 

The game is equal. 
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GAME THE FOURTH. 

Lewis’s Counter Gambit. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th, 2. K. B. to Q. B’s itlu 

3. P. to Q. B’s 3rd. 3. P. to Q's 4th. 

Black’s counter move in this variation we owe to the invention 
of Mr. Lewis. At one time it was held to be invincible; ami 
even now, after passing the ordeal of rigid analysis, it is 
acknowledged to be an ingenious and beautiful and one 

which may be adopted wdth security, as leading an even 
game. 

4. B. takes P. 4. K. Kt. to B’s 3rd. 

If you take the Parni with Paw, instead of Bishop, he 
answers with 4. B. takes K. B. P. (oh.), and if your King 
takes, he plays Q. to K. R's 5th (ch.), &c. 

5. Q. to K. B’s 3rd. 5. Castles. 

Your present move is recommended as your best by the 
German “ Handbuch,” but the obvious and ordinary move for 
you is 5. Q. to her Kt.’s 3rd, which leads to many highly 
instructive situations ; for example, in the first place, — 

5. Q. to her Kt.’s 3rd. 5. Castles. 

6. 13. takes Q. Kt. P. 6. B. takes B. 

7. Q. takes B. 7. Q. to lier 6th. 

8. Q. takes R. 8. Q. to her R's 3rd. 

9. P. to Q's 4th. 9, Q. Kt. to Q's 2nd. 

10. Q. takes R. (ch.) 10. B. takes Q. 

11. P. to K. B's 3rd. 11. P. takes Q. P. 

12. P. takes P. 12. Q. to Q's 6th. 

Black has the better game. 

Secondly, — 

6. Q. to her Kt.'s 3rd. 5. Castles. 

6. B. takes Q. Kt. P. 6. B. takes B. 

7. Q. takes B. 7. Q. to her 6th. 

8. Q. takes R. 8. P. to Q. B's 3rd. 

9. Q. to Kt.’s 7th. 9. Q. takes K. P. (ch.y 

10. Kt. to K's 2nd. 10. Q. takes K. Kt. P. 

11. K. R. to B’s sq. 11. Kt. to Kt.’s 5th. 

12. P. to Q's 4th. 12. P. takes P. 

13. P. takes P. 13. Kt. takes K. R. P 

14. Q. Kt. to Q’s 2nd. 

And by this move you obtain the better gatuo. 
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Thirdly, — 

5. Q. to her Kt.’s 3rd. 5. Castles. 

6. K. Kt. to B's 3rd. 6. P. to Q. B’s 3rd. 

(B instead he take the B. with Kt., you retake with your Q. and the 
game in a few moves becomes quite even.) 

7. B. takes K. B. P. (ch.) 7. R. takes B. 

8. Kt. takes K. P. 8. Q. to K^s 2nd. 

(Should he take K. B. P. with B. (ch.), you must play K. to B’s sq.) 

9. Q. takes R. (ch.) 9. Q. takes Q. 

10. Kt. takes Q. 10. K. takes Kt. 

11. P. to Q^s 4tli. 

And you have a fine game. 


6. P. to Q’s dth. 

7. Q. B. to K. Kt.’s 5th. 

8. Q. Kt. takes P. 

9. Castles. 

10. B. to Q, Kt.’s 3rd. 


6. P. takes P. 

7. P. takes P. 

8. Q. Kt. to Q's 2nd. 

9. P. to Q. B’s 3rd. 

10. Q. to K*s 2nd. 


The game is even. 


GAME THE FIFTH. 


WHITE. 

1. P. to K’s 4th. 

2. K. B. to Ci. B's 4th. 

3. P. to a B’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. K. B. to Ci. B’s 4th. 

3. (i. Kt. to B’s 3rd. 


The move of 3. (i. Kt. to B’s 3rd, may be played with safety, 
I believe, provided Black retreats his B. to Q. Kt.’s 3rd, when 
youi* Q. P. is tliro\Nm forward ; but if he take the P., you cer- 


tainly have the advantage. 

4. P. to (i’s 4th. 

5. K. Kt. to K’s 2nd. 

6. Q. to her 3rd. 

7. P. to K. B’s 4th. 

8. P. to K’s 5th. 

9. B. to Q. Kt.’s 3rd. 
10 Q. B. P. takes P. 
IL Q. Kt. to B’s 3rd. 


4. B. to Q. Kt.’s 3rd (best) 

5. K. Kt. to B’s 3rd. 

6. Castles. 

7. P. takes Q. P. 

8. P. to Q’s 4th. 

9. K. Kt. to K’s 5tli 

10. P. to K. B’s 4th. 

11. (i. B. to K's 3rd. 


And the game is even. 
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GAME THE SIXTH. 

WHITE. BLACK 

1. P. to K’s 4tli. 1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th. 

3. K. Kt. to B's 3rd. 3. P. to Q‘s 3rd. 

I quite concur with Major Jaenisch in opinion that your move 
of K. Kt. to B’s 3rd is more vigorous and attacking than P. tc 
Q. B’s 3rd, and that it has not been sufficiently appreciated bj 
authors. As he observes, you evade by this move the powerfiu 
defence of the Italian writers, 3. Q. to K. Kt.’s 4th, and 
that of Mr. Lewis, 3. P. to Q's 4th, involving a long and 
complicated series of defensive manoeuvres, the slightest error 
in which would be dangerous to your success, and which, 
when played with perfect accuracy, seems to lead only to an 
equal game. 

In addition to the present move, you have the choice for 
your third step of the following moves: — Ist, Q. to K’s 2nd, 
which win be treated of under the head of “The Lopez 
Gambit” (see Game 13th); 2ndly, of Q. to K. B’s 3rd; 
3rdly, of Q. to K. Kt.’s 4th; 4thly, of Q. to K. B’s 5th; 
6thly, of P. to Q's 4tli; 6thly, of P. to Q. Kt.’s 4th; and 
lastly, of P. to K. B’s 4th, each of which shall be examined in 
detail as we proceed. 

If Black, in answer to 3. K. Kt. to B’s 3rd, play 3. Q. Kt. to 
B’s 3rd, the oj)ening becomes the Giuoco Piano. Ilis present 
move, Jaenisch cites as the best, now his K. B. is in the 
field. He may, however, play also 3. K. Kt. to B’s 3rd, and 
the game then be followed thus : — 

3. K. Kt. to B's 3rd. 

4 . Kt. takes P. 4. Kt. takes P. 

5. B. takes P. (ch.) .5. K. to B’s sq. 

6. Q. to B’s 3rd. 6. B. takes P. (ch.) 

7. K. to his 2nd. 7. P* to Q’s 3rd. 

8. Q. takes Kt. 8. P. takes Kt. 

9. R. to B’s sq. 

And you have a fine game. 

4. P. to Q. B’s 3rd. 4. K. Kt. to B’s 3rd. 

I have found in play that 4. P. to Q’s 4th gave me a free well 
opened game, preferable to any obtained by the move in tae 

text. 

Black, instead of bringing out his K. Kt.. might retreat hh 
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B to Q. Kt/s 3rd, or play Q. to K’s 2nd, with a safe though 
conhiied position. If he play 4. Q. B. to K’s 3rd, you take 
B. with B., and then move Q. to her Kt.’s 3rd. If he venture 
the counter-gambit 4. P. to K. B’s 4th, you retort with P. to 
Q’s 4th, having a much better game; and lastly, if he move 

4. Q,. B. to K. Kt/s 5th, you play 5. Q. to her Kt.’s 3rd, 
winning at least a Pawn. 

5. P. to Q’s 4th. Cl. P. takes P. 

6. P. takes P. 6. B. to Q. Kt.’s 5th (ch.) 

He may also retreat his B. to Q. Kt.’s 3rd, as in the foUom'ag 
example ; — 

6. B. to Q. Kt.^s 3rd. 

7. Q. Kt. to B’s 3rd. 7. Q. B. to K. Kt.’s 5th. 

(If he castle instead, you move 8. K. B. to Q’s 3rd.) 

8. Q. B. to K’s 3rd. 8. Castles. 

9. K. B. to Q’s 3rd. 9. Q. Kt. to B’s 3rd. 

19. K. B. to Q. B’s 2nd. 10. B. takes K. Kt. 

11. K. Kt. P. takes B. 

And his King will be exposed to a dangerous attack from your Rooks on 
the open K. Kl.’s fill*. 

7. B. to Q’s 2nd. 7. B. takes B. (ch.) 

8. Q. Kt. takes B. 8. P. to Q’s 4th. 

If he take 8. K. P. with his Kt., you play 9. B. takes 
K. B. P. (ch.) ; but if he ctistles instead, you then move 

9. K. B. to Q’s 3rd. 

9. P. takes P. 9. Kt. takes P. 

10. Q. to her Kt.’s 3rd. 10. P. to Q. B's 3rd 

11. Castles 11. Castles. 

You have the move, and your Pieces arc in better play. 


GAME THE SEVENTH. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. K. B. to Q. B's 4th. 2. K. B. to Q. B's 4th. 

3. Q. to K. B’s 3rd. 3. K. Kt. to B’s 3rd. 

Your Queen is ill-placed in occupying the square on which 

your K. Kt. should stand, and this mode of attack is not to 
be advised. 

4. P. to K. Kt.’s 4th 


4, P. to Q’« 4th. 
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If you played instead 4. Q. to K. Kt.’s 3rd, Black could have 
castled, or he might have played 4. P. to Q's 3rd, leaving you 
to take the K. Kt. P., the consequences of which have been 
already seen in the analysis of the K. Kt/s opening, p. 63. 

5. K. B. takes Q. P. 5. Q. B. takes P. 

You could have taken P. with P., but would not have im- 
proved your game by 

6. Q. to Q. Kt.’s 3rd. 6. K. Kt. takes K. B. 

7. P. takes Kt. 7. K. B. to Q,. Kt.’s 3rd. 

If you take the Q. Kt. P. at the 7th move, he may win your 
U by moving K. Kt. to Q. Kt.’8 3rd, and then Q,. B. to his scj. 

8. Q. to K. Kt.’s 3rd. 8. Q. to K. B’s 3rd. 

Black has the better game. 


GAME THE EIGHTH. 


WHITE. 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. to K. Kt.’s 4th. 


BLACK. 

1. P. to K's 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. to K. B’s 3rd. 


The present sortie of your Queen is equally objectionable with 
3. Q. to K. B’s 3rd, and may, like that, be very shortly 
dismissed. 


4. P. to Q’s 4th. 

K. Kt. to B’s 3rd. 

6. Q. to K. Kt.’s 3rd. 

7. Q. B. to K. Kt.’s 5th. 

8. Q. Kt. to Q’s 2nd. 


4. B. takes P. 

5. Q. Kt. to B’s 3rd. 

6. P. to Q's 3rd. 

7. Q. to K. Kt.'s 3rd. 

8. P. to K. B’s 3rd. 


Black has the advantage. 


GAME THE NINTH. 


WHITE. 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4tli. 

3. Q. to K. K’s 5th. 


BLACK. 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4tL, 

3. Q. to K’s 2nd. 


Q. to K. K’s 5th is less exceptionable than the former plac(.‘!= 
for her, yet this is not a good move. Black’s best reply 
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is Q. to K’s 2nd, but he may also defend his K. B. P., and 
at ^e same time attack yours, by playing 3. Q. to K. B’s 
Srd. (tf.y.) 

3. Q. to K. B*8 Srd. 

4. K. Kt. to B s 3rd. 4. P. to Q's Srd. 

5. Q. Kt. to B’s Srd. 5. K. Kt. to K’s 2nd. 

Even game. 


4. K. Kt. to B’s 3rd. 4. P. to Q’s 3rd. 

5. K. Kt. to his 5th. 5. K. Kt. to B’s 3rd. 

6. Q,. takes K. B. P. (ch.) (best) 6. Q. takes Q. 

You would not at all improve your game by taking the P. 

with your B. instead of the Q. ; for example, — 

6. B. takes K. B. P. (ch.) 6. K. to Q's sq. 

7. Q. to K. R’s 4th. 7. K. R. to B’s sq. 

(If you retire your Q. elsewhere at move 7., he wins a Piece by 7. P. to 
K. R’s Srd.) 

8. K. B. to Q. B’s 4th. 8. K. Kt. to his 5th. 

9. Castles. 9. R. takes K. B. P. 

And Black’s game is superior to yours. 

7. B. takes Q. (ch.) 7. K. to his 2nd. 

V ou may take the Q. with your Kt. instead, as follows : — 


8 . 

9. 


7. Kt. takes Q. 

8. Kt. to his 5th. 

9. Kt. to K. B’s Srd. 

10. Castles. 

11. R. takes Kt. 

12. K. takes B. 


7. R. to K. B’s sq. 

8. P. to K. R’s Srd. 

9. Kt. takes K. P. 

10. Kt. takes K. B. P. 

11. B. takes R. (eh.) 

12. P. to K’s 5th. 


Winning the Kt., and having the better game. 


B. to Q. B’s 4th. 8. P. to K. R’s 3nl, 

Kt. to K. B’s Srd. 9. Kt. takes K. P. 


You have no advantage. 


GAME THE TENTH. 


WHITE. BLACK. 

1. P. to K’s 4th. ' 1, P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 2. K. B. to Q. B’s 4th 

3. P. to Q’s 4th. 3. B. takes P. 

Your 3rd move in this game comes under the category of pre- 
mature attacks, the result of wliich, when they arc properly 
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opposed, must always bo a loss of time or matenal to the 
maker. In the present case you sacrifice a Pawn without 
any chance of obtaininu: an equivalent, either in position or 
otherwise. 

4. K. Kt. to B's 3rd. 4. Q. Kt. to B’s 3rd. 

If you play 4. P. to Q. B’s 3rd, he would reply with B. to 
Q. Kt.’s 3rd, and not to Q. B’s 4th, because of your being 
then enabled to take K. B. P. with B. (ch.), &c. 

5. P. to Q. B’s 3rd. 5. B. to Q. Kt.’s 3rd. 

6. K. Kt. to iiib 5th. 6. K. Kt. to R’s 3rd. 

7. Q. to K. II’ s 5th. 7. Castles. 

You have other modes of play, which we omit for want of 
space, but in aU Black maintains in security the PaN^Ti 
gained. 


GAME THE ELEVENTH. 
McDonnell’s Double Gambit. 


WHITE. 

1. P. to K‘s 4th. 

2. K. B. to Q. B’s 4th 

3. P. to Q. Kt.’s 4th. 

4. P. to K. B's 4th. 


BLACK. 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4tb. 

3. B. takes Kt. P. 

4. P. to Q's 4th. 


Instead of advancing your K. B. P., which forms what ip 
called the “ double gambit,” an attacking but rather perilous 
sort of opening for the first player, you can reduce the game 
to an Evans’ Gambit by moving 4. P. to Q. B’s 3rd, and then 
K. Kt. to B’s 3rd. 


If Black, in lieu of P. to Q’s 4th, should take K. B. P. with 
P., you answer with K. Kt. to B's 3rd, and get a powerful 
atta^. 


.5. K. Kt. to B's 3rd. 

6. Q. to K's 2nd. 

7. P. to K’s 5th 

8. P. to Q. B’s 3rd. 

9. P. to Q’s 4th. 

10. P. to K. Kt.’s 4th. 


4. P. takes K. B. P. 

5. Q. to K’s 2nd. 

6. K. Kt. to B’s 3id. 

7. K. Kt. to R’s 4th. 

8. B. to Q. R’s 4th. 

9. B. to Q. Kt.’s 3rd. 

10. P. takes P. in passing. 


The move hitherto given as your 10th is Q. B. to Q. R’s 3rd, to which 
Black answers 10. P. to Q. B’s 4tb. and the attack is at end. 
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If Black, instead of taking the Pawn, move 10. P. to Q's 4th, the 
icnving few moves will prove, 1 think, that you still have a better game — 

10. P. to Q's 4th. 

11. B. takes Q. P, 11. P. to Q. B’s 3rd (best) 

You may now take Q. B. P. with B. (ch.), then take the K. Kt., after- 
wards recovering the P., and with your fine centre of Pawns have tlic 
advantage. 

11. Kt. to his 5th. 

And you preserve a fine attack. 

6. P. takes Q. P. 5. P. to K’s 5tli. 


If you take the Q,. P. with your B. instead, he still maintains 
an advantage ; for instance, — 


5. B. takes Q. P. 

6. P. to Q. B^s 3rd. 

7. P. takes B. 

8. P. takes K. P. 

9. Q. to her B’s 2nd. 


5. P. to Q. B's 3rd. 

6. P. takes B. 

7. P. takes K. P. 

8. Q. to her fith. 

9. Q. B. to K. B*s 4th. 


He has the better position. 


6. K. Kt. to K’s 2nd. 

7. Castles. 

8. Q. Kt. to B’s Sixi. 

9. P. takes P. 

10. K. to R's sq. 


6. K. Kt. to B’s 3rd 

7. Castles. 

8. P. to Q. B’s 3rd. 

9. Q. Kt. takes P. 

10. a B. to K. Kt.’s 5th 


Your game is inferior to his. 


GAME THE TWELFTH. 


WHITE. 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. P. to K. B’s 4th. 


BLACK. 

1 . P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. B. takes Kt. 


Your present 3rd move is not commendable, because it is* 
needlessly hazardous, and throws upon you at once the onuh 
of defence. 

Black plays rightly in taking the Kt. ; if he take P. with P. 
instead, you may play 4. P, to Q’s 4th, and if he then checks 
with his Queen, the game is resolved into a species of K. B’s 
gambit, the advantage of position being much in your favour. 

4, Q. to K. R's 5th. 4. Q. to K’s 2nd. 

If instead of this sally with your Queen^ you take the B. 

V 
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with youi* Rook, he answers wi 
and proceeds as follows ; — 

5. P. to K. Kt.’s 3rd. 

6 K. to B’s &q. 

He has evidently i 

6. R. takes B. 

6. P. to K. B's 5th. 

7. Q. to K. Kt.’s 5th. 

8. Q. takes K. Kt. P. 

9. K. B. takes K. B. P. (ch.) 

10. Q. takes Q. (ch.) 

11. K. B. to Q. Kt.’s 3rd. 


h 4. Q. to K. R’s 5th (ch.), 

4. Q. to K. R'fi 5th (ch.) 

5. Q. takes K. R. P. 

6. P. to Q’s 4th. 
better game. 

5. P. to Q’s 3rd. 

6. K. Kt. to B's 3rd. 

7. K. Kt. takes K. P. 

8. Q. to K. B’s 3rd. 

9. K. to his 2nd. 

10. Kt. takes Q. 

11. Q. B. takes P. 


The game is in Black’s favour. 


GAME THE THIRTEENTH. 
The Lopez Gambit. 


WHITE. 

1. P. to K's 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. to K's 2nd. 


BLACK. 

1 . P. to K’s 4th. 

2. K. B. to Q. B’s 4tli. 

3. P. to Q's 3rd. 


The move of your Queen thus is far hotter than any of the 
three previous marches. In this position you threaten at 
once to take Black’s K. B. P. with your B., and if he retake 
the B., to play the Q. to her B's 4th (ch.), and then capture 
nis Bishop in return. At the same time, you have an oppor- 
tunity, when Black, foreseeing the menaced danger, attempts 
to guard against it, to advance your P. to K. B’s 4th, and 
thus form a gambit more advantageous to you in some 
respects than the ordinary King’s Gambit. This opening ib 
first found in the old work, ‘‘ Libro de la Invencion liberal 
y Arte del Juego del Axedres'^ of Ruy Lopez (1561), and is 
usually named after its inventor, “ The Lopez Gambit.” 

In reply to your move of 3. Q. to K’s 2nd, Black has at his 
command three good methods of play; viz., 3. P. to Q’s 3rd, 
3. Q. to K’s 2nd, and 3. Q. Kt. to B’s 3rd, each of which has 
its advocates, and shall receive a separate examination. 

4 P to K. ® ® 

I uslead of 4. K, to K. B's 3rd. Black may play 4. B. takes 
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K. Kt., or 4. P. takes P., but in either case the game will be 
in your favour ; for example, in the first place,-— 

4. K. B. takes K. Kt. 

5. R. takes B. 5. Kt. to B's 3rd. 

Taking the Pawn at this point would be detrimental to him.) See (A.) 

6. P. to Q’s 3rd. 6. Q. to K's 2nd. 

If hf play instead 6. Q. B. to K. Kt.'8 5th. you move 7. Q. to K. B’s 2nd.) 

7. Q. Kt. to B’s 3rd. 7. Q. Kt. to B’s 3rd. 

.He may move 7. Q* B. to K^s 3rd, upon which you exchange Bishops 
and advance P. to K. B^s 5th.) 

8. Q. B. to K’s 3rd. 8. P. takes K. B. P. 

9. Q. B. takes P. 9. Kt. to Q's 5th. 

10. Q. to K. £’s 2nd. 10. Q. Kt. to K’s 3rd. 

11. P. to K. Kt.’s 41h. 

You have the advantage. 

(A.) 

5. P. takes B. P. 

6. P. to Q’s 4th. 6. P. to K. Kt.’s 4th. 

(You may also play 6. P. to Q’s 3rd, and if he answer with 6. P. tn 
K. Kt.’s 4th, play as in this case) : — 

7. P. to K. Kt.’s 3rd. 7. P. takes P. 

8. B. takes K. B. P. (ch.) 8. K. takes B. 

(If he refuse to take the B., and play his K. to B’s sq , you can take the 
P, with the R., and should win.) 

9. Q. to K. R’s 5tli (ch.) 9. K. to Kt.’s 2nd. 

(If he play 9. K. to B’s sq., or K. to his 2nd, you equally take the P. with 
your Q. B., and have an obvious advantage.) 

10. B. takes Kt. P. 10. Q. to her 2nd. 

(Should he take the R. P., you give checkmate in four moves ; and if he 
interpose the Kt., you check with your B. at K. R's 6th, and wir 
easilv.^ 

11. R. takes P. 11. K. to B’s sq. 

12. K. R. to B’s 3rd (ch.) 

And you must clearly force the game in a few moves. 

In the second place, — 

4. P. takes B. P. 

5. K. Kt. to B’s 3rd. 5. P. to K. Kt.’s 4th. 

6. P. to Q’s 4th. 6. B. to Q. Kt.’s 3rd. 

7. P. to K. R’s 4th. 7. P. to K. Kt.’8 5th. 

If he attempt to sustain the Kt. P. with K. B. P., you take the Kt P 
with your Kt.) 

8 . Kt. to his 5th. 8. Kt. to K. R’s 3rd. 

9. Q. B. takes P. 

And you have an excellent game, 
p 2 
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lou can now return to and pursue the former series Oi 
moves, which we left at Black's 4tii move 


6. K. Kt. to B’s 3rd. 

6. P. to Q's Srd. 

7. P. takes P. 

8. Q. B. to K. Kt.’s 5th. 

9. Q. Kt. to Q's 2nd. 

10. Castles on^Q's side. 


5. Q. to K’s 2Dd. 

6. Q. B. to K. Kt.’s 5tli. 

7. P. takes P, 

8. Q. Kt. to Q's 2ud. 

9. (’astles on Q’s side. 


The positions are equal 


GAME THE FOURTEENTH. 


WHITE. 

1, P. to K 8 4th. 

2 . K. B. to Q. B's 4th. 
8. Q. to K's 2ud. 


BLACK. 

1. P. to K's 4th. 

2. K. B. to Q. B's 4th. 

3. Q. to K's 2nd. 


Black's defence here is perfectly safe, and with correct pin) 
on both sides, the result, I think, must be an even game. 


4 . P. to K. B's 4th. 

6. K. Kt, to B's 3rd. 

6. Q. Kt. to B’s 3rd. 

7. P. to Q’s Srd. 

8. P. to K, B's 5th. 

9. Q. B. to K. Kt.’s 5th. 

10. Q. B. to K. It’s 4th. 


4. K. Kt. to B’s 3rd. 

5. P. to Q's 3rd. 

6. P. to Q. B's Srd. 

7. Q. B. to K. Kt.’8 5th. 

8. Q. Kt. to Q's 2nd. 

9. P. to K. It's 3rd. 

10. P. to K. Kt.’s 4th. 


You may either take the Pawn in passing, or play Q. B. to 
K. B's 2nd. llie game is quite even. 


GAME IHE FIFTEENTH. 


WHITE. 

1. P. to K's 4th. 

2. B. to Q. P 8 4th. 
8. Q. to K’s 2iid. 


BLACK. 

1. P. to K’s 4th. 

2. B. to Q. B’s 4th. 

3. Q. Kt. to B’s Srd. 


BlfCk’s Srd move in this example is perhaps the best defence 
of all. It is originally given by Lopez, but was little known 
until its introduction by M, Calvi, in his valuable scries oi 
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lessons in the Palam^de.” (See “ Palam^de” of June, 1842, 
for a eomprehensive and elegant analysis of the Lopez Gambit.) 

4. P. to Q. B’s 3rd. 4. K. Kt. to B’s 3rd. 

Instead of playing your Q. B. P., you might take the adveme 
K. B. P. with your B. (ch.). (See Variation.) 

6. P. to K. B's 4th. 5. B. takes K. Kt. 

6. R. takes B. 6. Castles. 

7. P. to Q’s 3rd. 7. P. to Q’s 4th. 

You may also take P. with P., and the following moves are 

then likely to occur; — 

7. P. takes P. 7. Q. Kt. takes P. 

8. K. B. to Q. Kt.’s 3rd. 8. K. Kt. takes K. P. 

9. Q. takes Kt. 9. R. to K*s sq. 

10. K. to Q’s sq. 10. P. to Q’s 4th. 

11. Q. takes Q. P. 11. B. to K. Kt.’s 5th (ch.) 

12. K, to B’s 2nd. 12. Q. to K. B’s 3rd. 

And although you have a Piece more, Black must win. 

8. K. B. takes Q. P. 8. K. Kt. hikes B 

9. P. takes Kt. 9. P. takes K. B. P. 

10. Q. B. takes P. 10. R. to K’s sq. 

If, instead of taking the P., you play 10. Q. to K. B’s 3rd, 
Black answers with 10 Kt. to K's 4th. His move in the 
text, of R. to K's sq., is much better than playing 10. Q. takes 
P. 

11. B. to K’s 3rd. 11. Kt. to K's 4th. 

12. P. to K, R’s 3rd. 12. B. to K. B’s 4th. 

13. P. to Q’s 4th. 13. B. to Q’s 6th. 

And by afterwards moving the Kt. to Q. B's 5th, Black muBt 
will at least a Piece. 


Variation, 

Beginning at White's 4th move. 


WHITL. 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. to K’s 2nd. 

4. K.B. takes K.B.P.(ch.) 

5. Q. to her B’s 4th (ch.) 

6. Q. takes B. 


BLACK. 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. Kt. to B’s 3rd. 

4. K. takes B. 

5. P. to Q’s 4th. 

6. P. takes K P. 
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If you take* the Q. P. with P. instead of capturing the Bishop, 
Black may then take your K. B. P. (eh.), and aflerwanis 
move Q. Kt. to Q. R’s 4th. 

7- Q. to her B’s 4th (ch.) 7. Q. B. to K’s 3rd. 

8. Q. takes P. 8. K. Kt. to B’s 3rd. 

And you have an inferior game. 


GAMES 

ILLUSTRATIVE OF THE PRECEDING ANALYSES. 
(From thte Chets- Player* t Chronicle.) 

Game I. — Played some years since between Messrs. Popert 
and Sfaimton. 

WHITE. (Mr. S.) BLACK. (Mr. P.) 


1. 

P. to K’s 4th. 

1. 

P. to K’s 4th. 

2. 

K. B. to Q. B’s 4th. 

2. 

K. B. to Q. B’s 4th. 

3. 

P. to Q. B’s 3rd, 

3. 

P. to Q’s 3rd.* 

4. 

K. Kt. to B’s 3rd.t 

4. 

K. Kt. to B’s 3rd. 

5. 

P. to Q’s 4th. 

5. 

P. takes P. 

6 . 

P. takes P. 

6. 

B. checks. 

7. 

B. to Q’s 2nd. 

7. 

B. takes B. (ch.) 

8. 

Q. Kt. takes B. 

8. 

Castles. J 

9. 

B. to Q’s 3rd. 

9. 

Kt. to Q. B’s 3rd. 

10. 

P. to Q. R’s 3rd. 

10. 

Q. B. to K. Kt.’s 5tb. 

11. 

Q. to Q. B’s 2nd. 

11. 

P. to K. R’s 3rd. 

12. 

Q. R. to Q. B’s sq. 

12. 

P. to Q's 4th. 

13. 

P. to K’s 5th. 

13. 

B. takes Kt. 

14. 

Kt. takes B. 

14. 

Kt. to K. R’s 4th. 

15. 

P. to K. Kt.’s 3rd. 

15. 

P. to K. Kt.’8 3rd. 

16. 

P. to Q. Kt.’s 4th, 

16. 

Q. to Q's 2nd.§ 

17. 

Q. to Q’s 2nd. 

17. 

K. to R’s 2nd. 

18. 

Castles. 

18. 

Q. R. to K’s sq. 

19. 

Q. R. to B’s 3rd. 

19. 

Kt. to Q’s sq. 

20. 

Kt. to K. R’s 4th, 

20. 

P. to Q. B’s 3rd. 

21. 

P. to K. B’s 4th. 

21. 

P. to K. B’s 4th. 

22. 

P. to K. Kt.’s 4th, 

22. 

Kt. to K. Kt.’s 2nd. 

23. 

P. takes B. P. 

23. 

K. Kt. takes P. 

24. 

Kt. takes Kt. 

24. 

P, takes Kt, 

25. 

K. to R’s sq. 

2.5. 

K. R. to K. Kt.’s s«|. 


♦ Not TO j^ood a move as K. Kt. to B^s 3rd, or Q. to K. Kt.'8 4th. 
t P. to Q’s 4th would perhaps have been stronger play, 

X P. to Q’s 4th is a better move at this point. 

I Intending, if the Q. Kt. P. should be played on his Kt., to movt 
Q. to K. Kt.’8 5th 
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26. 

Q. R. to Q. B's sq. 

26. 

Q. to K. B's 2Ld. 

27. 

Q. to Q. B’s 2nd. 

27. 

Q. R. to K. B's sq. 

28. 

K. R. to K. Kt.’s sq. 

28. 

Kt. to K's 3rd. 

29. 

R. takes R. 

29. 

K. takes R. 

30. 

R. to K. Kt.'s sq. (ch.) 

30. 

K. to R's sq. 

31. 

Q. to K. B’s 2nd. 

31. 

Q. to K. R's 4th.’*' 

32. 

B. to K's 2nd. 

32. 

Q. to K. B's 2nd. 

33. 

Q. to K. R^s 4th. 

33. 

Q. to K. R's 2nd. 

34. 

B. to K. R’s 5th. 

34. 

Kt. takes Q. P. 

35. 

R. to K. Kt.'s 3rd. 

35. 

P. to Q. Kt.'s 3rd. 

36. 

B, to K. Kt.'s 6th. t 

36. 

Q. to K. Kt.’s 2nd. 

37. 

B. to K. B’s 7th. 

37. 

R. takes B.:{; 

38. 

R. takes Q. 

38. 

K. takes R. 

39. 

K. to Kt.*8 2nd. and wius. 




Game II. — Between two London Amateurs. 


WHITE. 

BLACK. 

1. P. to K's 4th. 

1. P. to K’s 4th. 

2. K. B. to Q. B's 4th. 

2. K. B. to Q. B’s 4th. 

3. P. to Q. B's 3rd. 

3. Q. to K. Kt.'s 4th. 

4. Q. to K. B’s 3rd. 

4. Q. to K. Kt.'s 3rd. 

5. K. Kt. to K’s 2nd. 

5. P. to Q's 3rd. 

6. P. to Q's 4th. 

6. P. takes P. 

7. P. takes P. 

7. B. to Q. Kt.'s 3rd. 

8. P. to K’s 5th. 

8. K. Kt. to K's 2nd. 

9. P. to K’s 6th. 

9. P. to K. B’s 3rd. 

10. Q. Kt. to B’s 3rd. 

10. Castles. 

11. K. Kt. to K. B's 4th. 

11. Q. to K's sq. 

12. Q. B. to K's 3rd. 

12. Q. Kt. to Q. B’s 3rd 

13. Q. R. to Q’s sq. 

13. K. to R's sq. 

14. P. to K. R’s 4th. 

14, Q. Kt. to Q’s sq. 

15. P. to K. R’s 5th. 

15. P. to K. B’s 4th. 

16. Q. Kt. to Q’s 5th. 

16. Q. B. takes P. 

17. Kt. takes Kt. 

17. Q. takes Kt. 

18. Kt. to K. Kt.'s 6th (ch.) 

19. P. takes P. (dis. ch.) 

18. P. takes Kt. 

And White gives checkmate in three moves. 

Game III. — Played between 

the London and Edinburj 

Chess Clubs in 1824. 

EDIN'fiURGH. 

LONDON. 

1. P. to K's 4th. 

1. P. to K's 4th. 

2. B. to Q. B’s 4th. 

2. B. to Q. B's 4th. 

3. P. to Q. B's 3rd. 

3. Q. to K's 2nd. 


A lost move. 

t It would have been more decisive if played to K. B's 7th at ouc«. 
X If the Q. takes B., mate follows in three moven. 
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4. 

K. Kt. to B’s 3rd. 

4. 

P. to Q’s 3rd. 

5. 

P. to Q’s 3rd. 

5. 

K. Kt. to B’s 3rd. 

6. 

Q. to K’s 2nd.* * * § 

6 . 

Castlei- 

7. 

Q. B. to K. Kt.’s 5th. 

7. 

P. to K. R’s 3rd.t 

8. 

Q. B. to K. R's 4th. 

8. 

Q. B. to K’s 3rd. 

9. 

K. B. to Q. Kt.’s 3rd. 

9. 

B. takes B. 

10. 

Q. R. P. takes B. 

10. 

Q. Kt. to B’s 3rd. 

11. 

Q. Kt. to Q’s 2iid. 

11. 

Q. to K’s 3rd. 

12. 

P. to Q. Kt.’s 4th. 

12. 

B. to Q. Kt.’8 3rd. 

13 

B. takes Kt. 

13. 

Q. takes Kt. 

14. 

Q. Kt. to Q. B’s 4th. 

14. 

Q. to K’s 3rd. 

15. 

K. Kt. to R’s 4 th. 

15. 

Kt. to K’b 2nd. 

16. 

P. to K. Kt.’s 4th. 

16. 

Kt. to K. Kt.’8 3rd,t 

17. 

Kt. takes Kt. 

17. 

P. takes Kt. 

18. 

Castles on K’s side. 

18. 

K. R. to B’s 5th. 

19. 

P. to K. R’s 3rd. 

19. 

Q. R. to K. B’s sq. 

20. 

Kt. takes B. 

20. 

Q. R. P. takes Kt. 

21. 

P. to K. B’s 3rd. 

21. 

Q. to K. B’s 3rd. 

22. 

K. to Kt.’s 2nd. 

22. 

P. to Q. B’s 3rd. 

23. 

K. R. to B’s 2nd. 

23. 

P. to Q. Kt.’8 4th. 

24. 

Q. to K’s 3rd. 

24. 

P. to K. R’s 4th. 

25, 

K. to Kt.’s 3rd. 

25. 

Q. to K. Kt.’s 4th.§ 

2G. 

Q. R. to K’s sq. 

26. 

K. to R’s 2ud.|| 

27. 

Q. to K’s 2nd. 

27. 

Q. R. to K. R’s sq. 

28. 

Q. to K’s 3rd, 

28. 

K. to Kt.’s sq. 

29. 

K. R. to his 2nd. 

29. 

K. R. P. takes P. 

30. 

R. P. takes P.^ 

30. 

R. takes B. P. (ch.) 

31. 

K. takes R.** 

31. 

Q. takes Q. (ch.) 

32. 

K. takes Q. 

32. 

R. takes R. 

33. 

R. to Q, R’s sq. 

33. 

R. to R’s 6th (ch.) 

34. 

K. to his 2nd. 

34. 

R. to R’s 7th (eh.) 

35. 

K. to his 3rd. 

35. 

R. to R’s 6th (ch.; 


The game was declared drawn. 


Qame IV. — Played some years ago between Mr. Stauntcr 
and one of the finest players in Em‘ope. 

WHITE. (Mr. S.) BLACK. (Mr. — ) 

1. P. to K's 4th. 1. P. to K^s 4th. 

2. B. to Q. B’s 4th. 2. B. to Q. B’s 4th. 

* Castling would perhaps have been better play, 

t A little like lost time. 

t P. to Q’s 4th would certainly have been a stronger move. 

§ Threatening to win the adverse Q. 

11 Q. to K. R’s 3rd appears a good mode of continuing the attack. 

^ If they had taken with K. B. P., London would have played Q tc 
K. R's 5th (ch*)t and then taken K. Kt. P. with the K. R. 

** Much better tnan taking with the Q. 
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3. P. to Q. B*s Srd. 

4 . K. Kt. to B’s 3rd. 

5. P. to Q’s 4th. 

6. P. takes P. 

7. Castles. 

8. Q. to her Kt.’8 3rd. 

9. P. to K's 5th. 

10. P. takes P. 

11. P. to K’s 6th. 

12. P. takes P. (ch.) 

13. K. Kt. to K. Kt.»8 6th. 

14. Q. to K. R's 3rd. 

15. Q. Kt. to Q. R’s 3rd. 

16. Q. B. to K. B’s 4th. 

17. Q. R. to K’s sq. 

18. K. Kt. to K’s 6th. 

19. Kt. takes R. 

20. Kt. takes K. R. P. 

21. Q. to her 7th. 

22. B. takes Kt. 

23. R. to K’s 8th (ch.) 

24. Q. takes R. (ch.) 

25. Q. to K. Kt.’8 8th (ch.) 

26. Q. to K. R’s 8th (ch.) 

27. B. to K. Kt.’s 8th. 


3. Q. Kt. to B’s 3r(L 

4. P. to Q’s 3rd.* 

5. P. takes P. 

6. B. to Q. Kt.’s 3rd. 

7. Q. B. to K. Kt.’s 5th. 

8. Q. B. to K. R’s 4th. 

9. P. takes P. 

10. K. Kt. to K’s 2nd. 

11. Castles. 

12. K. to R’s sq. 

13. Q. Kt. to Q’s 5th. 

14. B. to K. Kt.’s 3rd. 

15. K. Kt. to K. B’s 4th. 

16. Q. to K. B’s 3rd. 

17. K. Kt. to R’s Srd. 

18. B. to K. B’s 4th. 

19. K. Kt. takes P.f 

20. B. takes Kt. 

21. Q. takes B. 

22. B. to K. B’s 4th. 

23. R. takes R. 

24. K. to R’s 2nd. 

25. K. to R’s Srd. 

26. B. to K. R’s 2nd. 


Black resigned in a few moves. 


Game V. — ^The Lopez Gambit. — Between Messrs. De la 
Bourdoniiais and Me Donnell. 


WHITE. (M. De la B.) 

1. P. to K’s 4th, 

2. K. B. to Q. B’s 4th. 

3. Q. to K’s 2nd. 

4. P. to Q’s Srd. 

o. P. to Q. B’s 3rd. 

6. P. to K. B’s 4th. 

7. P. to Q’s 4th. 

8. Q. B. takes P. 

9. K. B. to Q’s Srd. 

10. Q. B. to K’s 3rd. 

11. P. to K. R’s Srd. 

12. Q. Kt. to Q’s 2nd. 


BLACK. (Mr. McD.) 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. K. Kt. to B’s 3rd. 

4. Q. Kt. to B’s 3rd. 

5. Q. Kt. to K’s 2nd. 

6. P. takes P.:J: 

7. K. B. to Kt.’s Srd. 

8. P. to Q’s Srd. 

9. Q. Kt. to K. Kt.’8 3rd. 

10. Castles. 

11. K. R. to K’ssq. 

12. Q. to K’s 2nd. 


* The position is that of the Giuoco Piano, — ^Black should have brought 
tut his K. Kt. to B’s Srd. 

t Had he taken the Q., White would have won easily, 
t In this opening it is not advisable for the second player to take tbi 
gHmbit P. with his K. P. 
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13. Castles on Q’s side. 

14. K. to Kt.'s sq. 

15. P. takes P. 

16. K. Kt. to B’s 3rd. 

17. P. to K. Kt.’s 4th. 

18. Q. R. to K. Kt.’s sq. 

19. P. to K. Kt.’8 5th. 

20. B. takes P. 

21. P. to Q. Kt.’s 3rd. 

22. Q. R. to K. Kt.’s 4th. 

23. P. to K. R’s 4th. 

24. Kt. takes B. 

25. P. to K. R’s 5th. 

26. R. tdkes R. 

27. Q. to K. B’s 3rd. 

28. F. to Q’s 5th. 

29. K. R. to K. Kt.’s sq.* 

30. K. to R’s sq. 

31. R. takes K. Kt. P. (ch.) 

32. Q. to K. Kt.’s 3rd. 

33. K. R. P. takes B. 

34. R. takes Q.f 

35. Q. takes R. 

36. R. to R’s 7th (ch.) 

37. P. takes K. B. P. (ch.) 

38. P. one, becoming a Queen. 


Game VI. — The 

WHITE. 

J. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. to K’s 2nd. 

4. B. takes K. B. P. (ch.) 

5. Q. to her B’s 4th (ch.) 


13. P. tu Q. B’s 4th, 

14. P. takes P. 

15. P. to Q. R’s 4th. 

16. Q. B. to Q’s 2nd. 

17. P. to K. R’s 3rd. 

18. P. to Q. R’s 5th. 

19. P. takes P. 

20. P. to Q. R’s 6th. 

21. Q. B. to his 3rd. 

22. K. B. to Q. R’s 4th« 

23. B. takes Q. Kt. 

24. Q. R. to his 4th. 

25. R. takes B. 

26. Kt. to K. B’s 5th. 

27. Kt. takes B. 

28. Kt. takes Q. P. 

29. Kt. to B’s 6th (ch.) 

30. B. takes K. P. 

31. K. to R’s sq. 

32. B. to K. Kt.’s 3rd 

33. Q. to K’s 8th (ch.) 

34. R. takes R. (ch.) 

35. Kt. takes Q. 

36. K. to Kt.’s sq. 

37. K. takes R. 

38. Kt. mates. 


Lopez Gambit. 

BLACK. 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. Kt. to B’s 3rd. 

4. K. takes B. 

5. P. to Q’s 4th. 


• This portion of the game is full of interest and instruction, and is 
remarkably well played. 

t White loses the game by this move. The following variation, by the 
writer, was published some years since, and seems to prove that White 
might have won easily from this point : — 

33. Q. to K’s 8th (ch.) 

34. Kt. to Q. Kt.’s sq. 34. Q. takes Q. 

35. R. to K. R’s 7th (ch.) 35. K. to his Kt.’s sq. 

(If White take the Queen instead of checking with his R., he loses the 

game.) 

36. P. takes K. B. P. (ch.) 36. K. takes R. 

37. R. to K. R’s sq. (ch.) 37. K. to Kt.’s 2ud, 

38. P. takes R., becoming a Q., and wins. 
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U. takes B. 

7. Q. to her B's 4th (ch.) 

8. Q. takes P. 

9. Q. to K. R's 4th. 

10. Q. Kt. to R’s 3rd. 

11. P. to Q. B’s 3rd. 

12 Q. takes K. Kt. P, 

13. Q. to K’s 3rd. 

14. Q. to K^s 2nd. 

15. Q. Kt. to B's 2nd. 

1C. Q. Kt. to K’s 3rd. 

17. Q. P. takes Kt. 

18. Q. to K. B’s sq. 

19. Q. to K’s 2nd. 

20. Kt. to R’s 3rd. 

21. Kt. to K. B’s 4th. 


6. P. takes P. 

7. Q. B. to K's 3r<i 

8. K. Kt. to B’s 3rd. 

9. Q. Kt. to Q’s 5th. 

10. P. to K’s 5th. 

11. P. to K. Kt.’s 4th.* 

12. K. R. to K. Kt.’s sq. 

13. Q. Kt. to K. B’s 4th. 

14. R. takes K. Kt. P. 

15. Q. to her 3rd. 

1C. Kt. takes Kt. 

17. Q. R. to K. Kt.’s sq. 

18. Q. R. to (i’s sq. 

19. Kt. to his 5th. 

20. Kt. to K’s 4th. 

21. Kt. to K. B’s 6th (ch.) 


22. K. to his B’s sq. 

And Black can checkmate in six moves. 


Game VII. — ^Between Messrs. Cochrane and Staunton. 


WHITE. (Mr. S.) 

1. P. to K’s 4th. 

2. B. to Q. B’a 4th. 

3. K. Kt. to B’s 3rd. 

4. P. to Q. Kt.’s 4th.f 

5. P. to Q. B’s 3rd. 

6. Castles. 

7. P. to Q’s 4th. 

8. K. Kt. takes P. 

9. P. takes Kt, 

10. P. to Q. R’s 4th. 

11. P. to Q. R’s 5th. 

12. Q. to her Kt.’s 3rd. 

13. Q. B. to Q. R’s 3rd. 

14. Q. Kt. to Q. B’s 3rd. 

15. Q. Kt. to K’s 2nd, 

16. P. to K’s 5th. 

17. K. B. to Q’s 3rd. 

18. Q. to her Kt.’s 4th. 


BLACK. (Mr. C.) 

1. P. to K’s 4th. 

2. B. to Q. B’s 4th. 

3. Q. Kt. to B’s 3rd. 

4. B. takes Q. Kt. P. 

5. B. to Q. R’s 4th. 

6. B. to Q. Kt.’s 3rd, 

7. P. takes Q. P. 

8. Kt. takes Kt. 

9. P. to Q’s 3rd. 

10. P. to Q. B’s 3rd. 

11. K. B. toQ. B’s 2nd. t 

12. Q. to K’s 2nd. 

13. Q. to K. B’s 3rd. 

14. Q. to K. Kt.’s 3rd. 

15. K. Kt. to K. R’s 3rd. 

16. P. to Q’s 4th. 

17. Kt. to K. B’s 4th. 

18. K. B. to Q’s sq. 


* The game from this point forward is admirably conducted by Black, 
t We have now the same position brought about which occurs in ths 
Evans’ Gambit. 

t If he had taken the P., Black, by taking the K. B. P. with his B 
checking, and when the K. took the B., playing Q. to K. R’s 5th (ch.) 
would have gained a more valuable P. in return, and have deprived his 
opponent of the privilege of castling. 
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19. Q. to her Kt/s sq. 

20. Kt. to K. Kt.*s 3rd. 

21. K. B. P. takes Kt. 

22. K. B. to K. D’s 5th. 

23. Q. to her Kt/s 4th. 


19. Q. to K. R'b 4th. 

20. Kt. takes Kt. 

21. K. B. takes Q. R. P. 

22. K. B. to Q. Kt.'s 5rd. 

23. Q. to K. Kt.’s 4th. 

24. Q. R. takes B. 

25. P. takes P. 


24. K. B. takes Q. B. 

25. P. to K’s 6th. 

White announced mate in eight moves. 


Game VIIL — Between Messrs. Walker and Daniel & 


wHiTB. (Mr. W.) 

1. P. to K's 4th. 

2. B. to Q. B’s 4th. 

3. P. to Q. B’s 3rd. 

4. B. takes Q. P. 

5. Q. to her Kt/s 3ra. 

6. K. Kt. to B’s 3rd. 

7. B. takes K. B. P. (ch.) f 

8. Kt. takes K. P. 

9. Q. takes R. (ch.) 

10. Kt. takes Q., 

11. P. to Q’s 4th. 

12. P. to K. B’s 3rd. 

13. Q. B. to K’s 3rd. 

14. K. to B’s 2nd. 

15. Q. Kt. to Q’s 2nd. 

16. P. to K. Kt.’s 4th. 

17. P. to K. R’s 4th. 

18. P. to K. R’s 5th. 

19. P. takes P. 

20. Q. R. to K. Kt.’s sq. 

21. Q. Kt. to Q. B’s 4th. 

22. P. to K’s 5th. 

23. B. to K. R’s 6th (ch.) 

24. K. to Kt.’s 3rd. 

25. Kt. to K’s 3rd. 


BLACK. (Mr. D.) 

1. P. to K’s 4th, 

2. B. to Q. B’s 4th. 

3. P. to Q’s 4th. 

4. K. Kt. to B’s 3rd. 

5. Castles. 

6. P. to Q. B’s 3rd.^ 

7. R. takes B. 

8. Q. to K’s 2nd. 

9. Q. takes Q. 

10. K. takes Kt. 

11. B. to Q. Kt.’s 3rd. 

12. Q. B. to K’s 3rd. 

13. Q. Kt. to R’s 3rd. 

14. Q. Kt. to B’s 2nd. 

15. P. to K. Kt.’s 3rd. 

16. K. to Kt.’s 2nd. 

17. R. to K’s sq. 

18. Q. B. to K. B's 2nd, 

19. Q. B. takes P. 

20. Q. Kt. to K's 3rd. 

21. B. to Q. B’s 2nd. 

22. K. Kt. to Q’s 4th. 

23. K. to B’s 2nd. 

24. P. to Q. Kt.’s 4th. 

25. Kt. takes Kt. 

26. P. to Q. B’s 4th. 

27. P. takes P. 

28. Q. B. to Q’s 6th. 


26. B. takes Kt. 

27. P. to K. B’s 4th. 

28. P. takes P. 

29. P. to K. B’s 5th. 

Black resigns. 


* This is not advisable. It would be better to take B. with Kt. 
t The notion of this sacrifice originated with Messrs. Henderson an 
Williams, of Bristol, during an examination of the present opening. 
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Game IX. — Played by correspondence between Berlin and 
Posen. 



-WHITE. (Posen.) 


BLACK. (Berlin.) 

1. 

P. to K’s 4th. 

1. 

P. to K’s 4th. 

2. 

P. to Q. B’s 4th. 

2. 

K. Kt. to B’s 3rd. 

S. 

K. Kt. to B's 3rd. 

3. 

Kt. takes P. 

4. 

Kt. takes P. 

4. 

P. to Q’s 4th. 

5. 

K. B. to Q. Kt.’s 3rd. 

5. 

Q. to K. Kt.’s 4th. 

6. 

Kt. takes K. B. P. 

6. 

Q. takes K. Kt. P. 

4 • 

K. R. to B’s sq. 

7. 

Q. Kt. to B’s 3rd. 

8. 

P. to Q. B’s 3rd. 

8. 

K. Kt. to Q. B’s 4tlL 

9. 

P. to Q’s 4th. 

9. 

Kt. takes B. 

10. 

K. Kt. takes K. R. 

10. 

Q. to K’s 5th (ch.) 

11. 

Q. to K’s 2nd. 

11. 

Q. takes Q. (ch.) 

12. 

K. takes Q. 

12. 

Kt. takes R. 

13. 

K. R. to K. Kt.’s sq. 

13. 

Q. B. to K. B’s 4th. 

14. 

Q. Kt. to Q’s 2iid. 

14. 

Castles. 

15. 

Kt. to K. B’s 3ra. 

15. 

R. to K’s sq. (ch.) 

IG. 

B. to K’b 3rd. 

16. 

Q. Kt. to Q. B’s 7th 

17. 

K. Kt. to K. B’s 7th. 

17. 

Kt. takes B. 

18. 

P. takes Kt. 

18. 

P. to K. Kt.’s 3rd. 

19. 

P. to K. R’s 4th. 

19. 

R. to K’s 2nd. 

20. 

K. Kt. to K’s 5th. 

20. 

Kt. takes Kt. 

21. 

Kt. takes Kt. 

21. 

K. B. to K. Kt.’s 2iid. 

22. 

Kt. to K. B’s 3rd. 

22. 

R. to K’s 5th. 

23. 

P. to K. R’s 5th, 

23. 

K. B. to R’s 3rd. 


And 

Berlin wins. 



Game X. — Between 

V. H. der 

’ Laza and Dr. B. 


WHITE. (Dr. B.) 

BLACK. (V. H. d. L.) 

1. 

P. to K’s 4(h. 

1. 

P. to K’s 4th. 

2. 

B. to a B’s 4th. 

2. 

K. Kt. to B’s 3rd. 

3. 

P. to Q’s 4th. 

3. 

P. takes Q. P. 

4. 

P. to K’s 5th. 

4. 

P. to Q’s 4th. 

5. 

B. to Q. Kt.’s 3rd. 

5. 

Kt. to K’s 5th. 

6. 

K. Kt. to B’s 3rd. 

6. 

B. checks. 

7. 

P. to Q. B’s 3rd. 

7. 

P. takes P. 

8. 

Castles. 

8. 

P. takes Q. Kt. P. 

9. 

Q. B. takes P. 

9. 

Q. B. to K’s 3rd. 

10. 

K. Kt. to Q’s 4th. 

10. 

P. to Q, B’s 4th. 

11. 

Kt. takes B. 

11. 

P. takes Kt. 

12. 

P. to K. B’s 3rd. 

12. 

K. Kt. to his 4t2i. 

13. 

P. to B’s 4th. 

13. 

Kt. to K’s 5th. 

14. 

P. to B’s 5th. 

14. 

P. to Q. B’s 5th. 

15. 

B. to Q. R’s 4th (cQ.)* 

15. 

Q. Kt. to B’s 3nb 


Q. to K. R‘8 5th (ch.;, appears a stronger 
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16. P. takes K, P .♦ 

17. B. to Q’s 4tli. 

18. B. takes B. 

19. K. to R’s sq. 

20. R. takes Kt. 

21. Q. Kt. to B*s 3rd. 

22. Kt. takes Q. P. 

23. P. to K’s 7th. 

24. B. to Q. B’s 2nd. 

25. P. to K. R’s 3rd. 

26. Kt. takes Kt. (ch.) 


16. B. checks. 

17. Q. to her Kt ’s 3rd. 

18. Q. takes B. (ch.) 

19. Kt. to K. B’s 7th (oh«) 

20. Q. takes R. 

21. Castles on K’s sidr. 

22. Q. R. to K’s sq. 

23. K. R. to K. B’s 4th. 

24. K. R. takes P. 

25. Kt. takes P. 

26. Cl. R. takes Kt. 

Wliite surrenders. 


Chapter II. 

GAME THE FIRST. 

The King’s Knight’s Defence in King’s Bishof’s 
Opening. 

WHITE. BLACK. 

1. P. to K‘s 4tli. 1. P. to K‘s 4th. 

2. K. B. to Q. B's 4th. 2. K. Kt. to B*s 3rd. 

K. Kt. to B’s 3rd is the defence most highly approved 
Jaenisch and the wTiters of the German “Handbuc‘h,” who 
consider it so poweiful a retort, as to wrest from AMiite at 
once the advantage of tlie move, and thus prove the compa- 
rative feebleness of the long-established method of beginning 
the attack with B. to Q. B’s 4th at the second move. 

Although of opinion that playing the Kt. is a safe defence, 
I am not prepared to estimate it as so much superior to the 
old move of B. to Q. B’s 4th, as these able writers assume it 
to be, especially since I find in their admirable analyses of th(* 
two defences, that the result, with the best play on both sides, 
is in either case an equal game. The chief works deserving 
consultation upon this particular opening, are — Greco (Hir- 
shell’s edition), pp. 63 — 105; LoUi, pp. 189 — 201; Cozio 
(Ist vol.), pp. 326, 345; (2nd vol.), pp. 102, 313, 318, 344; 
Ponzani (1782), p. 79; AUgaier (Tab. ii?.); Bledow (1843), 
pp. 3—23, 80; Lewis (1844), pp. 37 — 39; Walker (1846^ 

Again, checking with the Queen seems preferable. 
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111; “PalamMe” (1842), (2nd vol.), pp. 100 — 145; the 
Qeiman “Handbuch;” and the collection of openings and 
games in the “ Chess-Player’s Chronicle.” 

3. P. to Q’s 4th. 3. P. takes P. 

3. P. to Q’s 4th is the move which forms the centre gambit of 
Ponziani, a mode of play which is censured by .laenisch, but 
which may yet, I tiink, be adopted by you with perfect 
security, if not with any striking advantage. Instead of so 
playing, you have the choice of 3. P. to Q’s 3rd, or P. to 
K. B’s 4th, 3. K. Kt. to B’s 3rd, and 3. Q. Kt. to B’s 3rd, 
each of which will be examined in the present Chapter. (See 
the next and the two succeeding games.) In answer to your 
third move in the text, Black may play 3. P. to Q. B’s 3rd 
without danger, or 3. K. Kt. talces P.„ but the result in the 
latter case would be favourable to your game. (e. y.) 

3. Kt. takes K. P. 

4. P. takes P. 4. B. to Q. B's 4th. 

5. B. takes K. B. P. (ch.) 5. K. to B’s sq. 

(If K. take B., you play Q. to her 5th (ch.), and then take the Kt.) 

6. Q. to K. B’s 3rd. 

You have the better game. 

4. P. to K’s 5th. 4. P. to Q's 4th. 

You may also, for your 4th move, take the P. with your Q. ; 
the game then, in a few moves, becoming equal ; for example, — 

4. Q. takes P. 4. Q. Kt. to B’s 3rd. 

5. Q. to K’s 3rd. 5. B. to Q. Kt.'s 5th (ch.) 

C. B. to Q’s 2nd. 6. Castles. 

You have certainly no disadvantage. 

5. B, to Q. Kt.’s 3rd. 5. Kt. to K’s 5th. 

Neither taking the Kt. nor checking with the Bishop is 
advisable for you at this point. It is much better to retire 
the latter to Kt.’s 3rd. 

6. K. Kt. to K’s 2nd. 6. P. to Q. B’s 4th. 

If you move 6. K. Kt. to B’s 3rd, Black will have the superioi 
; for suppose, — 

6. K. Kt. to B’s 3rd. 6. K. B. to Q. Kt.’s 5th (cb ) 

7. P. to Q. B’s 3rd. 7. P. takes P. 

8. Castles. 8. P. takes P. 

S. Q. B. takes F. 9. Q. B. to K’s 3rd. 

And he has the advantage. 
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7. P. to K. 3rd. 

8. Kt. to K. B‘s 4th. 

9. B. to ll’s 4th (ch.) 

10. B. takes Kt. (ch.) 

11. Q. takes doubled P. 

12. Kt. takes Ki. 

13. Castles. 


7. Kt. to K. Kt.'s 4t!L 

8. P. to Q. B’s 6th. 

9. Q. Kt. to B’s 3rd. 

10. P. takes B. 

11. Kt. to K's 3rd. 

12. K. B. P. takes Kt. 

13. P. to Q. B’s 4th. 


These moves are given by Jaenisch and the “Handbuch,” and 
White is now made to play 14. Q. to K B’s 2nd, after which 
the game is speedily dismissed as favourable for Black, lliis 
retreat of the Queen, which would be feasible enough il 
Black, at his 12th move, take the Kt, with the Q. B., appears 
to me unnecessary, and much inferior to playing her to 
K. Kt.’s 4th, where she would be well stationed, and for some 
time could act as a powerful constraint upon the development 
of Black's forces. 


GAME THE SECOND. 


WHITE. 

1. P. to K's 4th. 

2. K. B. to Q. B’s 4th. 

3. P. to Q’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B's 4th. 


Your present move is less immediately attacking than 3. P. to 
Q’s 4th, but it is thought preferable by some players. 

4. K. Kt. to B’s 3rd. 4. P. to Q’s 3rd. 


You might now get a menacing, but somewhat hazardous, 
game, by playing 4. P. to K. B’s 4th, and pursuing it as 
follows 


4. P. to K. B’s 4th. 4. P. to Q’s 4th. 

(If he play this P. one sq., you reply with 5. P. to Q. B’s 3rd.) 

5. B. takes Q. P. 5. Kt. takes B. 

(I I is much better to take the Q. P. with Bishop, than with the K. P.) 

6. P. takes Kt. 6. Q. takes P. 

7. K. Kt. to B’s 3rd. 7. P. takes P. 

8. B. takes P. 8. Castles. 

Black has a good game, and will have a better if you take the Q. B. 

At your 7 th move, irihtcad of K. Kt. to B’s 3rd, you might play Q to 
K, B’s 3rd, and equalize the positions. 

6. P. to Q. B's 3rd. 5. Castles. 

6. P. to Q. R’s ^th. 6. P. to Q. R 6 4th. 

The game is even. 
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GAME THE TIIIED. 


WHITE. 

: p. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. P. to K. B’s 4th. 


BLACK. 

1 . P. to K’s 4th. 

2. K. Kt. to B's 3rd. 

3. P. to Q’s 4th. 


Your 3rd move is censured by Caivi, but it may be played 
apparently without any danj^erous consequences, and with 
mutually correct moves afterwards, must lead to an equal 
game. 

Black’s best reply, I believe, is to tlirow forward his Q. P., 
as above ; if he play, as some authorities advise, 3. Kt. takes 
K. P., you must not move 4. Q. to K. B s 3rd, on account of 

4. P. to Q’s 4th, but you may play 4. to Q's Grd, and the 
game w^ould probably be followed thus : — 

3. Kt. tiikoR K. P. 

4. P. to Q’s 3rd. 4. Q. to K. R’s 5th (oh.) 

5. P. to K. Kt.'s 3rd, 5. Kt. takos K, Kt. P. 

6. K. Kt. to B’s 3rd. 6. Q. to K. R’s 4th. 

(If he play 6. Q. to K, R’s 3rd, you take K. P. with P., and pursue th« 
attack as in the present case.) 

7. R. to K. Kt.’s sq. 7. Kt. to K. B’s 4th. 

8. R. to Kt.’s 5th. 8. Q. to K. ll’s Gth. 

9. B. takes K. B. P. (ch.) 9. K. takes B. 

10. R. to K. R’s 5th. 10. Q. to K. Kt.’s 7th. 

iH‘3 obviously loses his Q. by taking the Rook, or going to Kt.’s 
with her.) 

11. R. takes Kt. (ch.) 11. K. to his sq. 

(The German Handbuch” here makes White, for his 12th move, take 
P. with R. (ch.). Black interjiosing liis B., and the game is given up 
equal; but, I believe, you have an advantage, considering that Black’ i 
King has moved, by playing) — 

12. R. to K. Kt.’s 5th. 12. Q. to R’s Gth (best) 

13. R. to K. Kt.’s 3rd. 1.3. Q. to R’s 4th (best) 

14. Q. (o K’s 2nd. 

I prefer your game. 

4. P. takes Q. P. 4. P. takes B. P. 

5. P. to Q's 4th. 5. B. to K. Kfs 5U-. 

If you play 5. Q. to K’s 2nd (ch.), he answers with 5, B. W 
K’s 2nd and the positions are even. 

6. K Kt. to B’s 3rd. 

There is no advantage on either side. 

Q 
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GAME THE FOURTH. 

WHITE. BLACK. 

1. P. to K’s 4tli. 1. P. to K’s 4th. 

2. B. to Q. B\s 4tli. 2. K. Kt to B's 3rd. 

3. K. Ivt. to B‘s 3rd. 3. Kt. takes K. P. 

You have also, as was previously obsciwcd, beside the pre- 
sent move, and the two moves just o\aniiiicd, the option of 
playing here 3. Q. Kt. to B's 3rd, by which you may obtain 
an opening fully ocpial to your opponent's, as may be briefly 
vhovrn before proceeding further; snppohe then, — 

3. Q. Kt. to B’s .3rd. 3. K. B. to Q. B^s 4th. 

4 . K. Kt. to B’s 3rd. 4. P. to (i’s 3rd. 

The game is even. 

Black’s move of 3. Kt. takes K. P. is extolled by Jaenisch 
and the German llaiidbuch,” as the veritable mode of play. 
If instead, he move 3. U. Kt. to B’s 3rd, you have the Two 
Knights’ Opening,” a game very favourable for the first 
player (see page 142). 

4. P. to Q’s 3rd. 4. Kt. to Q’s 3rd. 

P’or the result of your playing 4. Q. to K’s 2nd, sec Petroff‘'8 
ilefence to the Knight s opening, page 82, where this posi- 
tion ocem’s. We have there remarked that if, for your 4th 
move, you take K. P. with Kt., Black replies with 4. P. to Q’s 
4th, and, when the B. retreats, by moving Q. to K. Kt.’s 4th ^ 
he wiU have the better game. Tlie following variation will 
show this clearly : — 

4. Kt. takes K. P. 4. P. to Q’s 4th. 

5. B. to Q. Kt.’s 3rd. 5. Q. to K. Kt.’s 4th. 

6. Ci. to K’s 2nd. 6. Q. takes K. Kt. P. 

(He may also with advantage take the Kt.) 

7. R. to K. B’s sq. 7. Q. B. to K’s 3rd. 

8. P. to (cl’s 3rd. 8. Kt. to K. B’s 3rd. 

(If you check with the Q. at Kt.’s 5th, and then capture the Kt. F., 
Black wins easily by jdaying Q. B. to K. R’s (ith.) 

9. Q. B. to K. B’s 4th. 9. K. B. to Q’s 3rd. 

10. Q. Kt. to B’s 3rd. 10. Q. Kt. to Q’s 2na. 

11. Castles. 11. Kt. takes Kt. 

12 . B. takes Kt. 12. K. B. takes B. 

13. Q. takes B. 13. P. to Q. B’s 3rd. 

14 . R. to K. Kt.’s sq. 14. Q. takes B. P. 

15. Q« R. to K. B’s sq. 15. Q. to K. R’s 
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16. R. takes K. Kt. P. 16. Q. to K. R’s 3rd 'ch.\ 

17. R. to K. Kt.^s 5th. 17. K. R. to Kt.^s sq. 

Black has an advantage. 


Let US now return to the 
from the 4th move. 

5. Kt. takes K. P. 

6. Kt. takc« Kt. 

7. Kt. to K’s 5th. 

8. P. to Q’s 4th. 

9. Castles. 

10. Kt. to K. B’s 3rd. 

Neithci uarty can 


iginal theme, and prKSiwj 

5. Kt. takes i>. 

6. P. to CPs 4th 

7. K. B. to Q’s 

8. Castles. 

9. P. to K. B s 3nl 

)ast of advantage. 


CllArTEll 111. 

COUNTER GAMBIT IN THE KING’S BISHOP’S OPENING. 

This ingenious reply to the Bishop's opening, which eon^ 
sists in Black's moving K. B. P. to B's 4th sq. at his 2nd 
move, first occurs in the valuable games of Greco; it has been 
subsequently examined by Cozio, Allgaier, Lewis, Jaenisch, 
who has devoted great attention to it, the German ‘‘ Hand- 
buch,” and the “ Chess-Player's Chi*oniele.” 

GAME THE FIRST. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K's 4th. 

2. K. B. to Q. B's 4th. 2. P. to K. B's 4th. 

You have now the choice of refusing or accepting the gambit’ 
the former is the more judicious mode of o])erating, and the 
consequences aiising from it will be shown in tliis game, 
while the result of your accepting the gambit shall be con- 
sidered in the* next. 

3. P. to Q’s 3rd. 3. K. Kt. to B's 3rd. 

ITiis, according to Jaenisch and the German llandbuch,” 
is your best move for declining the gambit. You may, hovr 
f’ver, vrith advantage play 3. P. to Q's 4th, or 3. K. Kt. ti» 
B s 3rd, or 3. P. to Q. B’s 3rd, as in Variation I. ; or 3. K B 
takes Kt., as in Variation II. 

Q 2 
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4. P. to K. B’s 4th. 4. K. P. takes P. 

If instead of this move you play 4. K. Kt. to B’s 3rd, Blaol 
(son answer with 4. P. to Q. B’s 3rd, and the game proceed 

4. K. Kt. to Ws 3rd. 4. P. to Q. B’s 3rd. 

5. Castles. 5. Q. to B’s 2nd. 

6. K. Kt. to his 5th. 6. K. B. to Q. B’s 4th. 

7. K. to R’s sq. 7. P. to K. R’s 3rd. 

e. Kt. to K. B’s 7th. 8. R. to K. B’s sq. 

9. P. to K. B’s 4th. 9. P. to Q’s 3rd. 

He has the better game. 

5. Q. B. takes P. 5. P. takes K. P. 

B^ock may play 5. P. to Q’s 4th, but still the advantages will 
be with you. (e. g.) 

5. P. to Q’s 4th. 

6. P. takes Q. P. 6. Kt. takes P. 

7. Q. to K’s 2nd (ch.) 7. Kt. to K’s 2nd. 

8. K. Kt. to B’s 3rd. 

&c., &c. 

6. Q. P. takes P. 6. Q. to K’s 2nd. 

7 . P. to K’s 5th. 7. P. to Q’s 3rd. 

8. Q. to K’s 2nd. 8. P. takes P. 

9. B. takes P. 9. P. to Q. B’s 3rd. 

10. K. Kt. to B’s 3rd. 

You have a better developed opening. 

Vakiation i.. 

Beginning at White's ^rd move, 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th, 

2. K. B. to Q. B’s 4th. 2. P. to K. B’s 4th. 

3. P. to Q’s 4th. 3. P. takes Q. P. (best; 

Your move of 3. P. to Q’s 4th is more attacking than 3. P. 
to Q’s 3rd, and gives you I think an advantage in the open- 
ing. At this point you may also adopt 3. P. to Q. B’s 3rd 
or 3. K. Kt. to B's 3rd without danger. In the first place,— 

3. P. to Q. B’s 3rd. 3. K. Kt. to B’s 3rd. 

4. P. to Q’s 4th. 4. Kt. takes K. P. 

5. P. takes K. P. 5. Q. K.. to B’s Jrd. 

6. Q. to her 5th. 6. Q. to K’s 2na. 

The game is about even. 
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lu the second place, — 

3. K. Kt. to B»s 3rd. 3. P. to Q. B's 3r<L 

4. P. to Q*s 4th. 

You have a better opening. 

4. Q. takes P. 4. Q. Kt. to B’s 3rd. 

You may likewise play 4. B. takes Kt., followed by 6. Q. 

takes P., or, which I think best, 4. B. takes Kt., and then 
5 P. takes K. B. P. P’or example, in the first place,— 

4. B. takes Kt. 4. R. takes B. 

5. Q. takes P. 5. Q. Kt. to B’s 3rd. 

6. Q. to her B's 4th. 6. Q. Kt. to K’s 2nd. 

If he retreat the Rook, you still play 

7. Q. Kt. to B’s 3rd. 

And have, 1 think, a slight advantage. 

In tlie second place, — 

4. B. takes Kt. 4. R. takes B. 

5. P. takes K. B. P. 5. Q. to K. B’s 3ri. 

6. K. Kt. to K’s 2nd. 

And again your game appears to me to be safer than hii. 

5. Q. to K*s 3rd. 5. P. takes P. 

6. Q. takes P. (ch.) C. Q. to K's 2nd. 

Tlie game is even. 

Variation II., 

Beginning also at White's 3rc? move. 

WHITE. BLACK. 

1. P. to K’s 4th 1. P. to K’s 4th. 

2. K. B. to Q. B's 4tlL 2 P. to K. B's 4thr 

3. B. takes K. Kt. 3. R. takc^ B. 

4. P. takes P. 4. P. to (i's 4th. 


Von may here also play 4. Q. Kt. to B's 3rd, and the game 
proceed thus : — 

4. Q. Kt. to B’s 3rd. 

5. Q. Kt. to Q’s 5th. 

6. Q. to R’s 5th (ch.) 

7. Q. takes Q. R. P. 

8. Q. to K. R’s 4th. 

9. Kt. to B’s 6th (ch.) 

10. K. P. takes P. 

11. Kt. to Q’s 5th. 

You have the better position. 

5. Q. to K. R's 5th (ch.) 5. P. to K. Kt.’s 3rd. 

If you play 5. P. to K. Kt.’s 4th, Black will soon get w) 
'^vantage; for example, — 


4. Q. to K. B’s 3rd. 

5. Q. to her B’s ,3rd. 

G. P. to K. Kt.’s 3rd. 

7. K, R. to Kt.’s 2nd. 

8. Q. takes Q. B. P. 

9. K. to his B’s 2nd. 

10. Q. takes P. at K. B’s 4th. 
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5. P. to K. Kt/s 4th. 5. P. to K. R's 4th. 

6. P. to K. R’s 3rd. 6. P. takes P. 

7. P. tiikes P. 7. P. to K, Kt.'s 3rd. 

8cc,t 

6. P. takes P. 6. R. takes P. 

7. K. Kt. to B’s 3rd. 7. Q. Kt. to B’s 3rd 


[f you take the K. R. P. at your 7th move, he replies with 
U. to K. B’s 3rd, and has the more favourable game. 

Should Black now answer with 7. Q. B. to K. Kt.’s 5th, 
you pursue the game as follows : — 

7. Q. B. to K. Kt.'s 5th, 

8. Q. takes K. R. P. 8. Q. to K. B’s 3rd. 

(It would not be good play for him to move 8. R. to K. Kt.'s 2nd.) 

9. Q. to K. R’s 4th. 9. B. takes Kt. 

10. Q. takes Q. 10. R. takes Q. 

11. P. takes B. 11. Q. Kt. to B’s 3rd. 


I prefer your game. 


8. Q. takes K. Pv. P. 

9. P. to (Ps 3rd. 

10. B. to K's 3rd. 

11. P. takes B. 


8. Q. to K. B’s Sn!. 

9. K. B. to Q. B’s 

10. B. takes B. 

11. R. takes K. Kt. P. 


The positions are etpial. 


GAME THE SECOND. 


WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th, 2. P. to Iv. B’s 4th. 

3. P. takes P. 3. K. Kt. to B’s 3rd. 

Your jirescnt 3rd move is less advantageous for you than 
either of those before examined. 

4. P. to Q’s 4th 4. P. takes P. 

You can also play 4. 1*. to K. Kt.’s 4th, forming a kind of 
King’s gambit, but as the following moves shoM', you will bo 
unable to sustain the Pawn eventually. 

4. P. to K. Kt.’s 4th. 4. P. to Q’s 4th. 

5. B. to K’s 2nd. 5. K. B. to Q. B’s 4th. 

6. P. to Q’s 3rd. 6. P. to K. R’s 4th. 

yon move 6. P. to K. Kt.’s 5th, Black may leave his Kt. en prun*, and 

take the doubled P. with his Q. B.) 
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7. P. to K. Kt/s 5th. 

8. B. takes Kt. 

9. Q. takes P. 

10. Q. B. to K^s 3rd. 

11. Q. to K. Kt.’s 3rd. 

12. B. to Q's 2nd. 

He has 

6 Q.. takes P. 

6. K. B. to Q's 3rd. 

7. Q. to K’a 3rd (ch.) 

8. K. Kt. to K’s 2ud. 

9. P. to (i. IVs 3rd. 

10. Q. to K. Kt.'s 3rd. 


7. Kt. to Kt,*s 5th. 

8. P. takes B. 

9. Castles. 

10. Q. B. takes P. 

11. P. to Q's 5th. 

12. P. to K's 5th. 
good game. 

5. P. to Q’s 4th. 

6. Q. Kt. to B’s 3rd. 

7. K. to B’s 2nd. 

8. B.toQ.Kt.’s5th(ch.) 

9. li. to K’s sq. 

10. K. B. to Q's 3rd. 


Ilis game is better developed. 


Chapter IV. 

niE QUEEN'S BISHOP’S PAWN'S DEFENCE IN THE KING’S 
BISHOP’S OPENING. 

WHITE. liLACK. 

1. P. to K’r 4tli. 1. P. to K’s 4tli. 

2. K. B. to Q. B'a 4th. 2. P. to Q. B's 3rd. 

'fhis mode of play by Black is not to be comineiuled, as il 
enables you to develope your men with speed, and consigns 
his to a long inaction. The chief 'v\Tiiers who have treated 
of tliis variation are — Cozio (Ist voL), pp. 127, 1C9, 304; (2nd 
vol.), pp. 284, 320; Ponziani (1782), p. 80; Philidor (1790), 
pp. 16, 24, 188, 192; Berlin, p. 45; Lewis (1 844), pp. 33— 37 ; 
Jaenisch (1st vol.), pp. 105 — 108. 

3. Q. to K’s 2iid. 3. K. Kt. to B's 3rd. 

The move of Q. to K's 2nd is better than 2. P. to Q's 4th, 
which Philidor recommends; for the latter see tlic Variation. 

4. P. to K. B's 4th. 4. P. to Q’s 3rd. 

if he play 4. B. to Q. B's 4th, you answer with 5. P. takes 
K. P., and on his biking the K. Kt., you retake B. with Ih, 
and have a good position, lie may, liowever, move 4. P. 
takes B. P., upon which you proceed as follows: — 

5. P. to K's 5th. 5. Kt. to Q's 4th. 

6. P. to Q's 4th. 6. B. to K's 2nd. 

7. B. takes Kt. 7. K. B. to K. R's 5th (ch.) 

8. P. to K. Kb’s 3rd. 8. P. takes P. 
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9* B. takes K. B. P. (ch.) 9. K. takes B. 

10. Q. to K. B’s 3rd (ch.) 10. K. to his sq. 

11. P. takes P. 11. B. to K's 2nd. 

You have an excellent position. 

5. P. takes P. 5. P. takes P. 

6. K. Kt. to B’s 3rd. 6. K. B. to Q’s 3rd. 

7. P. to Q’s 4th. 7. P. takes P, 

8. P. to K’s 5th. 8. Castles. 

9. Castles. 9. K. B. to Q. B’s 4th. 


U he play 9. K. R. to K’s sq., you equally acquire an advan- 
tage. For, suppose, — 

9. K. R. to K*8 sq. 

10 Kt. to his 5th. 10. R. takes P. 

11. Kt. takes K. B. P. 11. R. takes Q. 

12. Kt. takes Q. (dis. ch.) 12. K. to R’s sq. 

13. B. takes R. 

And you must win. 

10. Q. to her 3rd. 10. Kt. to Q’s 4th. 

11. Kt. to his 5th. 11. P. to K. Kt.’s 3rd, 

12. Kt. to K*s 4th. 12. B. to K’s 2nd. 

13. B. takes Kt. 13. P. takes B. 

14. Kt. to B’s 6th (ch.) 14. B. takes Kt. 

15. P. takes B. 

You have a fine game. 

VARIATION; 

Beginning at White's Zrd move, 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 2. P. to Q. B’s 3rd. 

3. P. to Q’s 4th. 3. K. Kt. to B’s 3rd. 

K. Kt. to B’s 3rd is Black’s best move ; if he play instea* 
3. P. to Q’s 4th, or 3. P. takes P., the following variationi 
are likely to arise ; in the first place, — 

3. P. to 0^8 4th. 


4. P. takes Q. P. 

.5. B. checks. 

6. B. takes B. (ch.) 

7. P. takes K. P. 

K Q. to K^s 2nd. 

9. Q. Kt. to B's 3rd. 

10. Q. B. to K. B’s 4th. 

11. Castles. 


4. Q. B. P. takes P. 

5. B. to Q’s 2nd. 

6. Kt. takes B. 

7. Kt. takes P. 

8. Q. to K’s 2nd. 

9. Castles. 

10. Kt. to Q. B’s Sri, 


Your game is preferable. 
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l/i tliP Rocoiid place, — 

4. Q, takes P. 

5. P. to K. B's 4th. 

6. K. B. to Q’s 3rd. 

7. Q. to her B's 3rd. 

8. K. Kt. to B's 3rd. 

9. P. to K. B’s 5tb. 

10. Castles. 


3. P. takes P. 

4. P. to Q's 3rd. 

5. Q. B. to K^s 3rd. 

6. P. to Q. B’s 4th, 

7. Q. Kt. to B's 3rd. 

8. K. Kt. to B^s 3rd. 

9. Q. B. to Q's 2nd. 


Your ^Ame is less confined than his. 


4. P. takes K. P. 4. Ci.toQ.R’s4th(c5h.) 

Ir, stead of so playing you may proceed thus : — 

4. K. Kt. to B’s 3rd. 4. P. to Q's 4th. 

5. P. takes K. P. 5. Kt. takes K. P. 

6. B. to Q’s 3rd. 6. P. to K. B's 4th. 

The game is even. 

5. P. to Q. B’s 3rd. 5. Q. takes K. P. 

6. B. to Q’s 3rd. 6. K. B. to Q. B's 4tlL 

7. P. to K. B’s 4th. 7. Q. to K's 2nd. 

8. P. to K’s 5th. 


The game is in your favour. 


GAMES 

ILLUSTRATIVE OF THE PRECEDING ANALYSES. 


Gams 7. — Between Messrs. Stanley and Rousseau. 

WHi-ni. (Mr. S.) black. (Mr. R.) 

1. P. to K's 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. Kt. to B's 3rd. 


4. K. Kt. to B's 3rd. 

5. P. to K. R’s 3rd. 

6. P. to Q’s 3rd. 

7. K. B. to Q. Kt.'s 3rd. 

8. Q. Kt. to K's 2nd. 

1*. Q. Kt. to K. Kt.'s'3rd. 

10. Kt. takes Kt. 

11. P. to Q. B’s 3rd.* 

12. Castles. 

13. Q, B, to K. Kt's 5th. 


1. P. to K’s 4 th. 

2. K. Kt. to B’s 3rd. 

3. K. B. to Q. B’s 4th. 

4. P. to Q’s 3rd. 
b. Castles. 

6. Q. B. to K's 3rd. 

7. Q. Kt. to B's 3rd. 

8. Q. to K’s 2nd. 

9. Q. Kt. to Q’s 5th. 

10. B. takes Kt. 

11. B. to Q. Kt's 3rd* 

12. P. to Q’s 4th.t 

13. P. to Q. B’s 3rd. 


* Wliite gains a move by this exchange of Pieces, 
t P. to K. R's 3rd would have been better 
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14. Kt. to K. R^s 5th. 

15. P. takes P. 

16. a to K. B’s 3rd.* 

17. B. takes Kt. 

18. Kt. takes K. Kt. P. 

19. Kt. takes Q. 

20. Kt. takes R. 


14. P. takes K. P. 

15. B. takes B. 

16. Q. B. to his 5tli 

17. a to K»8 3rd. 

18. Q. B. to K^s 7th. 

19. B. takes Q. 


Black surrenders. 


Game II. — Between Messrs. Horwitz and Schnlten 



WHITE. (Mr. S.) 


BLACK. (Mr. H.) 

1. 

P. to K’s 4th. 

1. 

P. to K’s 4th. 

2. 

K. B. to Q. B’s 4th. 

2. 

K. Kt. to B’s 3rd. 

3. 

Q. Kt. to B’s 3rd. 

3. 

P. to Q. Kt.’s 4th. 

4. 

B. takes Kt. P. 

4. 

B. to Q. B’s 4th. 

5. 

P. to Q’s 3rd. 

5. 

P. to Q. B’s 3rd. 

6. 

B. to Q. B’s 4th. 

6. 

Q. to her Kt.’s 3rd. 

7. 

Q. to K’s 2nd. 

7. 

P. to Q’s 4th. 

8. 

P. takes P. 

8. 

Castles. 

9. 

Q. Kt. to K’s 4th. 

9. 

Kt. takes Kt. 

10. 

P. takes Kt. 

10. 

B. takes K. B. P. (ch.)4 

11. 

Q. takes B 

11. 

Q. to Kt.’s 5th (ch.) 

12. 

Q. B. to Q’s 2nd. 

12. 

Q. takes K. B. 

13. 

Q. to K. B’s 3rd. 

13. 

P. to K. B’s 4th. 

14. 

P. takes K. B. P. 

14. 

B. takes P. 

15. 

Q, to her Kt.’s 3rd. 




And Black mated by force in three moves.J 


Game III. — Between Messrs. Horwitz and Kiesentzky 


WHITE. (M. K.) 

1. P. to K’s 4th. 

2. K. B. to Q. B’s 4 th. 

3. K. Kt. to B’s 3rd. 

4. P. to Q’s 3rd. 

5. K. Kt. takes P. 

6. Q. to K’s 2nd. 

7. K. B. to Q. Kt.’s 3rd. 

8. P. to K. B’s 4th. 


BLACK. (Mr. H.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. Kt. takes P. 

4. K. Kt. to K. B’s 3-d. 

5. P. to Q’s 4th. 

6. Q. B. to K’s 3rd. 

7. K. B. to Q’s 3rd. 

8. Castles. 


* This is very finely played, and is an example to young players of the 
Importance of gaining time at chess. Had White paused in his attack to 
lecover the lost Bishop, the adversary might have succeeded in dislodging 
one or other of the Pieces by which he is beleaguered, or in bringing hif 
own forces to the rescue, and then have ultimately retrieved the game, 
t Black plays capitally now to the end. 
t It is rarely in actual play one sees so pretty a mate. 
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9. Castles. 

10. Q. Kt. to Q. B’b 3rd. 

11. K. to R’s sq. 

12. P. takes Kt. 

IS. Q. B. to K. B's 4th. 

14. Q. Kt. to K's 4th.* 

15. iL B. takes Q. B. 

16. R. takes Kt. 

17. K. B. to Q. Kt.’s 3r(l. 

18. Q. R. to K. B’s sq. 

19. P. to K. Kt.'s 3rd. 

20. Q. B. to K. Kt.’s 5th. 

21. K. P. to K’s 6th. 

22. B. takes P. (ch.) 

23. Q. takes K. P.J 

24. B. takes Q. 

25. Q. B. to Q. B's 5th. 

26. B. takes K. R. 

27. K. to Kt.*8 2nd. 

28. K. to R^s 3rd. 

29. B. to Q. R’s 3rd. 

30. K. to Kt’s 4th. 

31. B. to Q’s 6th. 

32. P. to K. R’s 4th. 

33. K. to K. B’s 5th. 

34. K. to K’s Gth. 

35. R. to K. B’s 3rd. 

36. K. to Q’s 7th. 

37. P. to Q’s 4th. 


9. Q. Kt. to Q’s 2Qd. 

10. K. B. to Q. B’s 4th (ch ) 

11. Q. Kt. takes Kt. 

12. Kt. to K. Kt.’s bit. 

13. P. to Q. B’s 3rd. 

14. Q. P. takes Kt. 

15. K. Kt. to K. B’s 7th (ch.) 

16. K. B. takes R. 

17. Q. to her 5th. f 

18. P. to K’s 6th. 

19. Q. R. to Q’s sq. 

20. Q. R. to Q’s 2nd. 

21. P. takes P. 

22. K. to R’s sq. 

23. Q. takes Q. 

24. Q. R. to K's 2nd. 

25. Q. R. takes K. B. 

26. R. to K’s 7th. 

27. B. to Q’s 5th (dis. ch.) 

28. R. takes Q. B. P. 

29. P. to K. R’s 3rd. 

30. B. takes Q. Kt. P. 

31. B. to K. B’s 3rd. 

32. R. takes Q. R. P. 

33. K. to K. R’s 2nd. 

34. R. to Q’s 7th. 

35. P. to Q. R’s 4th. 

36. R. to Q. B’s 7th. 

37. B. takes P. 


And White resigns. 


Game IV. — ^Between Dr. Bledow and Von Bilguor. 


BLACK. (V. B.) 

1. P. to K’s 4th. 

2. P. to K. B’s 4tli. 


WHITE. (Dr. B.) 

1. P. to K’s 4th. 

2. K. B. to Q. B's 4th. 

3. P. to Q’s 3rd. 

4. K. Kt. to B’s 3rd. 

5. P. takes P. 

6. Q. to her 5th. 

7. Kt. takes K. P. 

8. Q. to K. B’s 7th. (ch.) 

9. B. tikes Kt. (ch.) 


3. K. Kt. to B’s 3rd. 

4. P. takes K. P. 

5. Kt. takes P. 

6. Kt. to Q’s 3rd. 

7. P. to Q. B’s 3rd. 

8. Kt. takes Q. 

9. K. to his 2nd. 


* This is pretty, but not sound. 

t A good move. If White plav P. to Q. B’s 3rd, Black takes Q. ?. 
with P. 

I He would have been mated in two moves, on taking the R, with Ms Ji 
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10. 

Q. 

B. to K. Kt.’s 5th (ch.) 

10. 

K. 

to Q’s 3rd. 

11. 

B. 

takes Q. 

11. 

K. 

takes Kt. 

12. 

P. 

to K. B’s 4th (ch.) 

12. 

K. 

to his B’s 4th« 

13. 

Q. 

, B. to K. Kt.’s 5th. 

13. 

K. 

B. checks. 

14. 

P. 

to Q. B’s 3rd. 

14. 

K. 

R. to B’s sq. 

15. 

K. 

, B. to Q. Kt.’s 3rd. 

15. 

P. 

to K. R’s 3rd 

16. 

K. 

, B. to Q. B’s 2iid (ch.) 

16. 

K. 

to Kt.’s 5th. 

17. 

K. 

, B. to Q's sq. (ch.) 

17. 

K. 

to B’s 4th. 

18. 

P. 

to K. Kt.’s 4th (ch.) 

18. 

K. 

to Kt.’s 3rd. 

19. 

B. 

to Q. B’s 2nd (ch.) 

19. 

K. 

to B’s 2nd. 

20. 

Q. 

B. to K. R’s 4th. 

20. 

K. 

B. to K’s 2nd. 

21. 

Q. 

B. to K. Kt.’s 3rd. 

21. 

P. 

to Q’s 4th. 

22. 

P. 

to K. B’s 5th. 

22. 

Kt 

;. to Q’s 2nd. 

23. 

Kt 

:. to Q’s 2nd. 

23. 

K. 

B. to his 3rd. 

24. 

Kt 

to K. B’s 3rd. 

24. 

R. 

to K’s sq. (ch.) 

25. 

K. 

to his B’s 2nd. 

25. 

Kt 

:. to Q. B’s 4th. 

26. 

K. 

R. to K’s sq. 

26. 

Q. 

B. to Q’s 2nd. 

27. 

P. 

to Q. Kt.’s 4th. 

27. 

Kt 

:. to K’s 5th (ch.) 

28. 

R. 

takes Kt.* 

28. 

P. 

takes R. 

29. 

B. 

to Q. Kt.’s 3rd (ch.) 

29. 

K. 

to B’s sq. 

30. 

B. 

to Q’s 6th (ch.) 

30. 

B. 

to K’s 2nd. 

31. 

Kt 

. to K’s 5th. 

31. 

P. 

to K. Kt.’s 4th. t 

32. 

P. 

to K. B’s 6th.t 

32. 

P. 

to K’s 6th (ch.) 

33. 

K. 

to Kt.’s sq. 




Black resigns. 


G \.ME V. — ^Between V. II. der Laza and a Member of the 
Berlin Chess Club. 


WHITE. (Mr. — ) 

1. P. to K*8 4 th. 

2. B. to Q. B’s 4th. 

3. B. takes K. Kt. 

4. P. takes P. 

5. Q. to K. R's 5th (ch.) 

6. P. takes P. 

7. P. to K. R's 3rd. 

8. K. Kt. to B’s 3rd. 

9. Q. Kt. to B’s 3rd. 

10. K. Kt. to R’s 4th. 

11. Kt takes R. 

12. K. to Q’s sq. 

13. Q. to K. R’s 7th. 


BLACK. (V. H. d. L.) 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. R. takes B. 

4. P. to Q’s 4th. 

5. P. to K. Kt.’s 3rd. 

6. R. takes P. 

7. Q. to K. B’s 3rd. 

8. Q. Kt. to B’s 3rd. 

9. Q. B. to K’s 3rd. 

10. Q. Kt. to Q’s 5th. 

11. Kt. takes Q. B. P. (ch. 

12. P. takes Kt. 

13. Kt. takes Q. R. 


♦ The terminating moves are admirably played by Dr. Bledovr. 
t It is quite evident that on taking the B., mate would liave followol 
Vkt move. 

X Beautifully played. 
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14. Q. takes Q. B. P. 

15. Q. takes Q. Kt. P. 

16. Kt. to Q. Kt.»8 6th. 

17. K. to K^s 2nd. 

18. K. to Q’s sq. 

19. Q. to her B's 6th. 

20. Kt. to B's 7th (ch.) 

21. Kt. to Q. Kt.'8 5th. 

22. R. to K's sq. 


14. Q. to K. B’s 4th. 

15. R. to Q’s sq. 

16. Q. to Q. B’s 7th (ch.; 

17. a to K's 5th (ch.) 

18. R. to Q’s 2nd. 

19. Q. B. to K. B’s 4th. 

20. K. to B’s 2nd. 


23. K. to K’s 2nd. 


21. Q. takes K. Kt. P. 

22. Q. B. to his 7th (ch,)* 

23. Q. to K’s 5th (ch.) 
And Black wins. 


Game VI. — Played between two Amateurs of the London 
Chess dub. 


WHITE. 

1. P. to K’s 4th. 

2. B. to Q. B’s 4th. 

3. Q. to K’s 2nd. 

4. P. to Q. B’s 3rd. 

5. P. to K. B’s 4th. 

6. P. to K. B’s 6th. 

7. P. takes P. 

8. B. checks. 

9. B. takes B. (ch.) 

10. P. to Q’s 4th. 

11. K. Kt. to R’s 3rd, 

12. Castles. 

13. Kt. to K. B’s 4th. 

14. Q. to K. B’s 2nd. 

15. Q. to K's 2nd. 

16. Kt. takes Q. P. 

17. K. to R's sq. 

18. Q. takes K. P. 

19. Q. to K. B’s 3rd. 

20. B. to K. Kt.’s 5th. 

21. B. to Q’s 2nd. 

22. Q. Kt. to R’s 3rd. 

23. Q. Kt. to Q. B’s 4th. 

24. Q. Kt. takes P. 

25. p. to Q B’s 4th. 

26. K. Kt. to Q. Kt.’8 6th rch.) 

27. a. takes P. 


BLACK. 

1. P. to K’s 4th. 

2. P. to Q. B’s Srd 

3. Q. to Q. B’s 2nd. 

4. K. Kt. to B’s 3rd. 

5. P. to Q’s 3rd. 

6. P. to Q’s 4th. 

7. P. takes P. 

8. B. to Q’s 2nd. 

9. Q. Kt. takes B. 

10. P. to K’s 5th. 

11. Castles. 

12. B. to Q’s 3rd. 

13. P. to K. R’s 3rd. 

14. K. Kt. to his 5th. 

15. P. to K. R’s 4th. 

16. B. takes K. R. P. (cb.) 

17. Q. to her Srd. 

18. K. R. to K’s sq. 

19. P. to K. Kt’s Srd. 

20. P. to K. B’s Srd. 

21. P. to K. Kt.*s 4 th. 

22. P. to Q. R’s 4th. 

23. Q. to her B’s Srd. 

24. Q. to Kt.’s 4th. 

25. Q. to R’s 5th. 

26. Kt. takes Kt. 


Mate. 


* Q. to K. B's 6th (ch.), followed by B. to B’s 7th. would 1 avo been 
fflore exiwditioui 
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Ohaptek V. 

QUEEN^S BISHOP’S PAWN'S OPENING 

In the de^^ignation given, in this countr 5 % to the opening 
wherein, after both players have moved their King's Pawn to 
K's 4th sq.. White, instead of bringing out a Piece, prepares 
at once to occupy, with his Pawns, the centre of the boai’d. 
ITiis mode of commencing the battle wns probably a favourite 
in the earlier days of European chess play, as Huy Lopez 
has devoted more than ordinary space and attention to it in 
his often-quoted work of the sixteenth century. It is noticed 
also by AUgaier, Stanima, and Philidor, and to its condemna- 
tion by the latter, we arc, perhaps, indebted for the elaborate 
analysis it has undergone by the celebrated Italian school, 
and which proves that, although this mode of beginning the 
game affords but few opportunities for striking or intricate 
combinations, it may be adopted with perfect safety. The 
leading works which treat of the Q. B. P’s opening, besides 
the authors before-named, arc — Poiiziani (1782), pp. 85, 86, 
98; San*att (1808), pp. 1, 72 — 76, 90; Lewis (1844), pp. 259 
— 270; Jaenisch (vol. i.), pp. 94 — 101; the German ‘‘Hand- 
ouch,” and the “Chess-Player's Clironiclc.” 

GAME THE FIRST. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. P. to Q. B’s 3rd. 2. P. to Q's 4th (best) 

It was this reply of Black’s which induced both AUgaier and 
Philidor to decry the opening as bad for Wliite ; but subse- 
quent examination has shown that, despite this fonnidable 
counter-move, he may pursue the game without disadvantage. 
If Black, instead of 2. P. to Q's 4th, play the move given by 
earlier writers, viz., 2. K. Kt. to B's 3rd, the positions, in a 
few moves, would be equal. (See the next game.) lie may 
also play 2. P. to K. B's 4th, but with still less benefit to his 
game, or 2. K. B. to Q. B's 4th, in which case the game 
W'ould shortly resolve itself into some position, before ex- 
amined, in the King’s Knight’s opening. 

3. K. Kt. to B’s 3rd. 3. P takes K. P. 

He can also play with safety 8. K. Kt. to B's 3rd. (Set* the 
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Variation.) Your third move wc owe to Del Itio. Philidor 
gives 3. P. takes P., ■which is much inferior, (e. y.) 

3. P. takes P. 3. Q. takes P. 

4. P. to Q’s 4th. 4. Q. Kt. to B*s 3rd. 

5. Q. B. to K’s 3rd. 5. a B. to K. B's 4tlu 

6. P. to Q. B’s 4th 6. Q. to her R’s 4th (ch.) 

7. B. to Q^s 2nd. 7. Q. to her Kt.’s 3rd. 

8. P. takes P. 8. Q. Kt. to Q’s .'ith. 

lie has a capital attack. 

4 . Kt. takes K. P. 4. K. B. to Q’s 3rd. 

Del Rio advises, for your 4th move, Q. to Q. IPs 4tb (ch.), 
and supposes it would give you the superiority ; but in this 
he errs, as the subjoined variaticn will sliow. 

4. a to lier R’s 4th (ch.) 4. P. to Q. IVs 3rd. 

5. Q. takes K. P. 5. K. B. to 3rd. 

6. K. B. to Q. B’s 4th. 6. K. Kt. to B's 3rd. 

(If jovi move 6. P. to Q’s 4th, he plays (>. P. to K. B’s 4th with 
advautat*c.) 

7. Q. to K’s 2nd. 7. P. to K’s 5th. 

8. P. to Q’s 3rd. 8 . Castles. 

9. P. takes P. <). Kt. takes P. 

10. Q. B. to K’s 3r(l. 10. <1. B. to K. B’& 4th. 

The game is even. 

5. Kt. to Q. B’s 4th. 5. Q. B. to K’s 3id. 

IJ you check with your Q, at the 5th move, and then bike 
the K. P., Black first interposes the Q. B. P., and after- 
NYurds moves Q. to K’s 2nd. 

6. P. to Q’s 4th. 6. P. takes P. inpass- 

7. B. takes P. ing. 

Tlio positions are equal. 

Vahiation, 

Begiiming at Black's ^rd move. 

3. K. Kt. to B's 3rd. 

I’his move is given by Jacnisch, who thought it a novelty, but 
It bad pre'viously occui'red in the games bctwctm Mr. Coch- 
rane and the writer. 

4. P. to Q’s 4th. 4. Kt. takes P. 

You can also ■without danger, I think, take K. P. with Kt., 
instead of playing 4. P. to Q’s 4th. 
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6. Kt. takes P. 

6 . K. Kt. to Q’s 3rd 

7. P. takes P. 

8. Q. B. to K’s 3rd. 

9. B. takes Kt. 

10. Castles. 

Neither party 


5. K. B. to Q’s 3n.. 

6. P. to Q. B’s 4tl\ 

7. Kt. takes P. 

8. Kt. takes Kt. (ch ) 

9. Q. Kt. to B’s 3rd. 

10. Castles. 

the advantage. 


GAME THE SECOND. 


WHITE. 

1. P. to K's 4th. 

2. P. to Q. B‘s 3rd. 

3. P. to Q’s 4th. 


BLACK. 

1. P. to K's 4th. 

2. K. Kt. to B’s 3rd. 

3. K. Kt. takes K. P. 


You may also play 3. P. to K. B’s 4th, upon which he should 
take K. P. with Kt., and the game in a ft^w moves will be 
equal. If Black, for his 3rd move, take P. with P., you push 
on the K. P., and then take P. with P. 

4. Q. P. takes P. 4. P. to Q’s 4th (best) 

If he move 4. B. to Q. B’s 4th, you play 6. Q. to K. Kt ’s 4th. 
and have an immediate advantage. 

5. Q. B. to K’s 3rd. 

The game is quite even. 


GAMES 

ILLUSTRATIVE OF THE QUEEN^S BISHOP^S PAWN’S 
OPENING. 


Game I. — Between Capt. Evans and an Amateur. 


WHITE. (Capt. E.) 

1. P. to K’s 4th. 

2. P. to Q. B’s 3rd. 

3. P. to Q’s 4th. 

4. P. to K’s 5th. 

5. Q. to K’s 2ud. 

6. P. takes P. 

7. Q. Kt. to B’s 3rd. 

8. Q. to her 3rd. 

9. P. to K. B’s 4th. 

10. K. Kt. to B’s 3rd. 

11. a. to K’s 3rd. 


BLACK. (Mr. P.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P. takes P. 

4. Kt. to K’s 5th. 

5. Kt. to his 4 th. 

6. B. to Q. Kt.’s 5th (ch.) 

7. Q. Kt. to B’s 3rd. 

8. P. to Q’s 4th. 

9. Kt. to K’s 5th. 

10. Q. B. to K. B’s 4tli. 

11. Castles. 
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12. P. to Q. R’s 3rd. 

13. P. to Q. Kt.'s 4th. 

14. Q. B. to Kt.'s 2nd. 

15. Q. Kt. to Q. R’s 4th. 

16. Q. Kt. takes R. 

17. B. takes B. 

18. K. to his 2iid. 

19. B. takes Kt. 

20. Q. takes P. 

21. Q. to K. B’s 3rd. 

22. Q. R. to Q. R’s sq. 

23. K. R. to K. Kt.’8 8q.» 

24. K. R. to Kt.’s 5th. 

25. P. to Q’s 5th. 

26. K. R. takes K. Kt. P. (ch.) 

27. Q. to her 3rd. 

28. R. takes Kt. 

29. K. to B’s 2nd.t 

30. R. to K. Kt.’s 3rd. 

31. P. takes R. 

32. P. takes P. 


12. B. to Q. R’s 4th. 

13. B. to Q. Kt’s 3rd. 

14. Q. B. to Kt.’s 5tii. 

15. B. takes K. Kt. 

16. B. takes K. Kt. P. 

17. Q. to K. R’s 5th (ch., 

18. Q. R. p. takes Kt. 

19. P. takes B. 

20. Q. to Kt.’s 5th Cch.) 

21. Q. to K. B’s 4th. 

22. Q. Kt. takes Q. Kt. r, 

23. Q. Kt. to B’s 3rd 

24. Q. to her 2nd. 

25. Kt. to K’s 2nd. 

26. K, to R’s sq. 

27. Kt. to K. Kt.’s 3itL 

28. Q. R. to K’s sq. 

29. R. to K’s 3rd. 

30. R. to Q’s sq. 

31. Q. to K’s 2nd.; 


Black surrenders. 


Game II. — Between Messrs. Cochrane and Staunton. 


WHITE. (Mr. S.) 

1. P. to K’s 4th. 

2. P. to Q. B’s 3rd. 

3. K. Kt. to B’s 3rd. 

4. K. Kt. takes P. 

5. P. to Q’s 4th. 

6. Q. Kt. to Q’s 2nd. 

7. Q. Kt. takes K. Kt. 

«. Q. B. to K. B’s 4th. 

9. Q. B. takes B. 

10. K. B. to Q. B’s 4th. 

11. K B. to Q. Kt.’s 5th. 

12. Castles. 

13. K. B. to Q. r 's 4th. 

14. Q. B. to K. Kc.’s 3rd. 

15. P. to K. B’s 4th. 


BLACK. (Mr. C.) 

1. P. to K’s 4th. 

2. P. to Q’s 4th. 

3. K. Kt. to B’s 3rd. 

4. K, Kt. takes P. 

5. K. B. to Q’s 3rd. 

6. Castles. 

7. P. takes Kt. 

8. B. takes Kt. 

9. Q. Kt. to B’s 3rd. 

10. Q. B. to K’s 3rd. 

11. Q. Kt. to K’s 2nd. 

12. P. to Q. B’s 3rd. 

13. Q. Kt. to K. Kt.’s 3rd. 

14. P. to K. B’s 4th. 

15. P. takes P. in passing. 


♦ Black played ingeniously in offering to gire up the Kt If White had 
taken it, he must have been subjected to an embarrassing attack for soinu 
hrtle time. 

t Had he played on the P. (dis. ch.), he could not take the Q. until his 
was removed. 

t Taking the Q. would have been fatal to him. 
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16. 

R. 

takes P. 

16. 

P. 

to K. B’s 5th. 

17 

K. 

. B. to Q. Kt.'s 3rd ♦ 

17. 

Q. 

to her 3rd. 

18. 

Q. 

B. to K. B’s 2nd. 

18. 

K. 

to R’s sq. 

19. 

K. 

P. takes B. 

19. 

Q. 

takes B. 

20. 

Q. 

to her 3rd. 

20. 

Q. 

R. to K's sq. 

21. 

K. 

R. to K. R's 3rd. 

21. 

Q. 

to K. B’s 4th. 

22. 

Q. 

to K. B’s 3rd. 

22. 

Q. 

R. to K’s 5th. 

23. 

K. 

R. to his 5th. 

23. 

Q. 

to K's 3rd. 

24. 

P. 

to Q. B’s 4th. 

24. 

K. 

R. to K's sq. 

25. 

P. 

to d. Kt.'s 3rd. 

25. 

Q. 

to K. B’s 3rd. 

26. 

Q. 

R. to K. B’s sq. 

26. 

Q. 

R. to K'b 7th. 

27. 

P. 

to Q. R's 4th. 

27. 

Q. 

R. to his 7th. 

28. 

P. 

to Q’s 5th. 

28. 

Q. 

R. to his 8th. 

29. 

Q. 

B. takes Q. R. P.f 

29. 

K. 

R. to K's 8th. 

30. 

R. 

takes R 

30. 

R. 

takes R. (ch.) 

31. 

K. 

to B’s 2nd. 

31. 

Q. 

to her R’s 8th.J 

32. 

Q. 

to her 3rd. 

32. 

R. 

to K. Kt.’s 8th. 

33. 

Q. 

to K's 2nd. 

33. 

Kt 

. to K’s 2nd. 

34. 

P. 

to Q’s 6^b 





And wins. 


Game III. — Between Capt. Evans and M. St. Amanl 


WHITF Capt. E.) 

BLACK. (M. St. A.) 

1. 

P. 

to K's 4th. 

1. 

P. 

to K’s 4th. 

2. 

P. 

to Q. B’s 3rd. 

2. 

P. 

to Q. B's 4th. 

3. 

K. 

Kt. to B’s 3rd. 

3. 

Q. 

Kt. to B’s 3rd. 

4. 

K. 

B. to Q. B’s 4th. 

4. 

K. 

Kt. to B’s 3rd. 

5. 

P. 

to Q's 4th. 

5. 

Q. 

B. P. takes P. 

6. 

K. 

Kt. to Kt.’s 5th. § 

6. 

P. 

to Q’s 4th. 

7. 

P. 

takes P. 

7. 

K. 

Kt. takes P. 

8. 

K. 

Kt. takes K. B. P. 

8. 

K. 

takes Kt. 

9. 

Q. 

to K. B’s 3rd (ch.) 

9. 

K. 

to his 3rd. 

10. 

Castles. 

10. 

Q. 

Kt. to R’s 4th. 

11. 

Q. 

B. to K. Kt.’s 5th. 

11. 

Q. 

to her 3rd. 

12. 

P. 

to K. Kt.'s 4th. II 

12. 

Q. 

to her 2nd. 

13. 

K. 

B. to Q’s 3rd. 

13. 

Q. 

to K. B's 2nd. 

14. 

B. 

to K. B's 5th (ch.) 

14. 

K. 

to Q's 3rd. 

15. 

P. 

takes Q. P. 

15. 

Q. 

B. takes B. 

16. 

P. 

takes P. (ch.) 

16. 

K. 

takes P. 


* But for this move of resource, Black would evidently have gaio( 
^the exchange'’ at least, 
t An important outlet for his King. 

1 Black has now a very menacing position. 

f We have here a position almost identical with the leading one of t 
Tv.o Knights' Game." 
n ^liite plays extremely well in this game. 
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17. P. taKCB B. 

18. K. R. to K's sq. (ch.) 

19. R. to K^s 6th (ch.) 

20. Q. B. to K's 3rd (ch.) 

21. Q. takes K. Kt. (ch.) 

22. Q. to her 3rd (ch.) 

23. Q. to her Kt.*8 3rd (ch.) 

24. R. takes Kt. (ch.), and wins. 


17. Q. Kt. to B’s 3rd. 

18. K. to Q’s 3rd. 

19. K. to Q. B’s 4th. 

20. K. Kt. takes B. 

21. K. to Kt.'s 4th. 

22. K. to Kt.^s 3rd. 

23. K. to B’s 2nd. 


Game IV. — Betweei M. St. Amant and Mr. G. Walken 


WHITE. (Mr. W.) 

1. P. to K's 4tli. 

2. P. to Q. B*s 3rd. 

3. P. takes P. 

4. K. Kt. to B’s 3rd. 

5. P. to Q. Kt.'s 3rd. 

6. K. B. to K’s 2nd. 

7. Kt. to GPs 4th. 

8. Kt. takes B. 

9. Castles. 

10. Kt. to K. B’s 4th. 

11. P. to Q’s 4th. 

12. K. R. to K’s sq. 

13. Q. Kt. to Gl's 2nd. 

14. P. to Q. R’s 4th. 

15. P. to Q. Kt.'s 4th. 

16. P. takes P. 

17. Q. R. to Kt.’s sq. 

18. Kt. to Q. Kt.’s 3rd. 

19. Kt. takes B. 

20. B. to K's 3rd. 

21. B. to Q. B's 5th. 

22. Kt. to K. R’s 3ixL 

23. P. to Q. R’s 5th. 

24. R. to K. B’s sq. 

25. P. to Q. R’s 6th. 

26. Q. to K. B’s 3rd. 

27. Q. takes P. (ch.) 

28. Q. takes Q. (ch.) 

29. Kt. to K. Kt.’s 5th. 

30. B. to K’s 3rd. 

31. P. takes Kt. 

32. K. takes R. 


BLACK. (M. St. A.) 

1. P. to K’s 4th. 

2. P. to Q’s 4th. 

3. Q. takes P. 

4. K. B. to Q. B's 4th. 

5. Q. B. to K. Kt.’8 5th. 

6. P. to K’s 5th. 

7. B. takes B. 

8. Q. Kt. to B’s 3rd. 

9. Q. Kt. to K’s 4th. 

10. Q. to her 3rd. 

11. P. takes P. in passingv 

12. Castles. 

13. P. to K. B’s 4th. 

14. P. to Q. R’s 4th. 

15. P. takes P. 

16. B. to Q’s 5th. 

17. K. Kt. to B’s 3rd. 

18. K. Kt. to Kt.’s 5th. 

19. Q. takes Kt. 

20. Q. to her 3rd. 

21. Q. to K. R’s 3rd. 

22. K. R. to K’s sq. 

23. P. to Q’s 7th. 

24. Kt. to Q’s 6th. 

25. P, takes P. 

26. K. R. to K’s 5th. 

27. Q. to K’s 3rd. 

28. R. takes Q. 

29. R. to K’s 8th. 

30. Kt. takes B. 

31. R. takes R. (ch.) 

32. Kt. to Q. B’i 8dL 


And Black wins. 
END OF BOOK III. 



SYNOPSIS OF BOOK IV. 


THE KING'S GAMBIT, 


1 . 


F. to K»8 4th. 


2 . 


P. to K. B*b 41b. 


P. to K’8 4th. P. takes P. 

WITH ITS VAHIOUS MODIFICATIONS, VIZ.:— 


The King’s Knight’s Gambit, 


r.to ys4th. 
P. to K’b 4th. 


2 . 


P. to K. B’s 4th. 


K. Kt. to B't a.'d. 


P. takes P. 

WHICH includes:— 

The Cunningham Gambit:— 


P. to K*b 4th. 
’ P. to K's 4th. 


2 . 


P. to K. B’s 4th. 
P. takes P. 


3 . 


K. Kt. to B*8 8i4. 
B. to K'g ted. 


The Salvio and Cochrane Gambits : — 


P. to K*8 4th. 
‘ P. to K’s 4th. 


P. to K. B*s 4th. 
' P. takes P. 


4 . 


K. B. to Q. B’s 4th. 


6 . 

1 . 

4 . 

1 . 


P. to K. Kt.’s 5th. 
K. to B’s sq. 


5 . 


_ K. Kt. to B’b Srd. 
P. toK. Kt.’s 4th. 
K. Kt. to K’s 5tfa. 

Q. checks. 


K. Kt. to B*6 or R’s Srd. 


Salvio, or 6. 


K. to B’s sq. 

P. to K. B's 6th. 


Cochrane. 


P. to K’s 4th. 

P. to K’s 4th. 

K. B. to Q. B’s 4th. 
P. to K. Kt.’8 6th. 


The Muzio Gambit: — 
P. to K. B’s 4th. 


2 . 

5 . 


P. takes P. 
Castles. 

P. takes Kt. 


P. to K’s 4th. 
P. to K’s 4th. 


The Allgaier Gambit: — 
P. to K. B’s 4th. 


2 . 

4 . 


P. takes P. 

P. to K. K’s 4th. 


3 . 


K. Kt. to B’s Srd. 
P to K. Kt.’s 4th. 
P. to Q’s 4th 
P. takes Kt. 


K. Kt. to B’s Srd. 
P. to K. Kt.’8 4th. 


The King's Rook’s Pawn Gambit ; — 


P. to K’s 4th. 
P. to K’s 4th. 


P. to K. B’s 4th. 
P. takes P. 


3 . 


P. to K. R’s 4th. 


The King’s Bishop’s Gambit: — 


P. to K’s 4th. 
11 to K’t 4tb. 


2 . 


P. to K. B’l 4th. 
P. takes P. 


3 . 


K.B.toa.9’t4tli. 


The Gambit Peclineo 


BOOK lY. 

Hing’d Gambit. 


Chaptek I. 


This admirable opening, in which is comprehended everj- 

- - - - - - _ p toK'84th rt P.toK.B’8 4tb 


variety of the game, beginning with 1 . ^ 


a rt j 


“ P.toK’84th’ 

gives birth to the most intricate and beautiful combinationc 
of which the chess-men are susceptible, and their investiga- 
tion will afford you an inexhaustible fund of entertainment 
and instruction. To render the examination of them as 
intelligible as our limited space and somewhat cumbersome 
notation will admit, it may be well to classify the ramifica- 
tions of this gambit under different heads. For this purpose 
I propose to divide the variations into four separate sections. 
Tlie 1st will contain the manifold dehuts which spring from 
The King’s Gambit Proper, or King’s Knight's Gam- 


bit, as it is sometimes called, 1. 

K. Kt. to B’8 Srd 


P. to K’s 4th 


2 . 


P. to K. B’s 4th 


3. 


P. to K'b 4th P. takes P. 

The 2nd will treat of the modification of this 


opening which is generally known as The ALiiOAiER Gambit, 


1 . 


P. to K'« 4th 


2 . 


P. to K. B’s 4th 


3. 


K. Kt. to B’s 3Td 


4. 


P. to K. R’s 4th 


P. to K’s 4th ‘“’Ktakeb P. P to K. Kt.’8 4th 

including also an attack called The King’s Hook’s Pawn 

P. to K’« 4th ^ P. to K. B’s 4th « P. to K. H*b 4th 


Gambix, 1.^ 


2 . 


3.- 


The 


_ J K’s 4th P.*takes P. 

3rd will embrace the varied methods of attack and defence 
in the favourite King’s Bishop’s Gambit, 1. p toK’s ^ t l T 


2 . 


P.toK. B’s 4th 


3. 


K. B. to Q. B’s 4th 


and the 4th will be devottjd 


P. takes P. 

to the undefinable class of moves which tht» second player may 
wlopt in refusing the gambit. 
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GAME THE FIRST. 


WHITE. 

1 1*. to K's 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B's 3rd. 


BLACK. 

1. P. to K’s 4t}i. 

2. P. takes P. 

3. P. to K. Kt.’8 4th. 


Black's third move is considered the best he can adopt aftei 
he has accepted the gambit ; but he has other modes of play, 
which, if not equally satisfactory, may be made without dis- 
advantage; for instance, he can play 3. P. to Q's 4th, or 

3. P. to K. B’s 4th, and obtain an even game. (For 3. B. to 
K's 2nd, see Chapter IL, The Cunningham Gambit.) In 
the first place,— 

3. P. to Q's 4th. 

4. P. takes P. 4. K. B. to Q^s 3rd. 

(If he play 4. P. to K. Kt.’s 4th, you answer with 5. K. B. to Q. B'i 

4th.) 

5. P. to Q's 4th. 5. P. to K. Kt.^s 4th. 

6. P. to Q. B’s 4th. 6. P. to Q. B’s 3rd. 

7. K. B. to Q’s 3rd. 

The game is equal. 

In the second place, — 

3. P. to K. B’s 4th. 

4. P. takes P. 4. P. to Q’s 4th. 

5. P. to Q’s 4th. 5. Q. B. takes P. 

6. Q. B. takes P. 6. K. Kt. to B’s 3rd. 

Even game. 

4. K. B. to Q. B’s 4th. 4. B. to K. Kt.'s 2nd (best) 

In Victor Kafer’s “ Complete Guide to the Game of Chess,” 
(Gratz, 1 842,) the move of 4. P. to Q. B’s 3rd is recommended 
in place of 4. K. B. to Q. B’s 4th ; but if Black reply with 

4. K. B. to K. Kt.’s 2nd, you appear to gain nothing. (For 
the consequences of 4. P. to*K. R’s 4th, see The All- 
GAiEB Gambit.) At the present stage of our game Black 
has a variety of moves at command. He may pkiy 4. P. to 
K. B’s 3rd, which is obviously bad, on account of 5. Kt. takes 
Kt. P., &c. He may also play 4. P. to Q’s 3rd, but without 
benefit, or 4. P. to K. Kt.’s 5th, the result of which will be 
shown in Chapters III. and IV., The Salvio and Cochrane 
Gambits, and Chapter V., The Muzio Gambit. If, instead 
of any one of these, he prefer 4. P. to K. R’s 3rd, the gaina 
will probably be carried on as follows « 
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4. P. to K. R’s 3rd. 

5. Kt. to K»8 5th. 5. K. R. to his 2nd. 

6. P. to Q's 4th. 6. P. to Q's 3rd. 

(If he play 6. Q. to K's 2nd, you can move 7. Q. to her 3nL] 

7. Kt. takes K. B. P. 7. R. takes Kt. 

8. B. takes R. (ch.) 8. K. takes B. 

9. P. to K. R's 4th. 9. K. Kt. to B's 3rd (best) 

10. P. takes P. 10. P. takes P. 

11. P. to K. Kt.»s 3rd. 11. Q. B. to K. Kt.'s 5th. 

12. Q. to her 3rd. 12. Q. to K*8 2nd. 

Tour attack will hardly compensate for the lost Piece. It would havt 
been safer, therefore, to return the Kt. to Q’s 3rd on your 7th more. 

5. P. to Q’s 4th. 5. P. to Q’s 3rd. 

It is of very little importance whethei you castle at the 
5th move (see Game the Third), and then play 6. P. to Q’s 
4th, or move as in the text, and afterwards castle. As is 
observed in the German “Handbuch,” “the transposition of 
moves here produces the same result.” You can, however, 
at this stage commence an interesting variation by playing 
5. P. to K. R’s 4th (see Game the Second). If you move 
instead 5. P. to Q. B’s 3rd, Black may answer with 5. P. to 
K. Kt.’8 5th, and have the better game. In place of replying 
to your move 5. P. to Q’s 4th with 5. P. to Q’s 3rd, he may 
play 5. P. to K. R’s 3rd safely, or 5. P. to K. Kt.’s 5th, but 
the latter would forward your game ; for example : — 

5. P. to K. Kt.’s 5th. 

6. Castles. 6. P. takes Kt. 

(You can also advantageously play 6. Q. B. takes P.) 

7. Q. takes P. 7. B. takes Q. P. (ch.) 

8. K. to R’s sq. 8. P. to Q’s 3rd. 

(Should he move 8. Q. to K. B’s 3rd, you reply with 9. Q. B. takes 

9. Q. B. takes P. 9. K. B. to his 3rd. 

10. P. to K’s 5th. 10. P. takes P. 

11. Q. B. takes P. 11. Q. Kt. to Q’s 2nd. 

12. Q. B. to his 3rd. 12. Q. to K's 2nd. 

13. R. to K’s sq. 13. B. to K’s 4th. 

14. B. takes B. 14. Kt. takes B. 

15. Q. to K. R’s 5th. 15. K. Kt. to B’s 3rd. 

16. Q. takes Q. Kt. 

You have a superior game. 

e. P. to Q. B's 3rd. 6 P. to K. Kt.’s 5th (best) 

Block can now attack the Kt. with advantage, and by doing 
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SO he gets the better game. He may with almost equal 
benefit play 6, P. to R’s 3rd. (c. g.) 

6. P. to K. R’s 3rd. 

7. Q. to her Kt.’s 3rd. 7. Q. to K’s 2nd. 

(If you castle instead of moving the Q. thus, he answers with 7. K. Kt, 
to K’s 2nd, and if then you attempt to open an attack by 8. P. ta 
K. Kt.’s 3rd, he will play 8. P. to K. Kt.’9 5th, having a better game.) 

8. Castles. 8. Q. Kt. to ft’s 2nd. 

9. P. to K. Kt.’8 3rd. 9. P. to K. Kt.’s 5th. 

'If you play 9. P. to K. R’s 4th, he can retort with 9. Q. Kt. to 
his 3rd.) 

10. Q. B. takes P. 10. P. takes Kt. 

11. R. takes P. 11. K. Kt. to B’s 3rd. 

12. P. to K’s 5th. 12. P. takes P. 

(Should you move 13. Q. Kt. to Q’s 2nd, he castles.) 

13. P. takes P. 13. K. Kt. to his 6th. 

14. B. takes K. B. P. (ch.) 14. Q. takes B. 

15. P. to K’s 6th. 15. a to K. B's 4th. 

16. P. takes Kt. (ch.) 16. Q. B. takes P. 

17. P. to K. R’s 4th. 17. Castles on Q’s side. 

He has a much better game than you have. 

7. Kt. to his sq. 7. Q,. to K. R’s 5th (ch.) 

(f you sacrifice the Kt. by playing 7. Q. to her Kt.’s 3rd, or 
7. Q. B. takes P., you must equally lose. 

8. K. to B’s sq, 8. K. B. to K. R’s 3rd. 

9. Q. to her Kt.’s 3rd. 9. Q. to K. R’s 4th. 

Vou can bring no Piece into action with advantage, while the 
field is all before him where to choose. 


GAME THE SECOND. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B’s 3rd. 

4. K. B. to Q. B’s 4th. 

5. P. to K. R’s 4th. 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. B. to K. Kt.’s 2nd. 

5. P. to K. R’s 3rd (best) 


Here Black plays his best move; if he adopt instead of 6. P. 
to R’s 3rd 5. P. to K. Kt.’s 5th, the utmost he can obtain 
will be an even game. (c. g,) 
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5. P. to K. Kt/s 5th. 

6. Kt. to his 5th. 6. K. Kt. to R^s 3rd. 

7. P. to Q's 4th. 7. P. to K. B»s 3rd. 

(If he play 7. Q. Kt. to B's 3rd, you answer with 8. P. to Q. B*s 3rl, 
and afterwards with Q. B. takes P.) 

8. Q. B. takes P. 8. P. takes Kt. 

(Ho may also play 8. P. to Q’s 3rd, whereupon you moTc 9. Kt. to 
K’s 6tb, having an advantage ; or he may play 8. P. to Q’s 4th, which 
you take with K. B., and in a few moves the game will be equal.) 

9. B. takes P. 9. B, to K. B's 3rd. 

10. B. takes Kt. 10. B. takes K. R. P. (ch.) 

11. K. to Q’s 2nd. 11. B. to K. Kt.'s 4th (ch.) 

12. K. to Q's 3rd. 

You have no disadvantage. 

6. P. to Q’s 4th. 6. P. to Q’s 3rd. 

If he play here 6. P. to K. Kt.’s 5th, you may leave the Kt 
to bo captured, and take P. with Q. B. 

7. P. to Q. B’s 3rd. 7. P. to K. Kt.’s 5th. 

You may also play 7. Q. Kt. to B’s 3rd, for the result (»f 
which see Var. I. Black, instead of 7. P. to K. Kt.’s 5th, 
may now play 7. Q. Kt. to (i’s 2nd, with advantage ; but if 
he attempt 7, Q,. B. to K. Kt.’s 5th, or 7. K. Kt. to B’s 3rd. 
the game will be less favourable for him. For example ; in 
the first place, — 

7. Q. B. to K. Kt.’s 5th. 

8. Q. to her Kt.’s 3rd. 8. Q. B. to K. R’s 4th. 

9. P. takes K. Kt. P. 9. P. takes P. 

10. R. takes B. 

And you win. 

In the second place, — 

7. K. Kt. to B’s 3rd. 

8. P. takes Kt. P. 8. Kt. takes K. P. 

If in place of taking the P. you play 8. P. to K’s 5th, Black replies with 
8. Kt. to K’s 5th, and has an advantage.) 

9. Q. to K’s 2nd. 9. Q. to K’s 2nd. 

The game is even. 

8. Q. B. takes P. 8. P, takes Kt 

If you retreat the Kt., Black may play either 8. Q. to K’s 2nd, 
or B. to K. B’s 3rd, having a fine game. By the sacrifice of 
the Kt. you obtain a strong attack, but care on the part of 
your opponent will enable him to defend himself. 

9. Q. takes P. 9. Q. B. to K’s 3rd. 
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If instead he play 9. K. Kt. to B’s 3r(I, you may legain the 
advantage ; for instance,— 

9. K. Kt. to B's 3rd. 

10. Castles. 10. Q. Kt. to B’s 3rd. 

11. P. to K’s 5th. 11. P. takes P. 

(If II. K. Kt. to Q’s 2nd, you answer with 12. Q. B. to K. Kt.’s 5th.' 

12. Q. B. takes P. 12. Kt. takes B. 

13. P. takes Kt. 13. Q. B. to K. Kt.’s 5th. 

14. Q. to K. B’s 4th. 14. P. to K. R’s 4th. 

15. P. takes Kt. 


You have a much better game. 


10. Q. Kt. to Q's 2nd. 

11. P. to K. R’s 5tli. 

12. Kt. takes B. 

13. Kt. to K’s 3rd. 


10. K. Kt. to K’s 2iMi. 

11. B. takes B. 

12. P. to Q. Kt.’s 4th. 

13. Q. Kt. to B’s 3rd. 


You have no adequate compensation for the Piece you aro 
Diinus. 


Variation I., 


Beginning at White s 1th move. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B’s 3rd. 

4. K. B. to Q. B’s 4th. 

5. P. to K. R’s 4th. 

6. P. to Q’s 4th. 

7. Q. Kt. to B’s 3rd. 

It he attack your Kt. with 
him to his own sq. again. 

8. P. takes K. Kt. P. 

9. R. takes R. 

10. K. Kt. to K’s 5th, 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. B. to K. Kt.’s 2nd. 

5. P. to K. R’s 3rd. 

6. P. to Q’s 3rd. 

7. P. to Q. B’s 3rd. 

K. Kt. P., you must retreat 

8. P. takes P. 

9. B. takes R. 

10. P. takes Kt. 


You might also play 10. K. to B’s 2nd, and the following 
moves occur: — 

10. K. to B’s 2nd. 10. P. to K. Kt.’s 5th. 

(Black could likewise play with advantage 10. B. to K. Kt.’8 2nd, or 
10. K. Kt. to B’s 3rd.) 

11. Q. to K. R’s sq. 11. B. to K. Kt.’s 2nd. 

(His best mo 7 e. 10. Q. to K. B’s 3rd, or 10. P. takes K. Kt., would be 
in jour favour.l 
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>2, Q. to K R’s 5th. 12. P. to Q’s 4th. 

13. Q. Kt. takes P. 13. P. takes Kt. 

;lf at this crisis you play 13. P. takes Q. P., Black takes /our K. Kt. 
with P., and then moves K. Kt. to B's 3rd.) 

14. K. B. takes Q. P. 14. Q. to K's 2na. 

15. Kt. to his 5ih. 15. K. Kt. to B’s 3rd. 

16. B. takes K. B. P. (ch.) 16. K. to B's sq. 

17. Q. to K. Kt.»s 6th. 17. Kt. takes K. P. (ch.) 

He now forces the exchange of Queens^ and having a Piece superiority 
must win. 

11. Q. to K. E’s 5th. 11. Q. to K. B’s 3rd. 

12. P. takes K. P. 12. Q. to K. Kt.’s 2nd. 

13. P. to K’s 6th. 13. B. takes P. (best) 

He may with almost equal advantage play 13. K. Kt. to B’a 
3rd. (e.^.) 

13. K. Kt. to B»s 3rd. 

14. P. takes P. (ch.) 14. K. to his 2nd. 

If he venture 14. K. to Q's sq., you play 15. Q. takes K. Kt. P., and 
win; so also, if he move 14. K. to B’s sq., you may take P. with Q. B., 
leaving your Queen enprisCf and if he capture either Q. or B., you 
mate him next move.) 

15. Q. to K’s 2nd. 15. Q. B. to K. Kt.’s 5th. 

^Should he risk 15. Q, B. to K’s 3rd, you exchange Bishops, then check 

with your Q. at her B’s 4th, and afterwards, by playing her to Kt.’a 
4th, you must gain the advantage.) 

16. Q. to her 3rd. 16. Q. Kt. to Q’s 2nd. 

17. Q. to her 4th. 17. K. Kt. to R’s 4th. 

He ought to win. 

14. B. takes B. 14. K. Kt. to B’s 3rd. 

15. B. takes K. B. P, (ch.) 15. K. to his 2nd. 

16. Q. to K. Kt.’s 6th. 16. Q. takes B. 

The advantage is all on Black’s side. 


GAME THE THIRD. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B’s 3rd 

4. B. to Q. B’s 4th. 
6. Castles. 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. B. to K. Kt.’s 2nd. 

5. P. to Q’s 3rd (best) 


5. Castling, or 5. P. to Q’s 4th, may be played indifferently 
H Black, in reply to your present move, play 5. P. to K. Kt's 
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6th, you may retreat the Kt. to K’s sq., and thus ensure 
the winning of the gambit Pawn, or you can leave the Kt. to 
be taken, as in the following variation: — 

5. P. to K. Kt.’s 5th. 

6. P. to Q. B’s 3rd. 6. P. takes Kt. 

7. Q. takes P. 7. B. to K. R’s 3rd. 

8. P. to Q's 4th. 8. Q. to K's 2nd. 

9. Q. B. takes P. 9. B. takes B. 

10. Q. takes B. 10. P. to Q’s 3rd. 

11. B. takes K. B. P. (ch.) 11. K. to Q’s sq. 

12. Kt. to Q’s 2nd. 

The game is even. 

6. P. to Q’s 4th. 6. P. to K. R’s 3rd. 

But for this precautionary move of his, you might get a lively 
but somewhat hazardous attack, by sacrificing the Kt. for the 
two Pawns. 

7. P. to Q. B’s 8rd. 7. Q. B. to K’s 3rd. 

If you play 7. P. to K. Kt.’s 3rd, Black replies with 7. P. to 
K. Kt.’s dik, and gets the better game. Should he, in answer 
to your present move, play 7. P. to Q. B's 3rd, you can then 
advantageously move 8. P. to K. Kt.’s 3rd; for example,— 

7. P. to Q. B's 3rd. 

8. P. to K. Kt.'s 3rd. 8. P. to K. Kt.'s 5th. 

9. Q. B. takes P. 9. P. takes Kt. 

10. Q. takes P. 10. Q. to K. B's 3rd. 

(If he play 10. B. to K's 3rd, you exchange Bishops, and then take 
Q. P. with your Q. B. If he play 10. K. Kt. to B's 3rd, you may also 
take Q. P. with Q. B., and afterwards play P. to K's 5th.) 

11. Q. to K. R's 5th. 11. Q. to K. Kt.'s 3rd. 

(You can also obtain a powerful attack by 11. P. to K's 5th, followed by 
Q. to K's 3rd ; the moves in the text are from the German Handbuch.") 

12. Q. takes Q. 12. P. takes Q. 

13. Q. B. takes P. 13. K. Kt. to B's 3rd. 

14. Q. Kt. to Q’s 2nd. 

Your two central Pawns and superiority of general position are equivalent 
to the Piece he has gained. 

8. B. takes B. 8. P. takes B. 

You may here perhaps more advantageously play 8. Q. Kt. to 
R’s 3rd. 

9. Q. to her Kt.’s 3rd. 9. Q. to her B’s sq. 

10. P. to K. R’s 4th. 10. P. to K. Kt.’s 6tb. 

11. Kt. to K. R’s 2nd. 11. P. to K. Kt.’s6tK 

He has a Pawn more and a strong positioxL 
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GAMES 

ILLUSTRATIVE OF THE FOREGOING ANALYSES. 

(Prom the Chess-Player* a Chronicle,') 

Game I. — Between V. H. der Laza and Dr. Bledow. 


WHITE. (V. H. d. L.) 

1. P. to K's 4th. 

2. P. to K. B's 4th. 

3. K. Kt. to B*8 3rd. 

4. K. B. to Q. B’s 4th. 

6. P. to CPs 4th. 

6. Castles. 

7. Q. Kt. to B's 3rd. 

8. P. to K's 5th. 

9. Q. Kt. to K’s 4th. 

10. Q. to K*s 2nd.t 

11. Kt- to Q's 6th (ch.) 

12. P. takes B. (dis. ch.) 

13. Kt. to K’s 5th. 


BLACK. ^Dr. B.) 

1. 

P. 

to K’s 4th. 

2. 

P. 

takes P. 

3. 

t. 

to K. Kt. 8 4th. 

4. 

K. 

B. to Kt.’s 2nd. 

5. 

Q. 

to K’s 2nd.* 

6. 

P. 

to K. R’s 3rd. 

7. 

P. 

to Q. B’s 3rd. 

8. 

Q. 

to her Kt.’s 5th. 

9. 

K. 

B. to his sq. 

10. 

P. 

to K. Kt.’s 5th. 

11. 

B. 

takes Kt. 

12. 

K. 

to Q’s sq. 

13. 

R. 

to R’s 2nd. 


14. P. to Q. B's 3rd. 

15. Q. to K*8 4th. 

16. Q. takes R. 


14. P. to K. B^s 6th. 

15. K. Kt. to B’s 3rd, 

16. Kt. takes Q. 


And White gave checkmate in six moves. 


Game II.— Between V. II. der Laza and Mr. H. of Berlin. 


WHITE. (V. H. d. L.) 

1. P. to K's 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B’s 3rd. 

4. K. B. to Q. B’s 4th. 

5. Castles. 

6. P. tc Q’s 4th. 

7. P. to Q. B’s 3rd. 

8. Q. to her Kt.’s 3rd.J 

9. P. to K. Kt.’8 3rd. 

10. Q. B. takes P. 

11. R. takes P. 


BLACK. (Mr. H.) 

1. P. to K's 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. B. to K. Kt.’s 2nd 

5. P. to K. R’s 3rd. 

6. P. to Q’s 3rd. 

7. P. to Q. B’s 3rd. 

8. Q. to K’s 2Dd. 

9. P. to K. Kt.’s 5th. 

10. P. takes Kt. 

11. Q. B. to K’s 3rd. 


* The proper move, as is seen in the foregoing variations, is 5. P 
U» Q’s 3rd. 

t This little game is excellently played by White. 
t Having now your Q. P. protected, and an opening for your Queen, 
you can advantageously advance the K. Kt. P.. and sacrifice your Kt., 
as in the Muzio Gambit. 
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12. P. to Q’s 5th. 

13. P. takes Q. B. P. 

14. P. takes Kt. P. 

15. P. takes R. (becoming a Q.) 

16. B. takes K. B. P. (ch.) 

17. B. takes Kt. 

18. B. takes Q. P. (ch.) 


12. Q. B. toK. Kfaitii. 

13. B. takes R. 

14. Q. takes K. P. 

15. Q. takes Q. 

16. K. to B’s sq. 

17. R. takes £. 

18. K. to K's sq. 


White mates in three moves.* 


Game III. — Between Mr. Popert and an eminent Poiiab 
player. 


WMirK. (Mr. Z.) 

1. P. to K’s 4th. 

2. P. to K. TPs 4th. 

3. K. Kt. to B’s :hd. 

4. B. to Q. B’s 4th. 

5. P. to Q*s 4th. 

6. Castles. 

7. P. to K. Kt.’s 3rd 

8. K. Kt. to R’s 4th. 

9. Q. B. to K’s 3rd. 

10. P. to Q. B’s 3rd. 

11. K. Kt. to K. B’s 5tb 
12- P. takes B. 

13. Q. to her Kt.’s 3rd. 

14. K. B. to Q’s 3rd. 

15. Q. to her B’s 2nd. 

16. Kt. to Q’s 2nd. 

17. Q. B. to K. B’s 4th. 

18. P. to Q. R’s 4th. 

19. Q. B. takes K. Kt. P 

20. P. to Q. Kt.’s 4th. 

21. B. takes Kt. 

22. Q. to her Kt.’s 2nd. 

23. B. takes B. 


BLACK. (Mr. P.) 

1. P. th K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. B. to K. Kt.’s 2nd. 

5. P. to Q’s 3rd. 

C. P. to K. R’s 3rd. 

7. P. to K. Kt.’s 5th. 

8. P. to K. B’s 6th. 

9. Q. Kt. to B’s 3rd. 

10. K. B. to B’s 3rd. 

11. Q. B. takes Kt. 

12. K. Kt. to K’s 2ud. 

13. r. to Q’s 4th. 

14. Q, to her 2nd. 

15. P. to K. R’s 4th. 

16. P. to K. R’s 5th. 

17. Castles on Q’s side. 

18. P. takes K. Kt. P. 

19. K. R. to his 4th. 

20. K. Kt. takes K. B. P 

21. Q. takes B. 

22. B. to K. R’s 5th. 

23. R. takes B. 

24. R. takes K. R. P. 


24. P. to Q. R’s 5th. 

£3. K. takes R. 

Black mates in three moves, 


A brilliant and amusing little skirmhih. 
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Game IV. 


WUITB. 

1. I. to K’s 4th 

2. P. to K. B’s 4th. 

S. K. Kt. to B’s 3rd. 

4 . K. B. to Q. B’s 4th. 

5. P. to K. R* * * § 8 4th. 

6 . P. takes P. 

7* R. takes R. 

8. P. to Q's 4th. 

9. Q. Kt. to B’s 3rd. 

10. K. Kt. to K’s 5th.» 

11. Q. to K. R’s 5th. 

12. Q. P. takes 

13. P. to K’s 6th. 

14. P. takes P. (ch.) 

15. Q. B. takes P. 

16. Q. B. takes K. Kt. P. 

17. Q. R. to Q’s sq.|l 

18. Q. to K. R’s 2nd. 

19. P. to K. B’s 8th, becoming a 

Q. (ch.) 

20. Q. takes B, (ch.) 

21. R. to Q’s 8th (ch.) 

22. Q. takes K. Kt. (ch.) 

23. Q. to K. Kt.’s 7th (ch.) 

24. Q. to R’s 6th (ch.) 

25. Q. to K. Kt.'s 7th (ch.) 

26. Q. to K. Kt.’s 3rd (ch.) 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4tiu 

4. K. B. to Kt.’s 2ii<l. 

5. P. to K. R’s 3rd. 

6. P. takes P. 

7. B. takes R. 

8. P. to Q’s 3rd. 

9. P. to Q. B’s 3rd. 

10. P. takes Kt. 

11. Q. to K. B’s 3rd. 

12. Q. to K. Kt.’s 2nd. 

13. K. Kt. to B’s Srd.f 

14. K. to B’s sq.J 

15. K. to his 2nd.§ 

16. Q. Kt. to Q’s 2nd. 

17. Q. Kt. to K’s 4th. 

18. Q. takes B.^ 

19. K. takes Q. 

20. K. Kt. to his sq. 

21. Q. takes R. 

22. K. to his 2nd. 

23. K. to Q’s 3rd. 

24. K. to B’s 2nd. 

25. Kt. to Q’s 2nd. 

26. K. to Q. Kt.’s 3rd. 


White mates in five moves. 


* This has been shown to be an extremely hazardous mode of play, 
and one which can only be ventured against an inferior opponent, 

t Q. B. takes P. is a better move. 

t This is an error which should cost the game. He should move the 
K. to K’s 2nd. 

§ He would be mated directly on taking either Q. or B. 

II Better, as the after play shows, than castling. 

If White had castl^ on the previous move, this B. would have been 
taken with a check. 
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Hhapteb II. 

THE CUNNINGHAM GAMBIT. 

This sparkling variation in the defence of the King’s Gambit 
was brought into general notice from its adoption by Mr. 
Ounningh^, the historian, one of the most eminent chess • 
players of his day in Europe. It differs from all other \ ariatioDs 
of ^e same opening, inasmuch that Black, instead of attempt- 
ing to sustain the Pawn he has gained, by the customary move 
of 3. P. to K. Kt.’s 4th, plays his K. B. to K’s 2nd, with the 
intention of checking at K. R’s 5th, and either compelling 
White to move his King, or by interposing a Pawn, enable 
Black not only to break up the Pawns on the King’s side, but 
to exchange his doubled P. for another of greater value and 
importance. The leading works to be consulted on this lively 
method of opposing the gambit are — Bertin (London, 1735).; 
Stamma; Philidor (1782); AUgaier; Sarratt (1808); Lewis 
(1844); Walker (1846); and the German “Handbuch.” 

GAME THE FIRST. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. P. to K. B's 4th. 2. P. takes P. 

3. K. Kt. to B's 3rd. 3. K. B. to K’s 2nd. 

4. K. B. to Q,. B’s 4th. 4. B. to B’s 5th (ch.) 

Yo’ir move of B. to Q. B’s 4th is the best at your command ; 
it enables you either to play the K. to B's sq., when he is 
checked, or to castle at the first convenient opportunity. 

5. K. to B’s sq. 6. K. B. to his 3rd. 

Instead of 5. K. to B’s sq., which is the best move you cai 
make, you may also play 5. P. to K. Kt.’s 3rd, as in the nex 
game. If Black, in lieu of retreating his B. to B’s 3rd, pla^ 
5. B, to K. Kt.’s 4th, you answer with 6. P. to Q’s 4th, then 
take the K. B., and &aUy play Q. to K. B’s 3rd, with a fine 
game. He may, however, move 5. K. Kt. to R’s 3rd and 
then the following variation is probable : — 

5. K. Kt. to R’s 3rd. 

6. P. to Q’s 4th. 6. K. Kt. to his 5th. 

7. Q. to K’s 2nd. K. Kt. to B’s 7th 
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fi. K. Kt. takes B. 8. Kt. takes R. 

9. Kt. to K. B's 3rd. 9. Kt. to bis 6th (ch.) 

10. P. takes Kt. 10. P. tikes P. 

11. Q. B. to K. B’s 4th. 

You have a manifest advantage. 


6. P. to K’s 5th. 

7. P. to Q's 4th. 

8. K. B. to K’s 2Dd. 

9. P. to K. K's 4th. 

10. K. Kt. to K. ll's 2u(]. 


6. B. to K’s 2nd. 

7. P. to Q's 4th. 

8. P. to K. Kt.'s 4tli. 

9. P. to K. Kt.’s 5th. 

10. P. to K. It's 4th. 


He can also attack the Kt. by aclvancinpj the Kt. P. another 
sq., but the result would stiU be in your favour. 

11. Q. B. takes P. 11. K. B. takes K. R. P 

12. P. to K. Kt.'s 3rd. 12. B. to K. Kt.’s 4tb. 

13. Kt. takes K. Kt. P. 


Y^ou must will. 


GAME THE SECOND. 


WHITE. 

1. P. to K's 4th. 

2. P. to K. B's 4th. 

3. K. Kt. to B's 3rd. 

4. K. B. to Q. B’s 4th. 

5. P. to K. Kt.’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. B. to K's 2nd. 

4. B. to K. U s 5th (eh.y 

5. P. takes P. 


Your present move is not so jirudent as 5. K. to B’s sq., but 
it is one very frequently adopted, and with which you ought 
to be conversant. 

If instead of taking the P., Black retire his B. to Kt.’s 4th, 
you castle, and have a good position. If he play 5. P. to 
Q. Kt.’s 4th, you may take the K. B. P., checking, and after- 
wards capture his B. with K. Kt. 

6. Castles. 6. P. takes P. (ch.) 

7. K. to K’s sq. 7. K. B. to his 3rd. 

The situation here is remarkable, and it is scarcely possible to 
conceive, at first sight, how such a position could occur at the 
sixth move of the game. « 

Black has all lus Pawns, while on your side there is a 
startling deficiency ; it was from this circumstance that Beilin 

m 
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and Stamma distinguished the opening as the “ Three Pawns' 
Gambit.” At this point Philidor observes that Black must 
win, and in this opinion he is seconded by Ercole Del Rio, 
'‘LoUi, p. 369) ; but AUgaier, on the other hand, remarks,—^ 
‘‘ Witli equally good players, however, White's game is not so 
irredeemably lost as Philidor makes it.” Instead of 7. B. to 
K. B s 3rd, Black may play 7. P. to Q's 4th, or 7. B. to K's 
2nd, for the result of which see the Variation. 


8. K. Kt. to K’s 5th. 8. B. takes Kt. (best) 

For your 8th move, Philidor gives P. to K’s 5th, pursuing the 
game as follows : — 


8. P. to K's .5th. 

9. P. takes B. 

10. B. to Q. Kt.'s 3rd. 

11. P. to Q's 4th. 

12. Q. B. to K. B's 4th. 

13. Q. Kt. to Q’s 2nd. 

14. P. to Q, B’s 4th. 

15. P. takes Q. P. 

16. Q. R. to Q. B’s sq. 

17. Q. Kt. takes K. Kt. 

18. Kt. takes K. R. P. 


8. P. to Q’s 4th. 

9. K. Kt. takes P. 

10. Q. B. to K’s 3rd. 

11. Kt. to K’s 5th. 

12. P. to K. B’s 4th. 

13. Q. to K’s 2nd. 

14. P. to Q. B's 3rd. 

15. P. takes P. 

IG. Q. Kt. to B's 3rd. 

17. K. B. P, takes Kt. 

18. Castles on K's side. 


(Kt. to K's 5th, for your 18th move, seems to be at least as good as taktag 
the Pawn.) 

19. Q. to her 2nd. 


Philidor now makes Black play 19. P. to K. R’s 3rd, and White answers 
with 20. Q. R. to Q. B’s 5th ; but, as the “ Handbuch" remarks, he 
overlooks the fact that White might win by 20. B. takes K. R. P. 

9. Q. to K. R's 5th. 9. (i. to K’s 2nd (best) 

10. R. takes K. B. P. 10. Q. to her B’s 4th. 

11. K. to K. B's 8th (dblc. ch.) 11. K. to his 2nd. 

12. P. to Q’s 4th. 12. Q. takes P. (best) 

If he play 12. Q. takes B., you proceed thus, — 

13. Q. to K’s 8th (ch.) 13. K. to Q's 3rd. 

14. Q. takes B. (ch.) 

Followed by Q. Kt. to R's 3rd, and Q. B. to Q's 2nd, &c. 

. 13. Q. B. checks. 13. K. to Q’s 3rd (best) 

14 . Q. Kt. to Q’s 2nd 14. K. Kt. to B’s 3rd. 

16. Q. to K. B’s 7th. 15. Kt. takes K. P^ 
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16. Q. B. to K's 3rd. 16. K.Kt. tohi86th(cb 

17. K. to Kt.’s 2iid. 17. Q. takes B. 

18. Q. to her 5th (ch.) 18. K. to his 2ud. 

13. Q. to K. B s 7th (ch.; 19. K. to Q’s 3rd, 

Drawn game. 

Variaiion, 

Beginning at Blade s 1th move. 


BLACK. 



WHITK. 


At this stage Black has at his disposal several moves beside 
the one of 7. B. to his 3id, adopted in the preceding game, 
fhe most important of these are 7. V. to Q’s 4th, and 7. B. 
to K’s 2nd In the first place, let us see the effect of 7 P to 
Q s 4th. 

7. V. to Q’s 4th 

8. B. takes P. 8. K. Kt. to B’s 3rd 

If you take the P. with P., Black retires his B. to B s 8rd 
and has a safe position 

9. B. takes K. B. P. (ch.) 9. K. takes B 

If instead of so playing you take B. with Kt., he also takes 
B. with Kt., but you may play 9 K. B. to Q Kt 's 3rd, with 
the following result 

9. B. to Q. Kt.^s 3rd. 9. Kt. takes K. P. 

10. Q. to K's 2nd. 10. Q. to K^s 2nd 

11. B. takes B. P. (ch.) 11. K. to B's sq. 

12 . Q. takes K. R. P. 12. Kt. to Kt.^s 6th (ch.) 

13. K. to Kt.’s 2nd. 13. Kt. takes K. R. 

s 2 
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14. Q. takes K. B. 1 i. Q. taices Q. 

15. Kt. takes Q. 15. K. takes B. 

16. K. takes Kt. 

Black has obviously the advantage. 

10. Kt. takes K. B. 10. K. R. to B's sq. 

11. P. to Q’s 4tli. 11. K. to Kt.'s sq. 

If, tllinkiup; to win a Piece, yon advance theK. P. to K’s 6tli, 
Blaek will cheek at Q,‘s 4th, and, on your interposing the Kt. 
a** your best move, he will play Kt. to K. R's 4th. 

12. Q. B. to K. Kt.'s 5th. 12. K. Kt. takes K. P. 

13. B. takes Q. 13. R. takes R. (ch.) 

14. Q. takes R. 14. Kt. to his Cth (ch.) 

15. K. takes P. 15. Kt. trikes Q. (ch.) 

* He has tlu' better game. 

Referring again to the diai^rani, lot us nov see the probable 
-consequences of Black's playing 7. B. to K'.^ 2ud. 

7 B. to K*s 2nd. 

8. B. takes B. P. (ch.) 3. K. takes B. 


He may decline taking the Bishop, and then you i)m*sue the 
game thus, — 


9. Kt. to K’s 5th. 

10. K. B. to Q. Kt.N 3rd. 

11. K. Kt. to B’s 7tli. 

12. V. to K’s 5th. 

13. P. takes Kt. 

14. B. takes Q. P. 


8. K.. to B’s SCI. 

0. K. Ivt. to jj’s 3ru. 

10, U. to K's sq. 

11. K. R. to Kt.’s bq, 

1?. P. to Q’s 4th. 


13. P. takes P. 
You have a winning position. 


9. Kt. to K’s 5th (dble. ch.) 9. K. to his 3rd (best) 

10. Q. to K. Kt.’s 4th (ch.) 10. K. takes Kt. 

11. Q. to K. B’s 5th (ch.) 11. K. to Q’s 3rd. 

12. Q. to her 5th. 

And wins. 


GAMPIS 

ILLUSTRATIVE OF THE CUNNINGHAM GAMBIT. 
Game I. — Between two members of the Berlin Chess Clab 

WHITE. (V. H. d. L ) BLACK. (M. J.) 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. P. to K. Bfs ith. 2. P fakes P. 
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s. 

K. Kt. to B’s 3rd. 

3. 

K. 

B. to K’s 2nd. 

4. 

K. B. to Q. B’s 4tli. 

4. 

B. 

to K. R’i 5th (I'll.) 

5. 

P. to K. Kt.’s 3rd.* 

5. 

P. 

takes P. 

6. 

Castles. 

6. 

P. 

takes P (ch.) 

7. 

K. to R’s sq. 

7. 

K. 

B. to B’s 3rd. 

8. 

Kt. to K's 5th. 

8. 

B. 

takes Kt. 

9. 

Q. to K. R’s 5th. 

9. 

Q. 

to K’s 2nd. 

10. 

R. takes K. B. P. 

10. 

Q. 

to her B’s 4th. 

11. 

R. to K. B’s 8th (dble. ch.) 

11. 

K. 

to his 2nd. 

12. 

P. to Q’s 4th. 

12. 

Q. 

takes P.t 

13. 

B. to K. Kt.’s 5th (ch.) 

13. 

K. 

Kt. to B’s 3rd.^ 

14. 

B. takes Kt. (ch.) 

11. 

P. 

lakes B. 

15. 

Q. to K. B’s 7th (cli.) 

15. 

K. 

to Q's 3rd. 

16. 

Q. Kt. to B’s 3rd. 

16. 

R. 

takes R. 

17. 

Q. takes R. (eh.) 

17. 

K. 

to B's .3rd. 

18. 

Q. to her Kt.’s 4th. 

IS. 

P. 

to Q’s 4th. 

19. 

B. to Kt.’s 5th (ch.) 

19. 

K. 

to Kt.’s 3rd. 

20. 

Kt. mates. 





Game II. — Eolween "W Bilguer and Mr. M -t. 


WHITE. (V. B.) 

1. P. to K's 4th. 

2. P. to K. B’s 4t]i. 

3. K. Kt. to B’s 3rd. 

4. K. B. to Q. B’s 4th. 

.5. P. to K. Kt.’s 3rd. 

6. Castles. 

7. K. to R's sq. 

8. B. takes K, B. P. (ch.^ 

9. Kt. takes B. (dis. eh.) 

10. P. to Q’s 4th. II 

11. R. to K. B’s 3rd. 

12. R. takes Kt. (ch.) 

13. Q. takes B. 

14. K. takes P. 

15. Q. Kt. to B’s 3rd. 


BL\rK. (Mr. M.) 

1. F. to K's 4th. 

2. P. takes P. 

3. K. B. to K’s 2nd. 

4. B. clieeks. 

5. P. takes P. 

6. P. takes P. (eh.) 

7. P. to Q’s 3rd.§ 

8. K. takes B. 

9. K. Kt. to B’s 3rd. 

. Q. B. 1o K. R’s 0th. 
i:. B. to K. Kt.’s 5th.^ 

12. Q. lakes R. 

13. Q. to K. B's 8th (ch ] 

14. Q. hikes Q. B. 

1.5. Q. takes R. 


♦ The correct reply is 5 . K. to B’s sq., as shown in the precixltni; 
»8riations. 
t The best move. 

1 K. to Q’s 3rd is the ])ropcr play 
^ P. to Q’g 4th is far better. 

|j If White checks at K. R's 5th, Black’s answer is K. to Kt.’s sq 
Q. to her 2nd is a better move. 
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16. Q. to K. B^s 5th (ch.) 

17. Q. to Q. B's 8th (ch.) 

18. Q. takes P. (ch.) 

19. Q. to B's 8th (ch.) 

20. Q. takes P. (ch.) 

21. Kt. to K. B's 5th. 


16. K. fo his sq.* 

17. K. to his 2nd. 

18. K. to his sq. 

19. K. to B’s 2nd. 

20. K. to his sq. 


And must win. 


Chapter III. 

THE SALVIO GAMBIT. 

So called from having first appeared in the Treatise of Solvio, 
1604, is, properly speaking, like the Cochrane Gambit, a 
variation of the defence of the King’s Gaml)it, which springs 
from the second player advancing his K. Kt. P. to Kt.’s oth, 
at the 4th move, in place of posting the K’s Bishop at K. Kt.’s 
2nd. This method of defending the Gambit I have always 
regarded as somewhat hazardous, because it permits the first 
player to adopt the Muzio attack ; but the situations arising 
from it are of singular interest and instruction. 

The principal works which have treated of this opening are 
Salvio, Cozio (1st vol. p. 35); Ponziani (1782), p. 126; 
Cochrane (1822), pp. 171 — 175 ; Silberschmidt (1845), pp. 79 
—98; Lewis, (1844), pp. 338 — 343; Kassim (1829); Jaeniseh 
?oL ii. p. 233; Walker (1846), p. 205; and the Gennaii 
“ Handbuch.” 

GAME THE FIRST. 

WHITE. BLA.CK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. P. to K. B’s 4th. 2. P. takes P. 

* He must lose equally if the K. goes to his 2nd. (c. g.) 

16. K. to his 2nd. 

17. Kt. to Q^s 5th (ch.) 17. K. to Q’s sq. 

18. Q. to K. Kt.'s 5th (ch.) 18. K. to R’s sq., or (A.) 

19. Q. takes Kt. P. 19. Q. Kt. to R’s 3rd. 

20. Q. takes R. (ch.) 20. K. to Q's 2iid. 

21. Q. takes R., and wins. 

(A.) 

18. K. to Q's 2nd. 

19. Q. to K’s 7th (ch.) 19. K. to B’g 3rd. 

20. Q. takes P. (ch.), and wins. 
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3. K. Kt. to B’s 3rd. 3. P. to K. Kt.'s 4th. 

4. K. B. to Q. B’s 4th. 4. P. to K. Kt.’s 5th. 

5. Kt. to K’s 5th. 5. Ci.toK.R’8 5th(ch.) 

If, at your 5th move, instead of so playing, you leave the Kt. 
to be taken, the opening becomes the celebrated Muzio Gam- 
bit, which, with 5. B. takes K. B. P. (ch.), will form the 
subject of a separate Chapter. It would be bad play for Black 
to move Kt. to R’s 3rd, before checking with his Q., because 
you could at once castle, and regain the given Pawn. 

6. K. to B’s sq. 6. K. Kt. to B’s 3rd. 

It is this move of Black that constitutes the Salvio defence, 
of which, however, Salvio was not the originator, he having 
taken the variation from some Portuguese work, now unknown. 
It is not considered so advantageous a mode of defending the 
game as playing 6. Kt. to K. R's 3rd, a move likewise indi- 
cated by Sahdo, and the consequences of which shall be ex- 
amined in the next game. 

7. Q. to K’s sq. (best) 7. Q.takesQ.(ch.,be8t) 

If you venture to take the K. B. P. at your 7th move with 
the Kt., Black replies with 7. P. to Q’s 4th, and gains two 
Pieces for his Rook. If you take it with the Bishop, the follow- 
ing variation proves that the game wall be also in his favour;-^ 

7. B. takes K. B. P. (ch.) 7. K. to his 2nd (best) 

8. B. to Q. Kt,’s 3rd. 8. P. to Q's 3rd. 

9. Kt. to Q’s 3rd. 9. Kt. to K. R's 4th. 

10. Q. to K’s sq. 10. P. to K. Kt.’s 6th. 

11. K. to Kt.’s sq. 11. K. B. to K. Kt.’s 2nJ. 

12. P. to Q. B’s 3rd. 12. Q. to K. Kt.’s 4th. 

Black has the better game. 

8. K. takes Q. 8. Kt. takes K. P. 

He may also play 8. P. to Q’s 3rd, as follows, — 

8. P. to Q’s 3rd. 

9. Kt. takes B. P. 9. P. to Q’s 4th. 

10. B. takes Q. P. 10. Kt. takes B. 

11. Kt. takes K. R. 11. Kt. to K. B’s 3rcU 

12. P. to Q’s 3rd. 12. B. to K. Kt.’s 2:10. 

13. P. to Q. B's 3rd. 13. B. takes Kt. 

14. B. takes P. 14. P. to Q. B’s 3rd, 

15. Q. Kt. to 2’s 2nd. 

The game is about equal. 
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9. B. takes K. B. P. (ch.) 9. K. to bis 2nd (best) 

10. B. to K. R’s 5th. 10. P. to K. Kt.’s Gth. 


Philidor makes you play 10. B. to Q. Kt.’s 3rd, but the move 
in the text, which is Ponziani’s, is acknowledged to be better. 


11. P. to K. R’s 3rd. 11. P. to Q’s 3rd. 

12. K. Kt. to Q’s 3rd. 12. K. B. to IPs 3rd. 

13. Q. Kt. to B's 3rd. 13. Kt. takes Kt, 


If he retire his Kt., you play B. to K. B's 3rd, and if he then 
move P. to Q. B’s 3rd, by movinj^ Q. Kt. to K's 2nd, you 
recover the P. with a better position. 


14 Q. P. takes Kt. 

15. Iv. to K. B’s sq. 

16. Kt. takes P. 

17 B. UkesB. 

18 B. takes Q. P. (ch.) 
19. 11. takes B. 


14. B. to K. B’s sq. 

15. a B. to K. B's 4th. 

16. B. takes Kt. 

17. K.B.toK. Kt’ssq. 

18. P. takes B. 

19. K. 11. to Kt.’s 2nd. 


You have a Pawn more and an adviuitage in position. 


GAME THE SECOND. 


WHITE. 

1. P to K's 4th. 

2. P. to K. B's 4th. 

3. K. Kt. to B's 3rd. 

4. B. to Q. B’s 4tli. 

5. Kt. to K’s 5tli. 

6. K. to B’s sq. 


BLACK. 

1 . P. to K's 4th. 

2. V. takes P. 

3. P. to K. Kt.'s 4th. 

4. P. to K. Kt.’s 5th. 

5. Q. to K.B’s 5tli (cli.) 

6. K. Kt. to R’s 3rd. 


Black’s present move is decidedly superior to that of Kt. to 
K. B’s 3rd. If, in lieu of playing so, or 6. Kt. to K. B’s 3rd, 
he move 6. P. to K. B's Gth, we have the Cochrane Gambit, 
which sec. 


7, r. to Q’s 4th. 


7. P. to K. B’s 6ih. 


This is Black’s best move ; if he play instead 7. P. to Q’s 3rd, 
you have the advantage, for example, — 


8. Kt. to Q’s 3rd. 

9. P. to K. Kt.'8 3rd, 

10. Q. Kt. to B's 3rd. 

11. P. to K, R's 3rd. 


7. P. to Q'g 3rd. 

8. P. to K. B’s 6th. 

9. Q. to K’s 2nd (best) 

10. P. to Q. B’s 3rd. 

11. P. to K. B’g 4th. 
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12. Q. B. takes Kt. 12. B. takes B. 

13. P. takes K. B. P. 13. Q.. B. takes P. 

14. P. takes K. Kt. P. 34. Q. J5. takes Kt. (eh.) 

15. Q. takes li. 

You must win. 

8. P. tixkcs P. 8. P. to Q’r 3rd. 

Instead of takinji; ihe Pawn here, you may move 8. Q. B. to 
K. B's 4tli, or 8. B. takes K. Kt. For the result of these 
moves, sec Variation, and you can pljiy likewise 8. P. to 
K. Kt.’s 3rd, or 8. Q. to K's sq., as si town in the followinj^ 
exiimjdes. In the first place, — 

8. P. to K. Kt.’s 3rd. 8. Q. tc K. R's Cth (ch.) 

9. K. to B’h 2nd. 9. Q. to K. Kt.’s 7lh (ch.) 

10. K. to his 3r(i. 10. P. to K. B’s 4th. 

(This move of Black’s we find in Silberschmidt ; Salvio, Cozio, and Pon* 
ziani, play 10. P. to K. B’s 3rd, which is much inferior.) 

11. K. to 3rd. 31. P. taker p. (ch.) 

(If you play 11. P. takes K. B. P., he first dislodges your Kt. with the 
Q. P., and tlien takes P. with Kt., checking ; and il you move 11. Q, Kt 
to B’s 3rd, he answers with 11. P. to Q. B’s 3rd, and afterwards 12. P 
to Q’s 3rd.) 

3 2. K. takes P. 32. P. to Q’s 4th (eh.) 

13. B. takes Q. P. 13. P. to K. B’s 7th (dis. ch.) 

lie has the better game. 

In the second place, — 

8. Q. to K’s sq. 8. Q. takes Q. (ch.) 

9. K. fakes Q. 9. P. takes K. Kt. P. 

10. R. to K. Kt.’s sq. 10. P. to Q’s 3rd. 

11. Kt. to Q’s 3rd. 3 3. K. Kt. lo his sq. 

12. R. lakes P. 12. P. to K. R’s 4th. 

His game is superior to yours. 

9. Kt. to Q’s 3rd. 9. K. Kt P. takes 

If in lien of n^treatinp^ the Kt., you take his Kt. with Q, B., 
he takes yom- Kt. with Q. P. 

10. K. Kt. to K. B’s 2nd. 10. Q. B. to K. R’b 61Ij 

(ch.) 

11. Kt. takes B. 11. Q. takes Kt. (ch.) 

12. K. to B’s 2nd. 12. Q. to Kt.’s 7th (ch.) 

18. K. to his 3rd. 1 3. Kt. to his 5th (ch.) 

14 . K. to B’s 4th. 14. B. to ll’s 3rd (ch.) 

And he mates you in two moves. 
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Variation, 


Ttsginnvng from White s %th fnote, 

BLACK. 



M HITI'. 


8. Q. B. to K. B’s 4tli. 8. P. takes P. (ch.) 

It was before observed that you could also play 8. Q. B. takes 
K. Kt. ; let us suppose this move, — 

8. B. takes K. Kt. 8. P. takes P. (ch.) 

9. K. takes P, 9. B. takes B. 

10. Kt. takes K. B. P. 10. R. to K. B's sq. 

Black will win. 


if you take the B. P. with B., checking, instead of with the Kt 
moves K. to his 2nd, and soon gets the better game. 

9. K. takes P. 9. P. to Q’s 3rd. 

10. B. takes K. Kt. 10. 

11. Kt. to Q’s 3rd. 11. 

12. K. to B s 2nd. 

13. K. to B’s sq. 

He has a fine attack. 


B. takes B. 

_ (^. to R’s 6th (ch.) 

12. Q. to K’s 6th (ch.) 

13. P. to Kt.’s 6th. 


Chapter IV. 

THE COCHRANE GAMBIT. 

Phis is a modification of the defence introduced by Salvio, 
which we have just examined, and consists in the second 
player’s advancing the P. to K. B’s 6th, before playing out 
the K. Kt. either to B’s 3rd, or to R’s 3rd. The most important 
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authorities upon these Gambits arc Cochrane (1822), pp, 268 
— 276 ; Lewis, in wliose valuable treatise is incorporated the 
chief variations of Ghulam Kassim, (1844), pp. 308 — 343; 
Calvi, in “ Le PalamMe” (1844) ; Jaenisch, vol. ii.,pp. 233— 
239 ; and the German “ Handbuch.” See also an interesting 
article on the Cochrane Gambit, by V. H. der Laza, in the 
“Chess-Player’s Chronicle,” vol. v., pp. 317 — 339. 

GAME THE FIRST. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B's 4th. 

3. K. Kt. to B’s 3rd. 

4. B. to Q. B’s 4th. 

5. Kt. to K's 5th. 

6. K. to B’s sq. 


BLACK. 

1. P. to K's 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. P. to K. Kt.’s 5th. 

5. atoK.R'85th(ch.) 

6. P. to K. B’s 6th. 


In the previous Gambit you will remember Salvio advances 
this P. one move later, that is, after his K. Kt. is moved to 
B's 3rd, or B’s 3rd sq. 

7. P. to Cl’s 4th (best) 7. P. takes K. Kt. P. 

(ch., best.) 

Instead of 7. P. to Q's 4th, you have the choice of sovera, 
moves. You may play B. takes K. B. P. (ch.) ; P. to K. 
Kt.'s 3rd ; and Kt. P. takes 1*. ; each of which will form the 
subject of a separate game. (See Games Second, Third, and 
Fourth.) 

If instead of any one of these you play 7. (i. to K’s sq., he 
takes P. with P. (eh.'), and then moves Cl. to K. ll's 6th, with 
a better game tnan you have. There is another move too at 
your command, viz., — 7. Kt. takes K. B. P., the consequeneeb 
of w^hich it may be well to show at once. Suppose, then, — 


7. Kt. takes K. B. P. 

8. Kt. takes R. 

9. Q. to K’s sq. 

10. K. takes P. 

11. K. to Kt.’s sq. 

And he 


7. K. Kt. to B’s 3rd, 

8. Kt. takes K. P. 

9. P. takes Kt. P. (ch.) 

10. Q. to R’s 6th (ch.) 

11. B. to Q. B's 4th (ch.) 
must win. 


^^^len at your 7th move you advance the Q. P., Black, 
instead of taking the Kt. P. (ch.), may play 7. K. Kt. to 
B 8 3rd, to which you can reply 8. Q. Kt. to B’s 3rd, and if 
he attempt to dislodge your Kt. by 8. Qt. P. one, you may 
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play 9. Kt. takes K. B. P., without danger. For the con- 
sequences of his playing at his 7th move K. Kt. to R’s 3rd 
his best move in the opinion of Jaenisch, seeGime the Second 
of the Sahdo Gambit, in which the same position is more 
safely brought about by — 

1. P. to K’s 4th. 1. P. to K's 4th. 

2. P. to K. B’s 4th. 2. P. takes P. 

3. K. Kt. to B’s 3rd. 3. P. to K. Kt.'s 4th. 

4. K. B. to a B^s 4th. 4. P. to K. Kt.’j 5lh. 

5. Kt. to K’s r)t]i. .5. Q. chooks. 

6. K. to B’s sq. 6. K. Kt. to R’s 3rd. 

7. P. to Q’s 4th. 7. P. to K. B’s 0th. 

8. K. takes P. 8. Q. to R‘s 6th (ch.) 

9. K. to Kt.’s sq. 9. K. Kt. to IPs 3rd. 

9. K. Kt. to B’s 3rd would be le.ss advantag(‘Ous for him : for 
example, — 

9. K. Kt. to B’s 3rd. 

10. Kt. takes K. B. P. 10. P. to Q’s 4th. 

(If he play instead, 10. 11. to Kt.’s sq., you move Kt. to his 5th ; if 10. 
Kt. takes K. P., you answer with Q. to K’s 2nd ; and finally, if he play 

10. P. to K. Kt.’s Gth, you can reply with Kt. to his 5th, or K. B. to his 
sq., having tlie better game.) 

11. K. B. to his sq. 11. Q. to K. R’s Gth 

12. Kt. takes R. 12. Kt. takes K. P. 

13. Q. to K’s 2 ikI. 13. K. B. to Kt.’s 2nd. 

(If 13. P. to Kt’s Gth you take the P., and when he retakes, checking, you 
int<*rpose the K. B.) 

14. P. to Q. B’s 3rd. 14. P. to K Kt.’s Gth. 

I. 5. P. takes P. 15. Q,. takes P. (ch.) 

IG. Q. to K. Kt.'s 2nd. 

You should win. 

10. Q. to her 3rd. 10. Q. takes Q. 

In this gambit if you take the Kt. with your Q. B.,he attains 
an irresistible position. Should you at youi* 10th move play 
Q. Kt. to B's 3rd, he does the same, and will maintain the 
P. Y'ou may, however, move 10. K. B. to his sq., in which 
ooae this variation is probable ; — 

10. B. to his sq. 10. Q. to R’s 5th. 

II. B. takes Kt. 11. B. takes B. 

12. Q. takes P. 12. B. to K’s Gth (cli*) 

13. K. to Kt.’s 2nd. 13. Q. takes Q. (ch.) 

14. Kt. takes Q. 14. B. takes Q. P. 

He has an easy game. 
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11. P. takes Q. 

12. B. takes Kt. 

13. Kt. takes K. B. P, 

14. K. to Kt.'s 2nd. 
lb. R. to B’s sq. 


11. P. to Q’s 3rd. 

12. B. takes B. 

13. B. to K's 6th (oil.) 

14. R. to B’s sq. 

15. B. takes Q. P. 


He ought to win. 


llie merit of working out these latter variations is due to 
Messrs. Henderson, Williams, and Withers, tliree skilful 
amateurs of the Bristol Chess Club, who demoted much 
time and attention to the anal} sis of tins brilliant gambit. 


GAME THE M:{ ONI). 


HI \Ck 



The diagram represents tlie position of the men up to the 
6th move of the picceding game. In this and the next two 
games, White de>iate& from the former, by not playing P. to 
Q 4th on his 7th mo\ e. 

WHITB. BLACK. 

7. B. takes K. B. P. (eh.) 7. K. to his 2nd. 

B. P. taltcs P. 8. P. to Q’s 3rd. 

If at your 8th move you play Q. to K’s sq., he takes P. with 
P. (ch.), and then moves Q. to K. R’s 6th. If 8. P. to 
Kt.’s 3rd, he checks with his Q. at R’s 6th, and then moves 
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K. Kt. to B’s Srd, with a fine attack. And if instead of tht so 
you play 8. K. B. takes Kt., the following variation shows it 
will be to your disadvantage. 


8. K. B. takes Kt, 

9. P. takes P. 

JO. Kt. takes P. 

11. P. takes B. 


8. R. takes B. (best) 

9. P. to Q^s 3rd.^ 

10. B. takes Kt. 

11. R. takes P. 


He has the better game. 


9. B. takes Kt. 

10. B. to Q. B's 4th. 

11. Q. takes P. 

12. K. to Kt.’s sq. 

13. B. to B’s sq. 

And 


9. P. takes Kt. 

10. P. takes P. 

11. B.toK.R’s6th(ch.) 

12. Q. to K’s 8th (ch.) 

13. R. checks. 


GAME THE THIRD. 


(Place the men again as on the diagram.) 


'W'TTTTTi' 

7. P. to K. Kt’s 3rd. 

8. K. to B’s 2nd (best) 

9. P. to Q's 3rd. 


BLACK. 

7. Q. to R’s 6th (ch.) 

8. K. Kt. to B’s 3rd. 

9. P. to Q’s 3rd. 


You might here play 9. K. to his 3rd or 9. Q. Kt. to B’s 3rd, 
for the result of which see Variations I. and II. If instead 
of these you preferred 9. B. takes B. P. (ch.), a few moves 
will show the game w^ould be unfavourable for you. (e. ^.) 

9. B. takes B, P. (ch.) 9. K. to his 2nd. 

10. B. to Q. Kt.^b 3rd. 10. Q. to Kt.'b 7th (ch.) 

11. K. to his 3rd. 11. B. to K. R’s 3rd (ch.) 

12. K. to Q’s 3rd. 12. R. to K. B’s sq. 

Black has the advantage. 

10. Kt. takes K. B. P. 10. P. to Q’s 4th. 

11. Kt. takes R. 11. Q. to Kt.’s 7th (ch.) 

If in place of taking the R. you take Q. P. with B., he first 
checks with his Q. and then takes B. with Kt.; or if you 

take the Q P. with K. P., he can also first check with the 

Q., and then take your Kt. with K., regardless of the check 
by discovery when you play P. to Q’s 6th. 
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32. K. to his 3rd. 12. Q. Kt. to B’s 3rd. 

13. Kt. to B’s 7th. 13. K. takes Kt. 

14. B. takes Q. P, (ch.) 14. Kt. takes B. 

15. P. takes Kt. 15. B. to K. R’s 3rd (ch.) 

And then P. to K. B’s 7th, winning. 

Variation I., 

Beginning at Whites 9th move, 

WHITE. BLACK. 

9. K. to his 3rd. 9. B. to K. B’s 3rd(ch.) 

10. K, to Q's 3rd. 10. P. to Q’s3rd. 

If you move 10. K. to Q, s 4th, you have a still worse game. 

11. Kt. takes K. B. P. 11. P. to Q's 4th. 

12. B. takes Q. P. 12. Kt. takes B. 

13. Kt. takes B. 13. Kt. to Q. Kt.’s 5th (eh.) 

If you take the R, instead of the B., he plays his Q. to K. 
R’s 4th. 

14. K. to B’s 4th. 14. Q. takes Kt. 

15. K. takes Kt. 15. Q. Kt. to B's 3rd (ch.) 

16. K. to B’s 3rd. 16. Q. to her B's 3rd (ch.) 

17. K. to Q’s 3rd. 17. Kt. to his 5th (ch.) 

18. K. to K’s 3rd. 18. Kt. takes Q. B. P. (ch.) 

Black must win. 


Variation II., 

Beginning at Whites 9th move. 

WHITE. BLACK. 

9. Q. Kt. to B's 3rd. 9. Q. to Kt.’s 7th (ch.) 

10. K. to his 3rd. 10. B. to K. K’s 3rd(ch.) 

11. K. to Q's 3rd. 11. Q, Kt. to B’s 3rd. 

B you play 11. K. to Q’s 4th, the consequences are equal! v 
diiiastrous. 

12. Kt takes K. B. P. 12. Q. Kt. to his 5th (ch.) 

Instead of taking the B. P. with your Kt., you may play 
12. B. takes P. (ch.), or 12. Kt. takes Q. Kt., but with even 
less advantage than by the move in the text. 
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13. K. to Q's 4th. 13. Q. to B’s 7th (rb.) 

14. K. to his 5th. 14. P. to Q’s 3rd(ch.) 

16. K. takes Kt. 15. Q. to tier 5th (oh A 

And Black wins. 


GAME THE FOURTH. 


(Arrange the men again according to the diagram.) 


WHITE. BLACK. 

7. K. Kt. P. takes P. 7. K. Kt. to B’s 3rd. 

8, P. to Q’s 4th. 8. P. to Q's 3rd. 


Instead of 8. P. to Q’s 4th, you have a variety of imwes at 
command. For the most important of these, viz., 8. B. takes 
K. B. P. (ch.), 8. Kt. takes K. Kt. P., 8. Q. to K’s 2nd, 

8. Q. to K’s sq., and P. to K. H's 3rd, sec Variations I., II., 
III., and IV. 


9. Kt. takes K. Kt. P. 

10. K. to his sq. 

If you play 10. K. to B' 
prolonged, (c. g.) 

10. K. to B’s 2nd. 

11. P. takes B. 

12. K. to his sq. 

13. R. to K. B’s sq. 

14. B. to K’s 2nd. 

15. K. to Q’s 2nd. 


9. Q. to R’s 6th (ch.y 

10. Kt. takes Kt. 

2nd, your defence will be less 

10. B. takes Kt. 

11. Kt. takes Kt. P. (ch.) 

12 1. to Kt.’s 7th. 

i:> B. to K's 2nd. 

1 1. B. to K. R’s 5th (ch.) 

15. Kt. to B’s 7th. 


Black should wm. 


11. P. takes Kt. 

12. R. to B's sq. 

13. K. to Q’s 2nd. 

14. B. to K’s 2nd. 

15. K. to his sq. 

16. R. to K. B's 2nd 

17. Q. takes B. 

18. K. takes B. 

19. Q. to K's 3rd. 


11. B. to K’s 2nd. 

12. B. checks. 

13. Q. B. takes P. 

14. K.B.toKt.’s4th(ch.) 

15. Q. to R’s 5th (ch.) 

16. K. B. takes Q. B. 

17. Q. B. takes K. B. 

18. Q. takes K. P. (ch.) 

19. Q. takes Q. (ch.) 


He has a Pawn more and no inferiority of position. 
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Vabtation I., 

beginning at Whites %th move. 


BLACK. 



WHITI . 


^ iB. takes K. B P. (di ) 8 K. to his 2Bd. 

9 B. to Q B s 4th. 9. Ik to Q s 3rd. 

10. Kt. to Q’s 3rd. 10. P. takes P. 

Tf you play 10. Kt. to K. B’s 7th, he replies with 10. P. take"' 
V . and if 10. Kt. takes Kt. P. the following mo\e8 are pm- 
bahle : — 

]0. Kt. takes Kt. P. 10. Kt. takes Kt. 

11. P. takes Kt. 11. B. to K. Kt 's 2nd. 

12. P. to K. R’s 3rd. 12. R. to B\ sq (ch.) 

13. K. to his 2nd. 13. R. to 7th ((h.) 

He has a winning position. 

11. Kt. to K. B's 2nd. 11. Q.B.toK ll’s6th(eh ) 

12. Kt. takes B. 12 Q. tikes Kt (ch ) 

13. K. to his sq. 13 Kt. takes K P 

Ilis attack is ii resistible. 


VAllIAriON II., 

fieginmng at White"' s ^th mote . — (See diagram, as befoie.') 
WHITE. BLACK. 

B. Kt. tikes K. Kt. P 8. Kt. takes Kt. 

If at move 8. you take K. B. P. with Kt., he Jin 3 wer«; witli 
B P to Q’s 4th, and speedily obtains a winning traim*. 
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9. P. takes Kt. 9. Q. to R’s 6th (ch ) 

10. K. to his sq. 10. P. to Q’s 4th. 

Should you play 10. K. to his B’s 2nd, Black replies with 
10. Q, Kt. toB’s 3rd; if then you move 11. P. to Q. B’s 3rd, 
he plays 11, B. to K’s 2nd, and wins; or if at the 11th move 
you play Q. to K, B's 3rd, he cjin exchange Queens, and then 
win by checking with his Kt. at K’s 4th. 

11. B. to K’s 2nd. 11. Q. to R’s 5th (ch.) 

12. K. to B’s sq. 12. P. to K. R’s 4th. 

He has an excellent game. 


Variation III., 

Beyinning at ]Vhites %th move. — (See the diagram, as bef)re.) 

WHITE. BLACK. 

8. Q. to K’s 2nd. 8. P. to Q’s 3rd 

You can also move 8. Q. to K’s sq. ; for example,— 

8. Q. to K's sq. 8. Q. to R^s 6th (ch.) 

9. K. to his 2nd. 9. P. to Q's 3rd. 

to. Kt. takes K, Kt. P. 10. Kt. takes Kt. 

11. P. takes Kt. 11. B. takes P. (ch.) 

• 12. K. to B's 2nd. 12. K. B. to K's 2nd. 

J3. Q. to K's 3rd. 13. K. B. checks. 

14. K. to Kt.'s sq. 14. Q. B. to K. B's 6th. 

You (lannot save the game. 

9. Kt. takes K. B. P. 9. P. takes P. 

You may here play 9. Kt. takes K. Kt. P., and proceed thus,— 

9. Kt. takes K. Kt. P. 9. Kt. takes Kt. 

10. P. takes Kt. 10. Q. B. takes P. 

11. Q. to B's 2nd (best) 11. Q. B. to R's 6th (ch.) 

12. K. to his 2nd. 12. Q. takes K. P. (ch.) 

13. Q. to K's 3rd. 13. Q. takes Q. (ch.) 

14. P. takes Q. 14. Q. Kt. to B's 3rd. 

He has the better game. 

10. Q. to K. B’s 2nd. 10. Q.B.toR’86th(ch.) 

12. K. to his sq. 12. Q. takes K. P. (ch.) 

18. K. to Q’s sq. 13. Q. takes B. 

lie must win. 
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Vabiation IV., 


Dsginninff at White s ^th — (Once more marshal the men 

according to the diagram.) 

WHITE. BLA.CK. 

8. P. to K. R’s 3rd. 8. P. takes K. R. P. 

9. Q. to K’s sq. 9. Q. to K. Kt.’s 4th. 


Instead of 9. Q. to K's sq., you can play 9. P. to Q's 4th, oi 
9. Kt. takes K. B. P. For example, iu the first place,— 

9. P. to Q’s 4tli. 9. ?. to GPs 3rd. 

10. Kt. to Q’s 3rd. 10. Kt. to K. R’s 4th. 

11. Q. to K’s sq. 11. Kt. to Kt.’s 6th (ch.) 

12. K. to Kt.’s sq. 12. R. to K. Kt.’s sq. 

13. K. to R’s 2nd. 13. Kt. to K’s 7th. 

Winning easily. 

In the second place, — 


9. Kt. takes K. B. P. 

10. B. takes Q. P. 

11. Kt. takes R. 

12. R. to K. Kt ’s sq. 

13. R. takes Q. 

14. R. to Kt.’s sq. 


Your game is gone. 


9. P. to Q’s 4th. 

10. Kt. takes B. 

11. Q. to Kt.'s 6th. 

12. P. to K. R’s 7th. 

13. P. to R’s 8th (becoming h Q.) 

14. B. to R’s 6th (ch.) 


10. Kt. to his 4tli. 

11. P. takes Kt. 

12. Q. to K‘s 2iid. 

13. Q. Kt. to B's 3rd. 

14. K. to his sq. 


15. Kt. to d's 5th. 

16. K. to Q's sq. 

17. Kt. to Q. B s 7th (ch.^ 

18. Kt. takes Q. 11. 


10. Kt. takes Kt. 

11. Q,. takes P. 

12. P. to K. R’s 4r.h. 

13. R. to K. Kt.'s sq. 

14. B. to K’s 2nd. 

but tliat would unite hi« 

15. (4. to R’s 5th (ch.) 

16. P. to (4. B's 3rd. 

17. K. to Q s sq 


18. P. to Q’s 4tl.. 
19. Q. to K’s sq. 19. P. takes B. 

And wins. 


You might also exchange Queens, 
Pawns, and improve his game. 


An attentive consideration of the foregoing examples will 
lead you to the conclusion, 1 think, that the Sahio defence. 


2 . 


P to K’s 4th. 

P. to K’s 4th’ 

Kt. to K’s 5th 
a. to R’s ath (ch.)’ 


P. to K. B’8 4th^ 
P. takes P. 

K. to B’s sq. 


3. 


K. Kt. to B’s 3rd 


B. to Q. B’s 4tn 


6 . 


Kt. to K. R’s 3rd 

T 2 


P. to K. Kt.’8 4th 

r. to (i’s 4 t]i 
pTT^K B’s 6th 


7 .; 


P. to K. Kt.’s 5tli 

or that of 
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Cochrane, which vanes from it in the transposition of Blacks 


Gth and 7th moves, 6. 


K to B’s sq. 


7. 


P. to ft’s 4th 


is a sai" 


■ P. to K. B’l, 6th * Kt. to K. R’b Srd 

and trustworthy method of opposing the King’s Gambit, and 
that the danger to be apprehend^ by the first player, in 
advancing his Pawn to K. Kt.’s 5th on the 4th move, is not 
that his opponent should play the Kt. to K's 5th, and admit 
of the Salvio or Cochrane defence, but that he should leave 
his Kt. to be taken, and adopt the powerful and almost 
indefensible attack of the Muzio Gambit. 


GAMES 

ILLUSTRATING THE SALYK) AND COCHRANE GAMBITS 

Game I. — Between Messrs. V. II. dcr Laza and 11— d of 
Berlin. 


WHITE. (Mr. H — ) 

1. P. to K’s 4th. 

2. P. to K. B’s 4tli. 

3. K. Kt. to B’s 3rd. 

4. K. B. to Q. B’s 4th. 

5. Kt. to K’s 5th. 

6. K. to B’s .sq, 

7. P. to Q’s 4th. 

8. P. to K. Kt.’s 3rd. 

9. K. to B’s 2nd. 

10. K. to his 3rd. 

11. Kt. to Q’s 3rd. 

12. Kt. to K. B’s 4th. 

13. K. to Q’s 3rd. 

14. Q. B. takes B. 

15. Q. Kt. to B’s 3rd. 

16. Q. B. to Q’s Gth. 

17. B. takes Kt. (eh.) 

18. P. to K. R’s 3rd. 

19. B. takes Q. Kt. P. 

20. K. to his 3rd. 

21. Q. to K. Kt.’s sq 

22. Q. takes P. (ch.) 

23. Q. takes doubled P., and N^ins. 


BLACK. (V. H. d. L.) 

1. P. to K’s 4th. 

2. P. tikes P. 

3. P. to K. Kt.’s 4th. 

4. P. to K. Kt.’s 5th. 

5. Q. to R’s 5th (eh.) 

6. K. Kt. to R’s 3id. 

7. P. to K. B’s Gth. 

8. Q. to R’s Gth (ch.) 

9. Q. to K. Kt.’s 7th (v'ii.) 

10. P. to K. B’s 3rd.* 

11. K. Kt. to B's 2nd. 

12. K. B. to K. R’b 3rd. 

13. B. takes Kt. 

14. P. to Q. B’s 3rd. 

15. Castles. 

16. P. to Q. Kt.’s 4th. 

17. R. takes B. 

18. P. to Q. Kt.’s5th. 

19. Q. B. to R’s 3rd (ch.) 

20. Q. takes K. Kt. P. 

21. Q. to her B’s 2nd. 

22. R. to K. Kt.’s 2nd 


* The proper move is hat given by Silberschmidt, of P. to K. B’s 4th. 
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Gam b 1L— Between Messrs. La Bonrdonnais and Cochrane. 


'WHITE. (M. La B.) 

1. P. to K's 4th. 

2. P. to K. B's 4th. 

3. K. Kt. to B's 3rd. 

4. K. B. to Q. B's 4th. 

5. Kt. to K's 5th. 

6. K. to B’s sq. 

7. P. to K. Kt.’8 3rd.* 

8. K. to B's 2nd. 

9. K. to his 3rd. 

10. K. to Q's 3rd. 

11. B. takes P. 

12. P. to Q. B's 3rd. 

13. B. takes K. B. P. (ch.j 

14. K. B. to Q, Kt.'s 3rd. 

15. K. to B’s 2n(l. 

16. Q. to K. B’s sq. 

17. Q. takes Q. 

18. P. to Q’s 3rd. 

19. R. to K. Kt.’s sq. 

20. Q. B. takes B. 

21. R. takes P. 

22. Kt. takes Kt. 

23. K. to B's sq. 

24. Q. Kt. to Q’s 2nd. 

25. K. B. to Q’s sq. 

26. K. R. to Kt.’s sq. 

27. P. to Q. Kt.'s 3rd. 

28. R. takes B. 

29. Kt. takes Kt. 

SO. K. takes R, 


BLACK. (Mr. C.) 

1. P. to K's 4th. 

2. P. takes P. 

3. P. to K. Kt.'s 4th. 

4. P. to K. Kt.'s 5th. 

5. Q. to K. R's 5th (ch.) 

6. P. to K. IVs 6th. 

7. Q. to K. R's Cth (ch.) 

8. Q. to Kt.’s 7th (ch.) 

9. B. to K. R’s 3rd (cb.) 

10. P. to Q’s 4th. 

11. Q. Kt. to R’s 3rd. 

12. P. to Q. B’s 3rd. 

13. K. to his 2nd. 

14. Q. Kt. to B’s 4th (ch.) 

15. Q. Kt. takes K. P. 

10. Q. B. to K. B’s 4th. 

17. Kt. to B’s 7th (d’.s. ch.) 

18. P. takes Q. 

19. Q. R. to Q’s sq. 

20. K. Kt. takes B. 

21. Kt. takes Q. P. 

22. B. takes Kt. (ch.) 

23. K. R. to B’s sq. 

24. K. Kt. to B’s 4th. 

25. Kt. to K’s 6th. 

26. B. to K. B's 8th. 

27. K. R. to B's 7th. 

28. Kt. takes R. 

29. Q. R. takes B. (ch.) 

30. R. takes Kt. (ch.jf 


And wins. 


Game III. — From Mr. Coclmine's Treatue, 


WHITE. 

1. P. to K's 4t]i. 

2. P. to K. B’s 4th. 

3. K. Kt. to B's 3rd. 

4. K. B. to Q. B’s 4th. 

5. Kt. to K’s 5th. 


BLACK. 

1. P. to K’s 4tn. 

2. P. takes P. 

3. P. to K. Kt.'fl 4th. 

4. P. to Kt.’s 5Ch. 

5. Q. cheeks. 


P. to Q's 4th is now considered to be the best move, 
t The termination is played with Mr. Cochrane’s cliaracteristic bril 
hancy. 



278 


CHESS-PLAYEE P HANDBOOK. 


6. 

K. to B’s sq. 

6. 

P. 

to K. B’s 6th. 

7. 

Q. to K’s sq. 

7. 

P. 

takes P. fch.) 

8. 

K. takes P. 

8. 

Q. 

to K. R’s 6th (ch.) 

9. 

K. to his B’s 2nd. 

9. 

K. 

B. to Kt.’s 2nd. 

10. 

P. to Q’s 4th. 

10. 

P. 

to Q’s 3rd. 

11. 

B. takes B. P. (ch.) 

11. 

K. 

to his 2nd. 

12. 

B. takes K. Kt.* 

12. 

R. 

takes B. 

13. 

K. Kt. to Q. B’s 4th. 

13. 

Q. 

to K. B’s 6th. (cL 

14. 

K. to Kt.’s sq. 

14. 

B. 

takes Q. P. (ch.) 

15. 

B. to K’s 3rd. 

15. 

P. 

to K. Kt.’s 6th. 

16. 

P. to K. R's 3rd.t 

16. 

P. 

to Kt.'s 7th. 

17. 

K. R. to his 2nd. 

17. 

Q. 

B. takes K. R. P. 

18. 

Q. Kt. to Q’s 2nd.* 

IR. 

Q. 

to K. B’s 8th (eh.) 

19. 

Kt. takes Q. 

19. 

P. 

takes Kt. 


Becoming a Q., giving check, double check, and mate. 


Game IV. — Between MM. 

WHITE. (M. M.) 

1* P. to K’s 4th. 

2* P. to K. B’s 4th. 

3. K. Kt. to B^s 3rd. 

4. B. to Q. B’s 4th. 

5. Kt. to K’s 5th. 

6. K. to B’s sq. 

7. P. to Q’s 4th. 

8. Q. Kt. to B’s 3rd. 

9. P. to K. Kt.’s 3rd. 

10. K. to B’s 2nd. 

11. Kt. takes K. B. P. 

12. Kt. to K. Kt.’s 5lh. 

13. K. to his 3rd. 

14. K. to Q’s 3rd. 

15. P. to Q. R’s 3rd. 

16. Q. B. takes B. 

17. Q. to K’s sq. 

18. Kt. takes Kt. 

19. Q. to K’s 3rd. 

20. B. to Q’s 5th. 

21. Q. R. to K. B’s sq. 

22. B. takes B. 


Kieseritzky and Michelet. 

BLACK. (M. K.) 

1. P. to K's 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. P. to K. Kt.’s 5th. 

5. Q. cheeks. 

C. P. to K. B’s 6th. 

7. K. Kt. to B’s 3rd. 

8. K. B. to Kt.’s 2nd. 

9. Q. to K. R’s 6th (ch.) 

10. P. to Q’s 3rd. 

11. R. to B’s sq. 

12. Q. to K. Kl.’s 7th (ch.) 

13. B. to K. R’s 3rd. 

14. Q. Kt. to B’s 3rd. 

15. B. takes Kt. 

16. Kt. takes K. P, 

17. B. to K. B’s 4th. 

18. P. to K. B’s 7th. 

19. K. to Q’s 2nd. 

20. Q. R. to K’s sq. 

21. B akes Kt. (ch.) 

22. R . K. B’s hu. 


* If White check with his Q. B., Black interjioses K. B. and wins n 
Piece. 

t He has no better move. 

J If the R. take the B., Black takes R. with Q., and presently wins the 
adverse Q. Or if, instead of taking the B., White check with his Q. at 
K. R’s 4th, Black moves K. to his square, and wins in a few moves. 
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23. Q. takes R. 

24. B. to B’s .5th (rh.) 

25 . P. to Q’s 5th. 

26. K. to Q’s 4th. 

27. P. takes R. (rh.) 

28. Q. B. to K. B’s 6th. 

29. B. takes Kt. 

.^0. K. takes P. 

31. K. to his B’s Gtb. and wins. 


23. P. takes Q. 

24. R. to K’s 3rd. 

25. Kt. to K’s 4th (ch.) 
2fi. P. to K. R’s 4th. 

27. K. to his sq. 

28. P. to K. R’s 5th. 

29. P. takes B. (ch.) 

30. R. P. takes P. 


Chapter V. 

THE MUZIO GAMBIT 

Ik the two defences to the Kinpj’s Gambit by Salvio and 
Cochrane just cxamin(‘d, when the second player for hie 
fbiirth move advances his P. to K. Kt.’s 5th, attacking the 
Knight, White replies by moving his Knight to King's 5th, 
subjecting himself, as was shown, to a counter-attack, from 
which escape without loss is difficult if not impracticable. 
From this circumstance, apparently, originated the concep- 
tion of the “ Muzio Gambit.” wherein the first ])layer instead 
of removing the attacked Knight boldly abjindons him, and by 
castling is enabled to bring an almost overwhelming array of 
forces to the immediate assault of the adverse King. 

Tlie earliest knowdedge of this magnificent valuation, the 
most daring and brilliant, and at the .^ame time, as modem 
discoveries have shown, the most sound and enduring method 
of attack yet knowui, is derived from Salvio, (Tratiato del 
I' Invmt lone et Arte Liherale del Gioco di IScacchi. Naples, 
1604,) to whom it had been communicated by Signor Muzio as 
occurring in casual practice between Don Geroiiimo Cascio and 
another player. “ Diro un’ altro modo di Gambitto, il quale 
mai fu pensato, e per quanto mi venne riferito dal Signor 
Muzio, d’ Alessandro, gentiluomo di molto garbo, e d('l Giuoco 
molto intendente ; suecede, e col Signor Don Geronimo 
Cascio, cosi gi’an giuocatore, con un’ altro giuocatore (*asual- 
mente.” 

The chief works to be consulted upon the Muzio Gambit 
are Sarratt, 1813 and 1821, p. 346; Ghulam Kassim, 1829, 
pwvis, 1844, pp, 348-410; Jaenisch, vol. ii., pp. 222-230; 
Walker, 1846, pp. 173-194, and the Geunan Handbuch. ’ 
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GAME THE FIRST. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B‘s 4th. 

3. K. Kt. to B's 3rd. 

4. K. B. to Q. B's 4th. 


BLACK. 

1 . P. to K's 4th. 

2. 1\ takes P. 

3. P. to K. Kt.’s 4th. 

4. P. to K. Kt.’s 5tli. 


In abandoning the Knight at this point you have the choice 
of three different methods of procedure. In the first place, Ut 
castle, which is the long established and ordinary mode of 
play. Secondly, to move your Q. P. to Q's 4th, as given in 
Koch, [Ehmentarbuch der Schachspi(4kiinst^ ^c. Magdeburgh 
1828,) and Ghulam Kassim {An Analysis of the Muzio Gam- 
hit^ ^c. Madras, 1829). And lastly, as suggested by the 
late Mr. McDonnell, to play your Q. Kt. to B’s 3rd sq. Let 
us proceed to consider these moves in the order above given, 
commencing in the present Chapter with 5. Castles, and re- 
serving 5. P. to Q’s 4th and 5. Q. Kt. to B’s 3rd for subsequent 
examination. 


5. Castles. 6. P. takes Kt. 

6. Q. takes P. (best) 6. Q. to K. B's 3rd (best) 

If instead of taking the P. you play 6. P. to Q's 4th, Black 
speedily gains an advantage, {e. y.) 


6. r. to Q’s 4th. 

7. H. takes Q. P. 

8. R. to B’s 2nd. 

9. B. to Q. Kt.’s 3rd. 
10. P. to Q. B’s 3rd. 


6. P. to Q’s 4th. 

7. Q. B. to K. Kt.’s 5tb. 

8. P. to Q. B’s 3rd. 

9. K. B. to Kt.’s 2nd. 

10. K. 15. to K. R’s 3rd. 

11. K. Kt. to K’s 2iid. 


11. Q. Kt. to Q’s 2nd. 

&c., &c. 


Until the appearance of Mr. Sarratt’s work. Black's best 
defence, after you have taken the P. at move 6., was con- 
sidered to be 6. Q. to K’s 2nd, but that and 6. ?. to Q’s 3rd, 
and 6. B. to K. K’s 3rd, have given place to the move in the 
text of 6. Q. to K. B’s 3rd, although the distinguished 
authors of the German “ Ilandbuch*’ are of opinion that Black 
may adopt any one of the three former without disadvantage. 
The variations arising from them will be shown hereafter. 
(See Game the Fourth.) 

7. P. to K’s 5th. 7. Q. takes K. P. 


If you play 7. P. to Q. B’s 3rd, he replies with 7. Q Kt. to 
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B’s 8rd, and upon your advancing 8. P. to Q's 4th, ho takes 
it with his Kt. and has the better game. If you play 7. P. 
to Q’s 3rd, he ^vill ai^swer with 7. B. to K. R's 3rd and 
maintain his advantage. Black's best move apparently is to 
take the Pawn; if he check with the Queen at Q. Kt.’s 3rd, he 
takes her from the protection of his own King and drives youn» 
to a safe reftigc. 

8. P. to Q’s 3rd. 8. K. B. to K. ll’s 3rc 

The eight opening moves here given are generally allowed 
to be the best both for attack and defence which this remark- 
fhle Gambit admits. 

Mr. Me Donnell originated a variation on your 8th move of 
8. P. to Q. Kt.’s 2n(l ; for the consequences of which see 
Game the Third. 

If Black on his last move play 8. Q. Kt. to B’s 3rd, you 
reply with 9. Q. B. takes P., and will have an irresistible 
attiick. 

lie may play, however, 8. B. to Q. B’s 4th (ch.), and after- 
wards 9. *B. to K's Gth, upon which you can take Bishop with 
B., and if his Queen retake, can play Q. to K. ll’s 5th, and 
then Q. Kt. to B s 3rd, with an excellent game. 

9. Q. B. to Q's 2nd. 9. K. Kt. to K’s 2nd. 

Tile best play for Black at move 9., whether you play 9. B 
to Q's 2nd or 9. Q. Kt. to B's 3rd, appears to be 9. K. Kt. to 
K’s 2nd ; if he repli('s to both with that move, it is of course 
inditferent which you play first. 

10. Q. Kt. to B's 3rd. 10. Q. Kt. to B’s 3rd. 

Opinions are divided upon Black's 10th move, some players 
advocating the move now given, wliile others prefer the more 
defensive one of 10. P. to Q. B’s 3rd, for the consequences of 
which see Game the Second. 

11. Q. R. to K’s sq. 11. Q. to B’s 4th (ch.) 

12. K. to R’s sq. 12. Q. Kt. to Q’s 5th. 

Black can also play 12. P. to Q's 3rd, but as the following 
train of moves will show, with less advantage. 

12. P. to Q^s 3rd. 

13. Q. Kt. to Q’s 5th. 13. Q. Kt. to K’s 4th 

14. R. takes Kt. 14. P. takes R. 

15. Q. B. to Kt.’s 4th. 

You ought to win. 
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13. R. takes Kt. (cli.) 13. K. takes R. 

He can also take the R. with his Q,., as in the following ; — 

13. Q. takps R. 

14 . Q. to K. R’s 5th. 14. Kt. to K’s 3rd. 

15. Q. tekes B. 15. U. to K. Kt.^s 4th. 

16. U. takes U. 16. Kt. takes Q. 

17. Kt. to Q. Kt.’s 5th. 17. K. to Q’s sq. 

18. Q. B. to his 3rd. 

And you win. 

A, Kt. to Q’s 5th (eh.) 14. K. to Q’s sq. 

15. Q. to K. R’s 5tli. 15. Q. to K. B’s sq. 

The Gennan “ Handbuch” and other authorities now pursue 
the game as follows : — 

16. Q. B. takes P. 16. B. takes B. 

17. R. takes B. 17. Kt. to K’s 3rd. 

18. Q. to K. R’s 4th (ch.) 18. K. to his sq. 

19. Kt. to K. B's 6th (ch.) 19. K. to Q's sq. 

And the game is dismissed as drawn by perpetual check. 1 
venture to think, however, it will not be ^fficult to show 
that with a slight variation in White’s play he can win 
instead of draw the game. Let us suppose at move 16. 
instead of Q. B. takes P. that you play — 

18. Q. to K. R’s 4th (ch.) 16. P. to B’s 3rd. 

If he play 16. B. to K. Kt.’s 4th, you take it, checking, and 
ou^t certain.^ to win ; and if he play K. to his sq., or Q. to 
K’s 2nd, you obviously mate on the move. 

17. Q. B. takes P. 17. B. takes B. 

If instead of taking the Bishop he play 17. B. to K. Kt.’s 
2nd, you win easily by 18. B. takes Q. B. P. (ch.), and 19. 
U. takes Kt.; so also if he move 18. Kt. to K. B's 4th you 
reply with 19. B. takes Q. B. P. (ch.), followed by 19. Q. to 
K. R’s 5th^ and 20. Kt. takes K. B. P. (ch.), &c. ; and if, 
finally, at move 18. he play otherwise, you can take B. with 
B., and his game is hopeless. 

18. R. takes B. 18. Kt. to Q. B’s 3rd. 

I believe he has no better move. If 1 8. P. to Q’s 3rd, or 
18. P. to Q. B’s 3rd, or 18. Kt. to K’s 3rd, you can take 
K. B. P. with R., and the discovered check afterw’ards is fatal 
to him. 
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19. K. takes K. B- P. 19. Q. to K'g 

He lias no way of averting the mate. 

20. R. to B’s 8th (dis. ch.) 20. Kt, to K’s 2iid. 

21. U. takes Kt. 

Mate. 


GAME THE SECOND. 

Varying from the jirevedmij at BlacJzs 10//^ move. 


WHITF. 



At this point in the prior game. Black played 10. Q. Kt. to 
B's 3rd : wc ha's e now to consider the efiect of his moving 

10. P. to Q. B’s 3rd, which seems geiicially prefeiTcd to the 
foimer. 

10. P. to Q. B's 3rd. 

11. Q. R. to K’s sq. 11. Q. to her B s 4th (ch.) 

Sarratt’s move of 11. Kt. to K’s 4th is not so strong as 

11. Q. R. to K’s sq. 

12. K. to R's sq. 12. P. to Q’s 4th. 

At tliis stage I believe an opportunity occurs for strengthening 
the attack which has been o'verlooked. Instead of ictiring the 
King to Rook’s sq., I would suggest 12. R. to K. B s 2nd, by 
which you are enabled to double your Rooks at the proper 
moment, and continue the assault \\nth augmented force and 
eftect. 
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13. (i. to K. R*8 5tli. 13. Q. to her 3rd. 

14. B. takes Q. P. 14. P. takes B. 

If he castle at his 14 th move, the chief authorities rccommenil 
you to take the Kt. with your 11. Black then takes the B. 
with P. as his best move. You take P. with Kt., he answcra 
with Q. Kt. to B’s 3rd; you must then take the P. with your 
Q. B.,' and, after the cxohanj'e of Bishops, he will take one of 
the Rooks with his Q., leaving you with a Q and Kt. against 
two Rooks and two minor Pieces. With the best play the 
game oucht perhaps to be drawn. The German “Handbuch” 
remarks, that if Black castles at move 14., you can retire the 
B. to Q. Kt.’s 3rd, not having a bad game. Should Black, at 
his 14th move, instead of castling or playing as in the text, 
move Q. to K. Kt.’s 3rd, the game proceeds as follows:-— 

14. Q. to K. Kt.’s 3rd. 

15. R. takes Kt. (cli.) 15. K. takes R. 

(You may also jilay 15. Q. to K’s 5th, and have an excellent game. If 
he play 15. K. to Q’s sq., you move 16. Q. to K’s 5th, and on his 
interposing the Q. B. at Q’s 2nd, you can take 17. Q. B. with R., 
and K. R. with Q., and have a capital attack.) 

16. Q. to K’s 5th (ch.) 36. Q. B. to K’s 3rd (best) 

V. B. takes B. 17. B. to K. Kt.’s 2nd. 

(If he play 17. Q. Kt. to Q’.s 2nd, you check, first with the Kt., then 
with the B., and afterwards take his K. R., having the better game. If 
he play 17. Q. to K. Kt.’s 2nd, you may reply with 18. Q. to her B’s 
5th (ch.), and win ; and if 17. P. takes B., then you take his K. R., 
having the advantage, ])lay as he can.) 

18. Q. to Q. B’s 7th (ch.) 18. K. to B’s 3rd. 

(The German “Handbuch” advises you to play 18. Kt. to Q’s 5th, which 
K a good move, but not so .strong, I think, as the above. If Black now 
take the B. with his K., you play R. to K’s sq. (ch.), and win ; if 
he play 18. K. to his sq., you take K. B. P. with B. (ch.), winning his 
Q. If he move 18. Kt. to Q’s 2nd, you take the Kt. (ch.), and then 
play R. takes P., winning easily.) 

19. Kt. to K’s 4th (ch.) 

And he must give up his Q. or be mated in two more moves. 

15. Kt. takes (^. P. 15. Q. Kt. to B’s 3rd. 

16. Q. B. to his 3rd. 16. Q. to K. Kt.’s 3rd. 

It is not good, at your 16th move, to play 16. B. to Q. Kt.’s 
4th, or 16. R. takes Kt., because in the one case he would 
answer with 16. Q. Kt. takes B., and on your then taking Kt. 
with R., would move K. to Q’s sq. ; and in the other case, of 
immediately taking off the Kt. with R., he would first take 
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R. with Kt., and when j^ou played K. R. to K’s sq., he might 
castle, or attack your Q. with U. B., having the better game. 

If at move 16. Black castle, or move his K. R. instead of 
playing Q. to K. Kt.’s 3rd, you check with the Kt. at K. B‘s 
6th, and have the advantage. lie may, however, play 16. K. to 
B’s sq., whereupon you can take Kt. withKt., afterwards cap- 
turing his K. R. His best play appeal s to be that in the 
text. 

17. R. takes Kt. (eh.) 17. K. to B's sq. 

This seems stronger for you than 17. Q. takes Q. If Black 
play 17. Kt. takes R., you answer with Q. to K's 5th. 

The move now given for your 18th is Q. takes Q,., and after 
this exchange, with the best play on both sides, I do not 
think the game in your favour. In preference to repeating 
the leading variations from tliis point, all of which are well 
known, and may be found in JaeiUNch, vol. ii. p. 228, I ventui-e 
to subjoin a mode of carrying on the attack, which has at 
least the merit of novelty to recommend it, and which seems 
to present some points of interest. The following are the 
most imjiortant moves : — 

18. R. to K’s 8th (eh.) 18. K. takes R. 

19. Kt. to K. B's 6th (eh.) 19. K. to B's sq. 

If he play 19. K. to Q’s sq., mate is inevitable in a few moves. 
(See the Variation.) 

20. Q. to her B’s 5th (oh.) 20. Kt.to K’s 2nd (best) 

If he play K. to Kt.’s 2nd, you hu^e, at the very least, a 
drawn game tlmough the dangerous check by discovery. 

21. R. to K’s sq. 21. Q,. B. to K’s 3rd. 

22. Kt. to Q’s 7th (ch.) 22. Q. B. takes Kt. 

If, instead of taking the Kt., Black plays his K. to Kt.’s sq., 
or K’s sq., you can, at least, draw the game by perpetual 
check. 

23. Q. takes Kt. (ch.) 23. K. to Kt.’s sq. 

24. Q. takes B. 24. Q. R. to K. B’s sq. 

25. Q. takes Q. Kt. P. 

And the game is about even. 

As before remarked, I think the attack, in a majority of the 
variations which arise in this game, may be strengthened by 
your m^^erposing the K. R. at move 12. instead of retreating 
the K 
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Variation, 

Beginning at Black's 19//i move, 

WHITE. BLACK, 

19. K. to Q’s sq. 

20. Q. to her 5th (ch.) 20. K to Q. B’« 2iid. 

If he move otherwise mate follows immediately. 

21. B. to K’s 5th (ch.) 21. Kt. takes B. 

If he play 21. K. to Q. Kt.’s 3rd, you will end tlie game more 
expeditiously. («. y.) 

21. K. to Kt.’s 3rd. 

22. Q. to Q. Kt’s 3rd (ch.) 22. K. to R’s 3rd. 

(If he move 22. K. to R’s 4th, you mate in three moves. If he inteiiH'se 
the Kt., you take it, and then mate in three moves also.) 

23. Q. to B’s 4th (rh.) 23. P. to Kt.’s 4th (best) 

24. Q. takes Kt. (ch.) 

And you mate in three more moves. 

22. Q. takes Kt. (ch.) 22. K. to B’s 3rd (best) 

23. Q. to her 5th (ch.) 23. K. to Kt.’s 3rd. 

K. to B’s 2nd is obvdoubly fatal, from 24. Q. to B’s 5tli (ch.), 

^c. 

24. Q. to her 6th (ch.) 24. K. to ll’s 4th. 

If 24. K. to Kt.’s 4th, you will mate in tlu*ce moves. 

25. Q. to her B’s 5th (ch.) 25. K. to R’s 3rd. 

Should he play 25. P. to Q. Kt.’s 4th, your reply may be 

26. P. to Q. li's 4th, with the object of afterwaids advancing 
P. to Q. Kt.’s 5th, and then mating with the Rook or with the 
Queen. 

26. Q. to B’s 4th (ch.) 26. P. to Q. Kt.’s 4th. 

If he play 26. K. to R’s 4th, then follow 27. P. to Q. R’s 4th, 
and 28. P. to Q. Kt.’s 5th. But if he move 26. K. to Kt. t 
3rd, you check with the Kt. at Q’s 5th, and mate in two more 
moves. 

27. Q. to B’s 6th (ch.) 27. K. to R’s 4th. 

28. P. to Q. R’s 4th. 

And he cannot possibly save the game. 
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GAME THE THIRD. 

Varying from the former at White's ^th move. 



8. P. to Q Kt.’s 3rd. 8. Q. takes R. (best) 

This move of 8. P. to Q. Kt.'s 3id is a suggestion of Mr. 
McDonneirs. It is ingenious, but much inferior to the 
ordinary course of 8. P. to (Ts 3id. 

Instead of capturing the It., Black may play 8, Q. Kt. to 
B’s 3rd, and the following moves are probable 

8. Q. Kt. to B’s 3rd. 

9. Q. Kt. to B'fe 3rd. 9. Q. Kt. to Q'b 5th. 

10. Q. to K. B’s 2nd. 10. K. B. to Q. B’s 4th. 

11. K. to R'ss sq. 11. Kt. to K's 3rd. 

Bla< k has the better game. 

9. Q. Kt. to B’s 3rd. 9. K.B toQ B*s4th(ch.) 

10. K. to R’s sq. 10. K. Kt. to K’s 2nd. 

11. P. to Q’s 4th. 11. B. takes Q. P. 

Vou may at move 11. play Q. takes doubled P. and proceed 
thus 

11. Q. takes P. 11. R. to K. B^s sq. 

(The ** Handbuch” suggests for Black 11. P. to K. B’s 4th also.) 

12. B. takes K. B. P. (ch.) 12. K. to Q’s sq. 

13. P. to Q’s 4th. 13. ». to Q's 4th. 

14. Q. to K. R’s 6th. 14. R. takes B. 

15. R. takes R 15. Q. B. to Q’s 2nd. 

He ought to win. 

12. B. takes K. B. P. (ch.) 12. K. to Q’s sq. 
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If at move 12. you play Q. takes doubled P., he should as Life 
best, take ti. B. with U. 


13, B. to Q’s 2nd. 

14. Q. takes Q. 
ir». Q, takes P. 

16. B. takes B. 


13. Q. takes K. (cli.) 

1 4. 11. to K. B's sq. 

15. B. takes Kt. 

16. P te Q,*8 3r<l. 


Black has the advantajj^e. 


GAME THE FOUHTH. 


WHITE. 

1. P. to K's 4th. 

2. P. to K. B's 4th. 

3. K. Kt. to B’s 3rd. 

4. B. to Q. B's 4th. 

5. Castles. 

6. Q. takes P. 


BLACK. 

1. P. to K’s 4th, 

2. P. takes P. 

3. P. to K. Kt.’s 4tn, 

4. P. to K. Kt.’s 5tA. 

5. P. takes Kt. 

6. K. B. to K. K’s 3rd. 


In the present game our attention must be directed to the 
eiToct of Black’s playing, at his 6th move, K. B. to B’s 3rd, 
6. P. to Q’s 3rd, and 6. Q,. to K's 2nd. P or the two lattei 
see Variations I. and II. 

7. P. to Q’s 4th. 7. Q. Kt. to B’s 3rd. 

You may also play, as proposed by the “ llandbuch,” 7. P. tc 
K’s 5th, or 7. Q. Kt. to B's 3rd. 

8. Q. Kt. to B’s 3rd. 8. Kt. takes Q. P. 

If you move 8. Q. B. takes P., Black's rejdy will be 8. Q. tc 
K. B’s 3rd. 


9. Q. to K. ll’s 5th. 

10. Q. B. tak(‘s P. 

11. 11. takes B. 

12. B. takes Kt. 

1 3. Q. R. to K. B’s sq. 

You must v^dn. 


9. Q. Kt. to K’s 3rd. 

10. B. takes B. 

11. U. to K’s 2ncl 

12. (i.P. takes B. 


Yakiation I., 

Beginning at Blades Wt 7nove. 

WHITE BLACK. 

1. P. toK’?4th. 1. P. toK’sHth. 

2. P. to K. B’s 4th. 2. P. takes P. 
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8. K. Kt. to B’s 3rd. 

4. K. B. to Q. B’s 4th, 

6. Castles. 

6. Q. takes P. 


3. P. to K. Kt.’s 4tli, 

4. P. to K. Kt.’s 5th 

5. P. takes Kt. 

6. P. to Q’s 3rd. 


Ills present move, as well as 6. B. to K. R’s 3rd, the German 
“ Ilandbuch” observes will certainly enable Black to bring 
about a drawn game. 

If he ventures 6. P. to Q’s 4th, you can take the P. with your 
B., and if then he play P. to Q. B’s 3rd, you shotdd take th^ 
K. B. P. with B. (ch.), after which you would have a remark- 
ably strong attack. 


7. P. to G\s 4th. 

8. Q. B. takes P. 

9. Q. takes B. 

10. B. takes K. B. P. (ch.) 

11. P. to K’s 5th. 


7. B. to K. R’s 3rd. 

8. B. takes B. 

9. Q. to K’s 2nd. 
10. K. to Q’s sq 


With a capital opening. 


Variation II., 

Beginning at BlacBs 6th move. 


WHITE. 

1. P. to K's 4th. 

2. P. to K. B’s 4tli. 

3. K. Kt. to B’s 3rd. 

4. K. B. to Q. B's 4th. 

5. Castles. 

6. Q. takes P. 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. P. to K. Kt.’s 5th. 

5. P. takes Kt. 

6. Q. to K’s 2nd. 


The move of 6. Q. to K’s 2nd was first given, in this defence, 
by Salvio, and was long considered the best. It is now 
acknowledged to be inferior to 6. Q. to B’s 3rd, although the 
authors of the “ Handbuch” consider, with good play, it ought 
to produce a drawn game. 

7. P. to Q’s 4th. 7. Q. Kt. to B’s 3rd. 

He might also play 7. K. B. to Il's 3rd, but with even loss 
a/lvantage. 

8. Q. takes P. 8. Kt. takes Q. P. 

If you play 8. P. to Q. B’s 3rd, he can reply with 8. Q. Kt, 
to K’s 4th. You may, however, play 8. Q. B. takes P., and 
tlien the following variation is probable. 

XX 
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8. Q. B. takes P. 

9. Q. to K. R’s 5th. 

10. R. takes Kt. 

11* B. to K’s 5th. 

12. K. to R’s S(|. 

13. P. to Q. Kt.'s 4th. 

14. Q. Kt. to Q’s 2nd. 

15. B. .akes R. 

16. Q,. R. to Q’s sq. 

17. B. to K. B’s Gth. 

He has 

8 B. takes K. B. P. (ch.) 

10. Q. Kt. to B‘s 3r(l. 

11. Q. B. to K's ;5r(l. 

12. K. B. takes Kt. 

13. Q. Kt. to Q's 5th. 

14. Q. to K. R's 4th (eh.) 

You oil} 


8. Kt. takes Q. P. 

9. Kt. to K's 3r(l. 

10. Q. P. takes B. 

11. Q. to B’s 4th (ch.^ 

12. K. Kt. to IPs 3rd. 

13. Q. to B’s 5th. 

14. Q. takes Q. £. P. 

15. Q. takes Kt. 

16. Q. to K's Gth. 

bad game. 

9. K. to Q’s sq. 

10. K. Kt. to R’s 3ru. 

11. Q. Kt. to K’s 3rd. 

12. Q. takes B. 

13. P. to Q’s 3r(L 

it to win. 


GAME THE FIFTH. 


Koch and Ghulam Kassim’s Attack. 


WHITE. 

1. P. 10 K’s 4th. 

2. P. to K. B’s 4tli. 

3. K. Kt. to B’s 3rd. 

4. K. B. to Q. B’s 4th. 

5. P. to Q's 4th. 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 41h. 

4. P. to K. Kt.’s 5th. 

5. P. takes Kt. 


This ingenious departure from the customary way of pursuing 
the attack is given by Koch, who states that it was communi- 
cated to him by the late Lieutenant-Colonel Donop, who told 
him that, while Commander of Bi-ussels, he often played at 
the chess club there with an Englishman, who usually adopted 
this move, and invariably won by it. Shortly after the pub- 
lication of Koch’s book, Ghulam Kassim produced a more skil- 
ftil and elaborate analysis of this attack, the whole of which 
will be found in Lewis's last treatise. 


6. Q. takes P. 6. P. to Q's 4th. 

!fou may obtain a strong but hazardous attack by castling 
instead of taking the Pawn. Block plays the best move. If, 
instead of advancing the Q. P,, he move 6. Q. to K. B’s 3rd, 
you play on the K. P. K he attempt to protect the gambit 
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P. by G. B to K. R‘s 3rd, you castle and reduce the game to 
a re^ar Muzio. If he bring out his Q,. Kt. you can take the 
P. with Q. B., and when he takes Q. P. with Kt. you should 
capture the K. B. P. with your B. (ch.), and you will have 
the better game. lie has, however, also the choice of 6. P. 
to Q's 3rd, and 6. Q. to K.. Il's 5th (ch.), for which see Varia- 
tion II. 

7. K. B. takes Q. P. 7. P. to Q. B’s 3rd. 

The authors of the German “Ilandbuch” suggest 7. K. Kt. 
to B‘s 3rd for Black's 7th move, but they have not proved 
its validity ; but let us suppose — 

7. K. Kt. to IVs 3rd. 

8. Castles. 8. Kt. takes 13. 

(If he play 8. P. to Q. B’s 3rd, you may first take the K. B. P. with the 
B. (ch.), and then move P. to Q. B’s 3rd, having a deficiency in Pieces, 
but a strong attack.) 

9. P. takes Kt. 9. Q. to K. B’s 3rd. 

(He might also play 9. K. B. to Q’s 3id, but you would obtain a strong 
position by first cheeking with tlie R. and then playing P. to Q. B’s 4th.) 

10. B. takes P. 10. d. takes d. P. (eh.) 

(You might, at your 10th move, instead of giving up the d. P., play 

d. to K’s 4th (ch.), and then take the P. with d. B.) 

11. B. to K’s 3rd. 11. d. to K. R’s 5<h. 

12. d. Kt. to d’s 2nd. 12. K. B. to d’s 3rd. 

13. d. takes K. B. P. (eh.) 13. K. to d’s sq. 

14. Kt. to K, B’s 3rd. 

And you must win. 

8. B. to Q. Kt.’s 3rd. 8. Q. takes Q. P. 

You may likewise play 8. B. takes K. B. P. (ch.) See 
Variation I. 

9. Q. B. takes P. 9. K. Kt. to B’s 3rd. 

If he take Q. Kt. P. you can play 10. Q. to K. ll’s 5th. 

10. Q. Kt. to Q’s 2nd. 10. Q. B. to K. Kt.’s 5th. 

11. Q. to K. Kt.’s 3rd. 11. K. Kt. takes P. 

He may at move 11. play Q. Kt. to Q’s 2nd, u})on which you 
reply with 12. P. to Q. B's 3rd, and then proceed as foUow^s 

11. d. Kt. to d’s 2nd. 

12. P. to d. B’s 3rd. 12. d. to her B’s 4th. 

13. P. to K’s 5th. 13. Castles. 

14. P. takes Kt. 14. Kt. takes P. 

(Black can draw the game by checking first with his Rook at move 14. 
and then with the Bishop at K’s 7th, on the next move.) 

U 2 
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15. B. to K’s 3rd. ].*). R. to K’s sq. 

16. Kt. to Q. B’s 4th. 

The game is equal. 

12. Q. Kt. takes Kt. 12. Q. takes Kt. (ch.) 

If you play 12. Q. takes B., he can then play 12. Q. to 
K. B’s 7th (ch.), and 13. Q. takes Kt. (eh.), followed by 
14. Kt. to K. B’s 7th (ch.), &c. 

13. K. to Q's 2nd. 

You have the better game. 

Vahiation I., 

Beginning at White's Sth move. 


BI ACK. 



In the previous example you adopted the safer course of 
reti’eating the B. to Q. Kt.’s 3id; jou may, however, acquire 
a very powerful attack by saciificing the Bishop at this junc- 
tui*e. 

8. B. takes K. B. P. (ch.) 8. K. takes B. 

9. Q. B. takes P. * 9. K. Kt. to B’s 3rd. 

You may also take the P. with your Q. (ch.), in which case 
he will interpose his K. Kt. and ha\e the better game. {e. g.) 

9. Q. takes* P. (ch.) 9. K. Kt. to B's 3rd. 

'"’If he interpose the Q. you can check at Q. B’s 7th, and get the advantage.) 

10. P. to K’s 5th. 10. K. B. to Kt.’s 2nd. 

11. Castles. 11. K. R. to K. B’ssq. 

12. Q. to K. R’s 4th. 12. K. to Kt.’s sq. 

.Should you take the Kt. instead of playing your Q. to K. R's 4tb, hie 
best move is K. to Kt.’s sq.) 
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13. Q. B. to K. Kt.'s 5th. 13. Q. Kt. to Q's 2nd. 

14. Q. Kt. to B’s 3rd. 14. P. to K. R’s 3rd. 

Black must win. 

10. P. to Q. B’s 3rd. 10. Q.B.toK.Kt.’sSth. 

I prefer Black’s game. 

The latter variations serve to demonstrate that the sacrifice 
of the Bishop at move 8. is not so good as retreating him to 
Q. B’s 3rd. I am not sure, however, that your proper move 
after 8. B. takes K. B. P., and 8. K. takes B., is not 9. Q. to 
K. R's 5th (ch.), at least, as far as my examination goes, you 
obtain a more enduring attack than by the other methods, 
and I regret that the very limited space I have now at 
command, forbids the insertion of the variations. 


Variation II., 
Beginning at BlacKs ^th move. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B‘s 4th. 

3. K. Kt. to B's 3rd. 

4. B. to Q. B’s 4th. 

5. P. to ti’s 4th. 

6. Q. takes P. 


BLACK, 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt’s 4th. 

4. P. to K. Kt.’s 5th. 

5. P. takes Kt. 

6. P. to Q's 3rd. 


As was before observed, he may also play 6. Q. to K. R’s 5th 
(ch.), and pursue the game as follows, — 


7. P. to K. Kt.^s 3rd. 

8. Q. B. takes P. 

9. Q. Kt. to Q’s 2nd. 

With an excellent game. 

7. Castles. 7. 

8. Q. Kt. to R’s 3rd. 8. 

9. K. to R’s sq. 9. 

10. Q. B. takes P. 10. 


6. Q. to K. R’s 5th (ch.) 

7. Q. to K. R’s 6th. 

8. P. to K. B’s 3rd. 


Q. to K. B’s 3rd. 
Q. takes Q. P. (ch.) 
K. B. to R's 3rd. 
Q. to K. B’s 3rd. 


If he play 10. Q. takes Q. Kt. P., you get a speedier advan^ 
tage by 11. Q. Kt. to his 5th. 

11. a to K’s 3rd. 11. Q. to K. Kt.’s 3rd 

12. P. to K’s 5th. 12. B. takes B. 

13. R. takes B. 13. B. to K’s 3rd. 

14 P. takes Q. P. 

You have ft capital attack. 
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GAME THE SIXTH. 
McDonnell’s Attack. 


WHITE. 

1. P. to K's 4th. 

2. P. to K. 13*s 4th. 

3. K. Kt. to B’s 3rcl. 

4. K. B. to Q. B‘s 4th, 

5. Q. Kt. to B’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. P. to K. Kt.’s 5th. 

5. P. takes Kt. 


The move of 5. Q. Kt. to B’s 3rd, which Mr. McDonnell 
sometimes adoptcfl instead of castling, at this stage of the 
opening, leads to many interesting combinations, but appears 
to be less advantageous to you than tlie old move of castling 

6. Q. takes P. 6. P. to Q’s 4th. 

riie saerifiee of this P. is recommended by La Bourdonnais. 
Hie “Handbuch” suggests that perhaps a simple defence 
might be adopted by playing G. P. to (i's 3rd, and if you 
then take the gambit P. with Q., he might play 7. Q. B. to 
K*s 3rd, a move which is inadmissible in the ordinary Muzio. 

He may also for his 6th move play (i. to K. B’s 3rd, as in 
the following fragment of a game between La Bom'donnais 
and Me Donnell, the latter playing the attack. 


7. Kt. to Q’s 5th, 

8. P. to Q. B’s 3rd. 

9. P. to Q’s 4th. 

10. P. to K’s 5th. 

11. B. to Q. Kt.’s 5th. 

12. Kt. takes Q. B. P. (rh.) 

With a fine game. 


6. Q. to K. B’s 3rd. 

7. Q. to K’s 4th. 

8. B. to K. R’s 3rd. 

9. Q. to her 3rd, 

10. Q. to her B's 3rd. 

11. Q. to K. Kt.’s 3rd, 


7. B. takes Q. P. 7. P. to Q. B’s 3rd. 

8. B. to Q. Kt.’s 3rd. 8. Q. B. to K’s 3rd. 


You may now get a lively but not very sound attack by 
plaving as follows, instead of 8. B. to Q. Kt.’s 3rd. 

8. B. takes K. B. P. (ch.) 8. K. takes B. 

9. Q. to K. R’s 5th (ch.) 9. K. to Kt.’s 2nd. 

(If at move 9 you advance P. to Q’s 4th, he replies with 9. Kt. to 
K. B’s .3rd ; and if you then play 10. P. to K’s 5th, he moves 10. K. B. 
to Kt.’s 2nd, and on your taking P. with Q. B., he plays 11. R. to K’fl 
sq., having a better game than you can boost.) 
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10. P. to Q’s 4th. 10. Q. B. to K’s 3rd. 

11. Q. B. takes P. 11. Q. B. to K. B’s 2nd. 

12. B. to K’s 5th (ch.) 12. Kt. to B’s 3rd. 

13. Q. to K. Kt.’s 5th (ch.) 13. Q. B. to K. Kt.’s 3rd. 

He will soon be out of danger. 

9. B. takes B. 9. P. takes B. 

10 Q. to K. R’s 5th (ch.) 10. K. to U's 2iid. 

11. P. to Q’s 4th. 11. Q. to K. B’s 3rcl. 

12. P. to K’s 5th. 12. U. to K. B’s 4th. 

you may castle at your 12th move, and proceed thus : — 

12. Castles. 12. Q. to K. Kt.’s 3rd. 

13. Q. to Q. R’s 5th. 13. Q. Kt. to R's 3rd. 

14. B. takes P. 14. K. B. to Q. Kt.’s 5th. 

15. Q. to her R’s 4th. 15. K. Kt. to K’s 2nd. 

He has the advantage. 

13. Q. to K. B’s 3rd. 13. K. B. to Q. Kt.’s 5th 

14. Q. B. takes P. 14. K. Kt. to K’s 2iid. 

15. Castles on K’s side. 15. B. takes Kt. 

16. P. takes B. 16. Q. Kt. to ll’s 3rd. 

The game is in his favour. 

As the “ Handbuch ” remarks, these variations tend to prove 
that Mr. McDonnell's move of 5. Q. Kt. to B“s 3rd is not so 
potent as the usual course of castling. 

Our examination of this beautiful Gambit would be imper- 
fect without some notice of a variation in the opening, where 
the first player, instead of abandoning the Knight at his 5th 
move, sacrifices his Bishop by taking the K. B. Pawn, 
checking. This attack is not, strictly speaking, a part of the 
Muzio Gambit, but it is so intimately associated with it that 
f think it better to consider them both under the same head. 
The chief writers who have considered this sacrifice appear 
to be Ercole del Rio (Lolli, p. 221); Sarratt, 1808, p. 76; 
AUgaier, tab. v. ; Lewis, 1813, p. 307 ; Walker, 1841, p. -.16, 
and the German “ llandbueh.” 

GAME THE SEVENTH. 
white: black. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. P. to K. B’s 4th. 2. P. takes P. 

3. K. Kt. to B’s 3rd. 3. P. to K. Kt.’s 4th. 

4. B. to Q. B’s 4th. 4. P. to K. Kt.’s 5th. 

6. B. takes K. B. P. (ch.) 5. K, tJikes B. 
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This sacrifice is far less recommendable tlian giving up the 
Kt., the attack being weaker and the defence sure and not 
difficult to discover. 

6. Kt. to K’s 5th (ch.) 6. K. to his sq. 

If he move, as given by Greco, 6. K. to his 3rd, you will 
win. {e.g.) 

6. K. to his 3rd. 

7. Q. takes Kt. P. (ch.; 7. K. takes Kt. 

8. Q. to K. B’s 5th (ch.) 8. K. to Q’s .3rd. 

9. P. to Q’s 4th. 9. K. B. to Kt.’s 2nd, 

10. B. takes P. (ch.) 10. K. to his 2nd. 

11. B. to K. Kt.*s 5th (ch.) 11. B. to B’s .3rd. S 

12. Castles. 12. Q. to K. B’s sq. ) 

13. Q. to K’s 5th (ch.) 

And wins. 

7. Q. takes P. 7. K. Kt. to B’s 3i\i. 

Lolli's ingenious but weaker defence consisted in now playiiig 
7. Q. to K. B’s 3rd, and pursuing the game as follows ; — 

7. Q. to K. B’s 3rd. 

8. Q. to R’s 5th (ch.) 8. K. to his 2nd. 

9. Kt. to K. B’s 7th. 9. Q. takes Kt. 

(You can also play 9. Q. Kt. to B’s 3rd.) 

10. Q. to K's 5th (ch.) 10. Q. to K's .3rd (best) 

11. Q. takes R. 11. K. Kt. to B’s 3rd. 

It was formerly considered that the White Queen could now escape only 
by some sacrifice, and Ponziani declaiji'd it to be impossible, after the 
move of 11. Kt. to K. B’s 3rd, to save her. The German “ Handbuch” 
shows, however, that she may be extricated without incurring any loss 
and remarks that it is not advisable, therefore, for Black to j)lay with the 
idea of winning her. 

12. Castles (best) 12. P. to Q's 3rd. 

13. Q. Kt. to B’s 3rd. 13. P. to Q. B’s 3rd. 

14. R. takes K. B. P. 14. Q. Kt. to Q’s 2nd. 

15. P. to Q’s 4th. 15. Q. to K. B’s 2nd. 

16. P. to K’s 5th. 16. P. takes P. 

17. P. takes P. 17. Q. Kt. takes P. 

18. P. to Q. Kt.’s 3rd, 18. Q. Kt. to K. Kt.’s 3rd. 

19. B. to Q. R’s 3rd (ch.) 19. K. to his sq. 

20. R. takes K. Kt. 20. Kt. takes Q. 

21. R. takes Q. 21. Kt. takes R. 

22. R. to K’s sq. (ch.) 

With a better game. 

It would thus appear that LoUi’s move of 7. Q. to K. B’s 3rd, however 
ingenious, is not so tnistworthy a defence as 7. Kt. to K. B’s 3rd. Let 
UB now follow out the result of that mode of operation. 
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8. Q. takes K. B. P. 8. P. to Q’s 3rd. 

9. Kt. to Q. B’s 4th. 9. Q. Kt. to B’s 3rd. 

10. Castles. 10. B. to K. Kt.’s 2nd. 

11. P. to Q’s 3rd. 11. Qt. B. to K’s 3nd. 

12. Q. to K. Kt.’s 3rd. 12. Q. to K’s 2nd. 

Your attack is exhausted. 


GAMES 

ILLUSTRATIVE OF THE MUZIO GAMBIT. 


(From the C/ies8~Plai/er*s Chronicle.) 

Game I. — Between Mr. Lewis and an Amateur of great 
skill. 


WHITE. (Mr. L.) 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B’s 3rd. 

4. K. B. to Q. B’s 4th. 
h. Castles. 

6. Q. takes P. 

7. P. to Q’s 4th. 

8. Q. B. takes P. 

9. Q. B. takes K. B. 

10. Q. to K. R’s 5th. 

11. K. R. to B’s 6th. 

12. Q. takes Kt. 

13. K. R. takes Q. 

14. Q. Kt. to Q. R’s 3rd 

15. K. R. to Q’s 6th. 

16. Q. R. to Q’s sq. 

17. K. B. takes Kt. 

18. Kt. to Q. JVs 4tli. 

19. K. to B’s 2nd. 

20. Kt. to K’s 3rd. 

21. K. to his B’s 3rd. 

22. Kt. to K. Kt.’s 4th. 

23. K. to B’s 4th. 

24. P. to Q. B’s 3rd. 

25. P. takes P. 

26. Kt. to K’s 5th. 

27. P. to Q. R’s 4th. 

28. K. R. takes Q. B. P. 

29. K. to his 3rd. 

.SO. Q. R. to Q. B’s sq. 

31. K. R. to Q. B’s 7th. 

32. R. takes R. 

33. R. to Q. R’s 7tb 


BLACK. (Mr. ) 

1. P. to K's 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. P. to K. Kt.’s 5th. 

5. P. takcte Kt. 

6. K. B. to R’s 3rd, 

7. Q. to K’s 2nd. 

8. Q. Kt. to B’s 3rd. 

9. Kt. takes B. 

10. Q. to K. R’s sq. 

11. Q. to K. Kt.’s 2nd. 

12. Q. takes Q. 

13. Q. Kt. takes Q. P 
11. P. to Q. B’s 3rd. 

15. Kt. to K’s 3rd. 

16. K. R. to K. Kt.’s sq. 

17. K. B. P. takes B. 

18. K. R. to K. Kt’s 4ttL 

19. K. to his 2nd. 

20. P. to Q. R’s 4th. 

21. P, to Q. Kt.’s 4th. 

22. Q. R. to his 2nd. 

23. K. R. to Q. B’s 4th 

24. P. to Q. Kt.’s 5th. 

25. P. takes P. 

26. K. R. to Q. B’s 7th. 

27. R. takes Q. Kt. P. 

28. R. to K. B’s 7th (ch.) 
2y. R. to K. B’s sq. 

30. B. to Q. R’s 3rL 

31. R. takes R. 

32. K. to Q’ls 3rd* 

33. K. takes Ku 
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34. 

R. takes R. 

34. 

R. 

to Q. Kt.’s sq* 

35. 

R. to Q. R’s 5th (ch.) 

35. 

P. 

to Q’s 4th. 

36. 

P. takes P. 

36. 

P. 

takes P. 

37. 

K. to Q*s 3rd. 

37. 

R. 

to Q. B’s sq. 

38. 

R. to Q. Kt.^s 5th. 

38. 

R. 

to Q. B’s 6th (oh.) 

39. 

K. to Q's 2nd. 

39. 

R. 

to Q. B’s 5th. 

40. 

P, to Q. R’s 5th. 

40. 

R. 

to K. B’s 5th. 

41. 

P. to Q. R’s 6th. 

41. 

R. 

to K. B's 7th (oh.) 

42. 

K. to Q’s 3rd. 

42. 

R. 

to Q. R’s 7th. 

43. 

R. takes Q. Kt. P. 

43. 

R. 

takes Q. R. P. 


Drawn game. 


Game II. — Between Mr. Szen, of Hungary, and V. IL der 
Laza, of the Berlin Chess Club. 


WHITE. (V. H. d. L.) 

BLACK. (Mr. S.) 

1. 

P. to K's 4th. 

1. 

P. to K’s 4th. 

2. 

P. to K. R’s 4th. 

2. 

P. takes P. 

3. 

K. Kt. to B’s 3rd. 

3. 

P. to Kt.’s 4th. 

4. 

B. to Q. B’s 4th. 

4. 

P. to K. Kt.’s 5th. 

5. 

Castles. 

5. 

P. takes Kt. 

6. 

Q. takes P. 

6. 

Q. to K. B’s 3rd. 

7. 

P. to K’s 5th. 

7. 

Q. takes K. P. 

8. 

P. to Q’s 3rd. 

8. 

K. B. to K. R’s 3rd. 

9. 

Kt. to Q. B’s 3rd. 

9. 

K. Kt. to K’s 2nd. 

10. 

Q. B. to Q’s 2nd. 

10. 

Castles.* 

11. 

Q. R. to K’s sq. 

11. 

Q. to Q. B’s 4th (ch. 

12 . 

K. to R’s sq. 

12. 

P. to Q. B’s 3rd. 

13. 

Kt. to K’s 4th. 

13. 

Q. to K. B’s 4th. 

14. 

Q. B. to his 3rd. 

14. 

B. to K. Kt.’s 2nd. 

15. 

Kt. to Q’s 6th. 

15. 

Q. to K. Kt.’s 4th. 

16. 

R. takes Kt.f 

16. 

B. takes Q. B.J 

17. 

R. takes K. B. P. 

17. 

R. takes R. 

18. 

B. takes R. (ch.> 

18. 

K. to Kt.’s 2nd. 

19. 

P. takes B. 

19. 

Kt. to Q. R’s 3rd. 

20. 

Q. takes K. B. P. 

20. 

Q. takes Q. 

21. 

R. takes Q. 

21. 

Kt. to Q. B’s 2nd. 

22. 

B. to Q. Kt.’s 3rd. 

22. 

Kt. to Q’s 4th. 

23. 

B. takes Kt. 

23. 

P. takes B. 

24. 

R. to B’s 7th (ch.) 

24. 

K. to Kt.’s sq. 

25. 

R. to K’s 7th. 

25. 

P. to Q. Kt.’s 3rd, 

26. 

R. to K’s 8th (ch.) 

26. 

K. to Kt.’s 2nd. 

27. 

R. takes B. 




And wins. 


* Not considered so strong a more as 10. P. to Q. B's 3rd. 

•f Well played. 

♦ Had he taken R. with Q., White would have won a Keep t>y at once 
playing Kt. to K. B's 5th. 
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Game III. — Between two Berlin players.. 


WEITE. 

1. P. to K^s 4th. 

2 . P. to K. B^s 4th. 

3. K. Kt. to B^s 3rd. 

4. K. B. to Q. B’s 4th. 

5. Castles. 

6. Q. takes P. 

;. P. to K's 5th. 

8. P. to Q’s 3rd. 

9. Q. B. to Q’s 2nd. 

10. Q. Kt. to B»s 3rd. 

11. Q. R. to K’s sq. 

12. K. to R’s sq. 

13. Q. to K. R’s 5th. 

14. K. B. takes Q. P. 

15. K. B. to Q. Kt.'s 3rd. 

16. Q. to Q. B’s 5th. 

17. Q. B. takes P. 

18. K. R. takes B. 

19. Kt. to K’s 4th. 

20. B. takes Kt. 

21. Kt. to B’s 6th (ch.) 

22. R. takes B. 

23. Kt. to R’s 5th (ch.) 

24. R. takes R. 

25. R. to B’s 6th (ch.) 

26. Q. mates. 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’8 4th. 

4. P. to K. Kt.’s 5th. 

5. P. takes Kt. 

6. Q. to K. B’s 3rd. 

7. Q. takes P. 

8. K. B. to R’s 3rd. 

9. K. Kt. to K’s 2nd. 

10. P. to Q. B’s 3rd. 

11. Q. to B’s 4th (ch.) 

12. P. to Q’s 4th. 

13. Q. to her 3rd. 

1 1. Castles. 

15. Q. to K. Kt.’s 3rd. 

16. K. Kt. to K. B’s 4tli- 

17. K. B. takes B. 

18. K. Kt. to his 2nd. 

19. K. Kt. to K’s 3rd. 

20. Q. B. takes B. 

21. K. to Kt.’s 2udL 

22. P. takes R. 

23. K. to R’b 3rd. 

24. Q. takes Kt. 

25. K. to Kt.’b 2ncU 


Game IV. — Between Mr. Staunton and an Amateur. 


WHITE. (Mr. S.) 

1. P. to K’s 4th. 

2. P. to K. B’.s 4th. 

3. K. Kt. to B’s 3rd. 

4. B. to Q. B’s 4th. 

5. Castles. 

6. Q. takes P. 

7. P. to K’s 5th. 

8. P. to Q’s 3rd. 

9. Q. Kt. to B’s 3rd. 

10. Q. B. takes P. 

11. K. to R’s sq. 

12. Q. R. to K’s sq. (ch.) 

13. R. to K’s 4th. 

14. Q. takes B. 

15. B. takes Q. P. 

16. R. takes Kt. (ch.) 

17. Kt. takes P. (ch.) 


BLACK. (Mr. — ) 

1 . P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4tlu 

4. P. to Kt.’s 5th. 

5. P. takes Kt. 

6. Q. to K. B’s 3rd. 

7. Q. takes P. 

8. K. B. to R’s 3rd. 

9. P. to Q. B’s 3rd. 

10. Q. to Q’s 5th (ch.) 

11. B. takes B. 

12. K, Kt. to K’s 2ni. 

13. Q. to K. Kt.’8 2Qd 

14. P. to Q’s 4th. 

15. P. takes B. 

16. K. takes R. 

17. K. to K's 3rd. 
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18. 

Q. to K’s 4th (ch.) 

18. 

K. to Q’s 2nd. 

19. 

Q. to Q*s 7th (ch.) 

19. 

K. to Q. B’s 3rd.i 

20. 

Q. to B’s 7th (ch.) 

20. 

K. takes Kt. 

21. 

P. to Q. B's 4th (ch.) 

21. 

K. to Q’s 5th. 

22. 

Q. to Q’s 6th (ch.) 

22. 

K. to K's 6th. 

23. 

Q. to K. B's 4th (ch.) 

23. 

K. takes Q. P. 


White mates in two moves. 


Game V. — ^From Ghulam Kassim. 


WHITE. 


BLACK. 

1. 

P. to K^s 4th. 

1. 

P. to K’s 4th. 

2. 

P. to K. B’s 4th. 

2. 

P. takes P. 

3. 

K. Kt. to B’s 3rd. 

3. 

P. to K. Kt.’i 4th 

4. 

B. to Q. B’s 4th. 

4. 

P. to K. Kt.*s 5th 

5. 

P. to Q’s 4th. 

5. 

P. takes Kt. 

6 . 

Q. takes P. 

6. 

P. to Q’s 4th. 

7^ 

B. takes P. 

7. 

K. Kt. to B’s 3rd. 

B. 

Castles. 

8. 

Kt. takes B. 

9. 

P. takes Kt. 

9. 

Q. to B’s 3rd. 

0. 

Q. to K *8 4th (ch.) 

10. 

K. to Q’s sq. 

11. 

B. takes P. 

n. 

Q. to K’s 2nd. 

12. 

Q. to B’s 3rd. 

12. 

R. to Kt.’s sq. 

13. 

Kt. to Q’s 2nd. 

13. 

B. to K. Kt.’s 5th. 

14. 

Q. to B’s 2nd. 

14. 

Kt. to Q’s 2nd. 

15. 

Q. R. to K’s sq. 

15. 

Q. to B’s 3rd. 

16. 

Kt. to K’s 4th. 

16. 

Q. to K. Kt.’s 3rd 

17. 

P. to Q. B’s 4th. 

17. 

K. B. to Q’s 3rd. 

18. 

B. takes B. 

18. 

P. takes B. 

19. 

P. to Q. B’s 5th. 

19. 

P. takes P. 

20. 

P. takes P. 

20. 

K. R. to K’s sq. 

21. 

Kt. to Q’s 6th. 

21. 

R. takes R. 

22. 

Q. takes R. 

22. 

K. to Q. B’s 2nd. 

23. 

Q. to her Kt.’s 4th. 

23. 

K. to Q’s sq. 


White must win. 


Game VI. — ^Mr. Staunton gives the Queen’s Rook. 


(Remove White’s 

Q. 11. from the board.) 


WHITE. (Mr. S.) 

BLACK. (Amateur.) 


P. to K’s 4th. 

1. 

P to K’s 4th. 

2. 

P. to K. B’s 4th. 

2. 

P. takes P. 

3. 

K. Kt. to B’s 3rd. 

3. 

P. to K. Kt.’s 4th. 

4. 

K. B. to Q. B’s 4th. 

4. 

P. to K. Kt.’8 6th. 

5. 

P. to Q’s 4th. 

5. 

P. takes Kt. 

6. 

Castles. 

6. 

P. takes K. Kt. P.* 

* P. to Q*s 4th, followed by Q. B. to K. Kt.’s 5tb, would have been 

better play. 
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r. B. takes K. B. P. (ch.) 

8. R takes P. (ch.) 

9. P. to K’s 5th. 

10. P takes Kt. 

11. Q. to K. R's 5th. 

12. R. to K. B’s 2nd 


7. K. takes B. 

8. Kt. to K. B’s 3rd. 

9. K. to Kt.'s sq. 

10. P. to Q’s 4th. 

11. Q. Kt. to B’s 3rd. 


Black surrendered. 


Game VII. — Mr. Staunton gives his Queen's Rook. 


(Remove White’s Q. R. from the board.) 



WHITE. (Mr. S.) 


BLACK. (Mr. ) 

1. 

P. to K’s 4th. 

1. 

p. 

to K’s 4th. 

2. 

P. to K. B’s 4th. 

2. 

p. 

takes P. 

3. 

K. Kt. to B’s 3rd. 

3. 

p. 

to K. Kt.’s 4th. 

4. 

B. to Q. B’s 4th. 

4. 

p. 

to K. Kt.’s 5th. 

5. 

P. to Q’s 4th. 

5. 

p. 

takes Kt. 

6. 

Q. takes P. 

6. 

K. 

B. to K. R’s 3nl.* 

7. 

Castles. 

7. 

p. 

to Q’s 4th. 

8. 

B. takes Q. P. 

8. 

p. 

to Q. B’s 3rd, 

9. 

B. takes K. B. P. (ch.) 

9. 

K. 

takes B. 

10. 

Q. B. takes P. 

10. 

K. 

B. takes B. 

11. 

Q. takes B. (ch.) 

11. 

Kt 

. to K. B’s 3rd. 

12. 

P. to K’s 5th, 

12. 

Q. 

Kt. to Q’s 2nd. 

13. 

Q, Kt. to B’s 3rd. 

13. 

R. 

to K’s sq. 

14. 

Q. Kt. to K’s 4th. 

14. 

K. 

to Kt.’s sq. 

15. 

P. takes Kt. 

15. 

K. 

to R’s sq. 

16. 

P. to K. B’s 7th.t 

16. 

R. 

to B’s sq. 

17. 

Q. to K. II’ s 6th. 

17. 

Q. 

to K’s 2nd. 

18. 

Kt. to Kt.’s 5th. 

18. 

Kt 

. to B's 3rd. 

19. 

P. to K. R’s 3rd,t 

19. 

Q. 

B. to Q’s 2nd. 

20. 

R. takes Kt. 





And wins. 


. — Between La Bourdonnais and Me Donnell 


Game VIII 

WHITE. (Mr. McD.) 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B’s 3rd. 

4. K. B. to a B’s 4th. 

5. Q. Kt. to B’s 3rd. 


BLACK. (M. La B.) 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. P. to K. Kt.’s 5th. 

5. P. takes Kt. 


♦ If Q. to B’s 3rd, White should advance P. to K’s 5th. 
t Better than moving the Kt. either to Q’s 6th or K. Kt.’fi 5th 
t Preferable to taking the Kt. imirediately. 
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6 - Q. takes P. 

7. P. to Q^s 4th. 

8 . Castles. 

9. B. takes K. B. P. (ch.) 

10. Q,. to K. R’s 5tli (ch.) 

11. Q. B. takes P. 

12. K. R. takes B. 

13. Q. to K. Kt.'s 5th (ch.) 

14. Q. R. to K. B’s sq. 

15. K. R. takes Kt. 

16. Q. Kt. to Cl’s 5th. 

17. K. to R’s sq. 

18. K. R. takes Kt. 


6. K. B. to K. H’s Srd. 

7. Q. Kt. to B’s Srd. 

8. Q. Kt. takes Q. P. 

9. K. takes B. 

10. K. to his Kt.’s 2n<^. 

11. B. takes B- 

12. K. Kt. to B’s Srd 

13. K. to B’s 2nd. 

14. K. to his sq. 

15. Q. to K’s 2nd. 

16. Q. to her B’s 4th. 

17. Kt. to K’s Srd. 

18. P. takes R. 


19. Kt. to B’s Gth (ch.) 

And wins the Queen. 


Game IX. — Mr. Staunton gives his Queen’s Kook, 
(Remove White’s Q. R. from the board.) 



WHITE. (Mr. S.) 

BLACK. (Mr. ) 

1. 

P. to K’s 4th. 

1. 

P. to K’s 4th. 

2. 

P. to K, B’s 4th. 

2. 

P. takes P. 

3. 

K. Kt. to B’s Srd. 

3. 

P. to K. Kt.’s 4th. 

4. 

K. B. to Q. B’s 4 th. 

4. 

P. to K. Kt.’s 5th. 

5. 

B. takes K. R. P. (ch.) 

5. 

K. takes B. 

6. 

Kt. to K’s 5th (ch.) 

6. 

K. to his sq. 

7. 

Q. takes P, 

7. 

K. Kt. to B’s 3rd. 

8. 

Q. takes P, 

8. 

P. to Q’s 3rd. 

9. 

K. Kt. to B’s 3rd. 

9. 

Q. Kt. to B’s Srd. 

10. 

P. to Q’s 4th. 

10. 

Q. to K’s 2nd. 

11. 

Castles. 

11. 

Q. B. to Q’s 2nd. 

12. 

P. to K’s hth. 

12 . 

P. takes P. 

13. 

P. takes P. 

13. 

K. Kt. to Q’s 4tlu 

14. 

Q. to K’s 4 til. 

14. 

Q. B. to K’s Srd. 

15. 

Q. B. to K. Kt.’s 5th. 

15. 

Q. to her B’s 4th (ch. j 

16. 

K. to R’s sq. 

16. 

Q. Kt. to his 5th. 

17. 

P. to Q. B’s 4th. 

17. 

K. Kt, to Q. Kt.'sSrd. 

18. 

P. to Q. Kt.’s Srd. 

18. 

K. B. to K’s 2nd. 

19. 

K. Kt. to Q’s 4th. 

19. 

Q. B. to K. Kt.’s sq. 

20. 

B. takes K. B. 

20. 

Q. takes B. 

21. 

K. Kt. to K. B’s 5th. 

21. 

Q. to her 2nd. 

22. 

Q. to K. R’s 4th. 

?2. 

Q. R. 1o Q’s sq. 

23. 

Q. to K. B’s 6th. • 



And wins. 
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Chaptjsk VI. 

THE ALLGAIER GAMBIT. 

In the precedinj;^ examples of the Kind’s Gambit, White con- 
tinues his attack after 3. Kt. to K. li’s 3rd, by playing 
4. K. B. to Q. B's 4th. There is, however, another not un- 
important mode of operatiuf’^ at this point, and one which 
leads to situations of remarkable interest, that is, to play 
4. P. to K, B’s 4th, instead of 4. B. to Q. B's 4th. Black's 
best reply is held to be 4. P. to K. Kt.'s 5th, A^iereupon by 
your movinp; the endangered Knight to K*s 5th, or to Kt.'s 5th, 
we an ive at the Allgaier Gambit, an opening once deemed 
in\dncible, at least by Allgaier himself, who devoted much 
attention to its details, and which still possesses attractions 
for many players of eminence. 

The best authorities to compare upon this Gambit are 
Snlvio (Fid. F<.iJ3), pp. 56, 58, GO; Greco (1781), p. 72; 
Cozio, 1st voL, ])p. 48, 85, 98, 123, 105, 167, 172, 180, 
196, 329; Lolli, pp. 216, 219; Mosler, tab. vii. ; Allgaier, 
tab. vii.; Homy (1839), pp. 144 — 156; Lewis (1844), 
pp. 286 — 288 ; La Bourdonnais, pp. 91, 93,96, 101 ; “Poly- 
technic Journal” (September, 1841), pp. 141 — 144; “ Pal^ 
mede” (1842), pj). 77—117, 298 — 307; and the German 
“ Handbuch.” 


GAME 

WHITE. 

1. P. to K's 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B's 3rd. 

4. P. to K. R’s 4th. 

5. Kt. to Kt.'s 5th. 


THE FIRST 

BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. P. to K. Kt.’s 5th (best) 

5. P. to K. ll’s 3rd. 


The present game will be devoted to the examination of what 
folio vvs your move of the Kt. to Kt.’s 5th, and the next to 
the effects of 5. Kt. to K’s 5th. 

In answer to your move of Kt. to Kt.’s 5th, Black may 
play 5. P. to K. it’s 4th, 5. P. to Q’s 4th, and 5. P. to K. B’s 
3rd. For the two former see Var&tion I., the last may 
speedily be dismissed as bad. (e. g.) 

5. P. to K. B^s 3rd. 

$. Q. takes Kt. P. 6. P. to K. R’s 4th. 

L to K. B’s 5th. 7. P. takes Kt. 
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8. Q. to Kt.’s 6th (ch.) 8. K. to hts 2nd. 

9. Q. takes P, (ch.) S. K. to his sq. 

10. Q. to K*s 5th (ch.) 

Winning the Rook, and haring the better game. 

6. Kt. takes K. B. P. 6. K. takes Kt. 

7. Q. takes P. 7. K. Kt. to B’s 3rd. 

La Bourdonnais recommends for the defence 7. Q. to K. B*6 
3rd, but the authors of tne “ Handbuch” think it inferior : 
you can compare both. 

7. Q. to K. B’s 3rd. 

8. P. to Q's 4th. 8. Q. takes Q. P. 

9. Q. takes P, (ch.) 9. Q. to K. B’s 3rd. 

(A better move for him than 9. Kt. to B’s 3rd.) 

10. a to K. Kt.’s 4th. 10. Q. to K. Kt.’s 3rd. 

11. B. to Q. B’s 4 til (ch.) 11. K. to Kt.’s 2nd. 

12. Q. to K. B’s 3rd. 12. K. Kt. to B’s 3rd. 

13. Q. Kt. to B’s 3rd. 13. K. B. to Q. Kt.’s 5th. 

14. B. to Q’s 2nd. 14. P. to Q’s 3rd. 

Black’s game is preferable. 

8. Q. takes K. B. P. 8. K.B.toQ'8 3rd(best) 

This is Black’s best move; it was first given by Homy, a 
German writer, and it has the effect of utterly paralyzing 
WTiite's further efforts. 

9. B. to Q. B’s 4th (ch.) 9. K.toKt.\s2nd(best) 

If, instead of checking with the B., you play 9. P. to K’s 5th, 
Black takes it for notliing, as you caimot capture his B. but 
at the cost of your Queen. If you move 9. Q. to K. B’s 2nd, 
he replies with 9. K. to Kt.’s 2nd, preparatory to playing 
P to K. B s sq., and finally, if you move 9. Q. to K. B’s 3ii, 
he might proceed as follows : — 

9. Q. to K. B’s 3rd. 9. Q. Kt. to B’s 3rd. 

10. P. to Q. B’s 3rd. 10. Q. Kt. to K’s 4th. 

11. Q. to K’s 2nd. 11. Q. Kt. to K. Kt.’s 5th. 

12. K. R. to his 3rd. 12. Q. to K’s 2nd. 

13. P. to Q’s 3rd. 13. P. to Q. B’s 3rd. 

He has obviously the better game. 

10. Q. to K. B’s 5th. 10. B. to Kt.’s 6th (ch ) 

If you play 10. Q. to B's 2nd, he replies with 10. 11. to 
K. B’s sq., and if 10. Q. to B’s 3rd, with 10. Q. Kt. to 
B’s 3rd, as before. 

11. K. to B’s sq. 11. K. E. to B’s sq. 

Black has a winning position. 
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Variation, 

Beginning at Black's bth move. 


WHITE. 

1. r. to K’s 4th. 

2. P. to K. B's 4th. 

3. K. Kt. to B’s 3rd. 

4. P. to K. ll’s 4th 

5. Kt. to Kt.’s 5th. 


BLACK. 

1 . P. to K's 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th 

4. P. to K. Kt.'s 5th 

5. P. to K. ll’s 4th. 


When the Kt. is played to his 5th, Black’s bcftt reply is 

6. P. to K. ll’s 3rd ; and when it is played, as in the next 
j'anie, to K's 5th, then ^lie proper answering move is 5. P. to 
K. ll’s 4th. The objc'ction to it in the present instance is the 
difticiilty afterwards found in expelling the White Kt. from 
his threatening position As was before remarked, Black 
may also play 5. P. to 4’s 4th, the result of which it may be 
well to show at once. Suppose then — 


5. P. to Q^s 4th. 

6. P. takes P. 6. Q. takes P, 

(Ponziaiii recommends lor Black C. K. Kt. to B^s 3rd.) 


7. Q. Kt. to B's 3rd. 

8. Q. to K\s 2nd. 

9. Q. takes Q. (ch.) 

10. B. to Q. B's 4th. 

11. P. to Q’s 1th. 

12. Q. Kt. to his 5th. 

13. Q. B. takes P. 

14. P. to Q. B'b 3rd. 

15. P. takes P. 

16. Castles on Q's side. 


7. Q. to K's 4th (ch.) 

8. P. to K. B's 3rd. 

9. P. takes Q. 

10. K. Kt. to R's 3rd. 

11. P. takes P. 

12. a Kt. to R's 3rd. 

13. K. B. to Q. Kt^'s 5th (ch.) 

14. P. takes P. 

15. B. to Q. R's 4th. 


With the better game. 


6. K. B. to Q. B's 1th. 

7. P, to Q's 4th. 

8. Q. B. takes P. 

9. P. takes P. 

If he move 9. Kt. to his sq. 

10. P. to K. Kt.’s Gth. 

11. Q. B takes Kt. 

12. B. to B's 7th (ch.) 

13. Castles. 


6. K. Kt. to R's 3rd, 

7. P. to K. B’s 3cd. 

8. P. takes Kt. 

9. Kt. to B's 2nd. 
you reply 10. Q. B. to K’s 5th. 

10. Kt. to Q's 3rd. 

H. P. takes B. 

12. K. to his 2nd. 

13. Q. to her R s 4th. 


Allgftier's move for you is 13. Q. Kt. to B's 3rd, upon which 
Black plays 13. Q. t© Q. R's 4th, and you answer with 14. Q. 
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to her 2nd. He appears to have overlooked that Black oould 
then play 14. K B. to R’s 3rd. 

14. B. to Q's 6th. 14. K. to his sq. 

16. Q. to her B’s sq. 15. K. to Q’s sq. 

16. Q. to K. Kt.’s 5th (ch.) 16. B. to K’s 2nd. 

17. P. to K. Kt.*s 7th. 

And you win with case 


GAME THE SECOND. 


WHITE. 

P. to K*s 4th. 

P. to K. B’r 4th. 
K. Kt. to B’s 3rd. 
P. to K. li's 4th. 
Kt. to K’s 5t]i. 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. Kt.’s 4th. 

4. P. to K. Kt.’s 5th. 

5. P. to K. R's 4th (best) 

The playing Kt. to K's 5th gives you both a safer and more 
Lasting attack than Kt. to Kt.’s 5th, but the advantage gained 
by this manner of play has been vastly ovcn’ated, since 
Black has at his command a sure dehmce, from the line of 
operations developed in the jnesent game. 

Black’s move of 5. P. to K. R’s 4th is the right one; he 

may, however, play 5. K. Kt. to B’s 3rd, or 5. P. to Q’s 3rd, 

without disadvantage. For example; in the first place,— 

, 5. K. Kt. to B^8 3rd. 

6. B. to Q. B’s 4th. 6. Q. to K’s 2nd. 


(If you play 6. P. to Q’s 4tli, he replies Tvith 6. P. to Q’s 3rd, and it 

6 . Kt. takes K. Kt. P., with 6. Kt. takes K. P., the game being even.) 

7. P. to Q’s 4th. 7. P. to Q’s 3rd. 

8. Kt. takes K. B. P. 8. Q. takes K. P. (eh.) 

(If you take 8. K. B. P. vitli B. (ch.), Black retires his K. to Q’b sq., 
and has the better game.) 

9. Q. to K’s 2nd. 9. Q. takes Q. (ch.) 

10. K. takes Q, 10. P. to Q’s 4th. 

11. Kt. takes R. 11. P. takes B. 

He has the advantage. 

In the second place, — 

5. P. to Q’s 3rd. 

6 . Kt. takes Kt. F. 6. B. to K’s 2nd. 

7. P. to Q’s 4th. 7. B. takes K. R. P. (ch*) 

8. Kt. to K. B’s 2nd, 8. Q. to K. Kt.'i 4tli. 
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(Black may also play, with apparent benefit, 8. Q. to K. B’s 3rd, a move 
lately adopted by the leading players of Pesth.) 

9. Q. to K. B’s 3rd. 9. B. to K. Kt.’s 6th. 

10. Q. Kt. to B’s 3rd. 10. K. Kt. to B's 3rd. 

11. Q. B. to Q’s 2nd. 

The game is about even, but with the move given in the ^‘Handbuch” 
and elsewhere for White’s 11th, K. B. to Q's 3rd, Black may obtain 
an advantage, I think, through R. to K. Kt.’s sq., with the view to play 
Q. B. to K. Kt.’s 5th at the proper moment. 

6. K. B. to Q. B's 4th. 6. K. Kt. to R’s 3rcl. 

Modem authorities concur in pronouncing the move 6. K. Kt. 
to ll’s 3rd inferior to 6. B. to K. It's 2nd, and the Hand- 
buch” remarks, that after the fomier. Black must lose the 
gambit P. We will briefly examine the consequences arising 
from the defence with the Knight, and subsequently those 
which spring from 6. R. to K. R's 2nd. (See Game the 
Third.) 

7. P. to Q‘s 4th. 7. P. to (i's 3rd. 

8. Kt. to CPs 3rd. 8. P. to K. B's 6th. 

9. P. to K. Kt.'s 3rd. 9. P. to U's 4th. 

If you play 9. P. takes P., he can move 9. K. B. to K‘s 2nd, 
and on your mo\4ng 10. Q. B. to K. Kt.‘s 5th, take P. ^\ith 
P., having the advantage. 

10. B. takes Q,. P. 10. P. to Q. B's 3rd. 

If you take Q. P. with K. P., he plays K. Kt. to B's 4th. 

11. B. to Q. Kt.’s t‘3rd. 11. Q, takes Q. P. 

He has deeidedly the better game. 

The ingenious variation at Black's 9th move we owe to 
Mr. Knight, an amateur of the London circle of chess-players ; 
it appears as eheclual in baffling all further attack in this 
branch of the Allgaier Gambit, as Mr. llomy’s move of K B 
to Q’s 3rd in the former one. 


GAME THE THIRD. 


WHITE. 

1. P. to K's 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B's 3rd, 

4. P. to K. R^s 4th. 


BLACK. 

1. P. to K’s 4tli. 

2. P. takes P. 

3. P. to K. Kt’s 4th. 

4. P. to K. Kt.’s 5th, 
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5. Kt. to K's 5th. 5. P. to K. R’s 4th. 

Pi. K. B. to Q. B’s 4th. 6. II. to K. ll’s 2nd. 

This is the generally accepted move for Black ; and prior to 
the discovery of Mr. Knight’s defence, of which we have 
seen a sketch in the last game, it was, perhaps with pro- 
priety, considered preferable to 6. K. Kt. to B’s 3rd. 

7. P. to Q's 4th. 7. P. to K. B’s 6th (best^ 

When the Rook is moved to his second to defend the Pawn, 
as in this game, you may obtain a violent but unstable attack 
by playing thus : — 

7. Kt. takes K. B. P. 7. R. takes Kt. 

8. B. takes R. (ch.) 8. K. takes B. 

9. P. to Q’s 4th. 9. P. to K. B’s 6th. 

His best move, for if he j>lay 9. B. to K. R’s 3rd, you castle, with 
improved situation.) 

10. P. takes P. 10. P. to Q’s 3rd. 

With due care now Black must win, in spite of the exposed position of his 

King. 

8. P. to K. Kt.’s 3rd. 8. Q. Kt. to B’s 3rd. 

If, instead of 8. P. to K. Kt.’s 3rd. you take the P., he may 
first dislodge yoiu' Kt. with 8. P. to Q's 3rd, and then play 
K. B. to K's 2nd. 

9. Kt. takes Kt. 9. Q. P. takes Kt. 

You may also play 9. Kt. to K. Kt.’s 6th, and proceed as 
follows : — 

9. Kt. to K. Kt.^s 6th. 9. B. to K. Kt.^s 2nd. 

(He might likewise take your Kt. and then move R. to his sq. again.) 

10. P. to Q. B’s 3rd. 10. K. Kt. to B’s 3rd. 

11. Q. B, to K. Kt.’s 5th. 11. P. takes Kt. 

12. P. to K’s 5th. 12. P. to Q’s 4th. 

13. B. to Q’s 3rd. 13. Q. B. to K. B’s 4tb. 

14. B. takes B. 14. P. takes B. 

15. Q. to her 3rd. 15. Q. to her 2nd. 

16. P. takes Kt. 16. B. to K. R’s sq. 

Yoamnst lose the advanced P., and Black will then have the superionty 

10. Q. B. to K. B’s 4th. 10. Q. to K’s 2nd. 

11. Q. Kt. to B’s 3rd. 11. Q. B. to K’s 3rd. 

12. P. to Q’s 5th. 12. Castles on Q’s side 

He has a little better game, but the advantage is not nearly 
so decisive as in the second game. 
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Chapter VII. 

THE KING’S ROOK’S PAWN GAMBIT. 

This deviation from the fp-eat ])aront opening consists in 
White's throwing forward his K. li. Pa\Mi at the third move, 
instead of playing tlic K. Kt. to IPs 3i*d. The object of thir 
move is to prevent the customary advance of Black’s K. Kt. 
Pa'v^m;but to attain this you sacrifice position, and if properly 
met, your attack is speedily foih'd or tui-ncd against you. 

GAME THE FIRST. 

WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K's 4th. 

2. P. to K. IVs 4th. 2. P. takes P. 

3. P. to K. IPs 4tli. 3. K. B. to K's 2nd (best) 

Black may also play with safety 3. P. to Q’s 4tli. hut that 
move is not so strong as B. to K’s 2nd. (Se'e Variation.) 

4 . Q. to K. Kt.'s Ith. 4. P. to Q’s 4th (best) 

You can likewise adopt 4. K. Kt. to B's 3rd, and pursue thb 
attack as follows 

4. K. Kt. to B’s 3rd. 4. K. Kt. to B’s 3rd. 

(The usual move for Blaclv is 4. P. to Q’s 3rd, tliat of K. Kt. to B’s 3rd 
is giveu by Stanuna, Jaemsch, and the Geiinan “ llandbuch.”) 

5. P. to Q’s 3rd. 5. P. to Q’s 4th, 

(If you play 5. P. to K’s .'ith, Black may reply with 5. Kt. to K. R’8 4th 
and then Kt. to his 0th.) 

6. P. takes P. 6. Kt, takes P. 

7. P. to Q. H’s 4th. 7. Kt. to K’s Gth. 

H. B. t.jkcs Kt. 8. P. takes B. 

9. P. to Q’s 4 th. 9. Q. B. to K. Kt.’s 5th. 

Black has the better game. 

5. Q. takes doubled P. 5. P. takes P. 

lie might also play 5. K. B. to Q,’s 3rd, as ad\ised by Stamma 

6. Q. takes K. P. 6. K. Kt. to B's 3rd. 

7. Q. to K. B's 3rd. 7. Castles. 

8. K. B. to Q. B's 4th, 8. Q. B. to K. Kt.’s 5th. 

9 . Q. talces Q. Kt. P. 9. Q. to her 3rd. 

10. to her Kt ’s 3rd. 10. Q. Kt. to B's Srd. 
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If you venture to take the Hook, the follo^\ing is the result 

10. Q. takes R. 10. Q. Kt. to B’s 3rd. 

11. Q. to Kt.’s 7tli. 11. Q. to K. Kt.»s 6th (ch.) 

12. K. to B’s sq. 12. K. Kt. to K’s 5th 

And he must win. 

11. Q. to her t3rd. 11. Q. Kt. to Q's 5th. 

12. P. to Q. B*s 3r(l. 12. U. to K's 4th (ch.) 

13. K. to B's sq. 13. Cl. Kt. to K. B’s 4th 

Black has a winning game. 


Variation, 

Begmning at Blacks Srd move. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. P. to K. ll’s 4th. 

4. P. takes P. 

He might also play 4. K. B. to Q’s 

5. Q. to K’s 2nd (ch.) 

6. Q. Kt. to B’s 3rd. 

7. P. to Q’s 3rd. 

8. K. Kt. to ll’s 3rd. 

9. Q. Kt. to his 5th. 

10. Kt. takes B. (ch.) 

11. Kt. takes P. 

12. Q. to her 2nd. 


BLACK. 

1. P. to K's 4tlL 

2. P. takes P. 

3. P. to Q's 4th. 

4. Q. takes P. 
rd. 

5. Q. B. to K’s 3rd. 

6. Q. to her 2nd. 

7. K. B. to Q’s 3rd. 

8. Q. Kt. to B's 3r(L 

9. Castles on Q’s sido 

10. P. takes Kt. 

11. B. to K. Kt.'fi 5th. 

12. 11. to K’s sq. (ch.) 


And he has the better game. 


ga:vies 

ILLUSTRATIVE OF THE PRECEDING ANALYSES. 


Game 1.— Between tw'o English Amateurs. 


WHITK. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

5. K Kt. to B’s 3rd 
4 . P. to K. R’s 4 th. 

6. K. Kt. to his 5th. 
6. Kt. takes K. B. P. 


BLACK. 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to K. KL’s 4th. 

4. P. to K. Kt.’8 5th. 

5. P. to K. R’s 3rd. 

6. K. takes Kt. 
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7. Q. take§ Kt. P. 

Q. takea K. 6. P. 

9. P. to Q's 4th. 

10. B. to Q. £'s 4th. 

11. Castles. 

12. P. to K's 5th. 

13. P. takes P. 

14. K. to R’s sq.j 

15 Q. Kt. to B’s 3rd. 

16. Kt. to K’s 4th. 

17. Q. takes Kt. (ch.) 

18. Q. takes Q. (ch.) 

19. R. to K. IVs 6th (ch.) 

20. Kt. takes K. B. 

21. Kt. to K’s 6th (ch.) 

22. R. takes B. 

23. Q. B. takes K. 11. P. (ch.)t 

24. R. to K. B’s 0th (ch.) 

25. £. to Kt.’s 5th. 

26. R. to K. R’s 6th (dis. ch.) 

27. Q. R. to K. B’s sq. (ch.) 

28. R. takes R. 

29. B. to B’s 6th (ch.) 

30. R. to K’s sq. 


7. K. Kt. to B’a 3rd. 

8. P. to Q’s 3rd.* 

9. K. to Kt.’s 2nd. 

10. Q. to K’s sq. 

11. B. to K's 2nd. 

12. P. takes P. 

13. B. to Q. B’s 4th (oh.) 

14. K. Kt. to his 5th. 

15. Q. B. to K’s 3rd. 

16. B. takes B. 

17. Q. to Kt.’8 3rd. 

18. K. takes Q. 

19. K. to Kt.’s 2nd. 

20. a. Kt. to B's 3rd. 

21. B. takes Kt. 

22. Q. R. to K’s sq. 

23. K. to B’s 2nd. 

24. K. to his 2nd. 

25. Kt. takes K. P. 

20. K. to B’s 2nd. 

27. K. to Kt.’s 2nd. 

28. K. takes R. 

29. K. to Kt.’s sq. 


And wins. 


Game IL— Between Messrs. Kiescritzky and Walker, 

(From Le Palarnhle.) 


WHITE. (M. K.) 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B’s 3rd. 

4. P. to K. R’s 4th. 

5. Kt. to K’s 5th. 

6. K. B. to Q. B’s 4th, 

7. P. to Q’s 4th. 

8. Kt. to Q’s 3rd. 

9. P. to K. Kt.’s 3rd. 
U). B. takes Q. P.§ 


BL\CK. (Mr. W.) 

1. P. to K's 4th. 

2. P. hakes P. 

3. P. to K. Kt.’s 4th, 

4. P. to K. Kt.’s 5th 
6. P. to K. R’s 4th. 

6. K. Kt. to R’s 3rd. 

7. P. to Q’s 3rd. 

8. P. to K. B’s 6th. 

9. P. to Q’s 4th.+ 

10. P. to Q. B’s 3rd. 


♦ The correct move is that previously mentioned, by Horny, of 8. B. 
to Q’s 3rd. 

t Cleverly played. 

t This is the principal feature of the defence, for which we are indebted 
to Mr. Knight. 

4 If he take P. with P., then Black follows with K. Kt. to B’s 4th. 
thre,.tenmgboth Q’s and K. R. Pawns. 
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11. 

B. to Q. Kt.’s 3rd. 

11. 

Q. 

takes Q. P. 

12. 

Q. Kt. to B’s 3rd. 

12. 

K. 

B. to Q’s 3rd 

13. 

K. Kt. to B’s 4th. 

13. 

Q. 

takes Q. (ch.) 

14. 

Kt. takes Q. 

14. 

B, 

takes Kt. 

15, 

B. takes B. 

15. 

Q. 

B. to K’s 3rd. 

16. 

Kt. to K’s 3rd. 

16. 

Q. 

Kt. to Q’s 2ud. 

17. 

B. takes B. 

37. 

P. 

takes B. 

18. 

Kt, to Q. B’s 4th, 

18. 

K. 

Kt. to K. B's 2nd. 

19. 

Castles ou Q’s side. 

19. 

P. 

to K’s 4th. 

20. 

B. to K’s 3rd. 

20. 

K. 

> to his 2nd. 

21. 

R. to Q’s 3rd. 

21. 

Q. 

Kt. to K. B’s 3rd., 

22. 

R. to Q. Kt.’s 3rd. 

22. 

P. 

to Q. Kt.'s 3rd. 

23. 

K. R. to K’s sq. 

2.3. 

K. 

R. to Q’s sq. 

24. 

P. to Q. R’s 4th. 

21. 

K. 

to his 3rd. 

25. 

P. to Q. R’s 5th.* 

25. 

Kl 

takes K. P. 

26. 

P. tiikes P. 

26. 

P. 

takes P. 

27. 

K. to Kt.’s sq. 

27. 

P. 

to Q. Kt.’s 4th. 

28. 

Kt. to Q. R’s 3rd. 

28. 

Kt 

;. to Q’s 7th (ch.) 

29. 

B. takes Kt. 

29. 

R. 

takes B. 



White surrenders. 

t 



Game III. — Between V. II. der Laza and Mr. H— ot the 
Berlin Chess C'lub. 

WHITE. (V. H. d. L.) BLACK. (Mr. H.) 


1. 

P. to K’s 4th. 

1. 

P. 

to K’b 4th. 

2. 

P. to K, B’s 4th. 

2. 

P. 

takes P. 

3. 

K. Kt. to B’s 3rd. 

3. 

P. 

to K. Kt.'s 4th. 

4. 

P. to K. R’s 4th. 

4. 

P. 

to K. Kt.’s 5th. 

5. 

Kt. to K’s 5th. 

5. 

B. 

to K’s 2nd. 

6. 

B. to Q. B’s 4th. 

6. 

B. 

takes P. (eh.) 

7. 

K. to B’s sq. 

7. 

K. 

Kt. to R’s .‘5rd. 

8. 

Kt. takes Kt. P. 

S. 

Kt 

takes Kt. 

9. 

Q. takes Kt. 

9. 

P. 

to Q’s 4th. 

10. 

Q. takes B. P. 

10. 

P. 

takes B. 

11. 

R. takes B. 

11. 

Q. 

B. to K’s 3rd. 

12. 

P. to Q. Kt.’s 3rd. 

12. 

Q. 

to her 5th. 

13. 

Q. Kt. to B’s 3rd. 

1.3. 

Q. 

Kt. to Q’s 2nd. 

14. 

B. to Q. Kt.'s 2nd. 

14. 

P. 

to K. B’s 3rd. 

15. 

Q. takes Q. B. P. 

15. 

K. 

R. to Kt.’s sq. 

16. 

R. to Q’s sq. 

16. 

P. 

takes P. 


* Mach better to have protected his K. P. 

T This game is much below the usoai standard of M. Kieseritzky's 
play. 
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17. 

Q. 

R. P. takes P. 

17. 

B. to K. Kt.’s 5th. 

18. 

Q. 

to K. Kt.'s 3rd. 

18. 

Kt. to K’s 4th. 

19. 

Kt 

. to Q. U’s 4th. 

19. 

Q. takes K. P. 

20. 

Q. 

R. to K's sq. 

20. 

B. to K’s 2nd 

21. 

K. 

to B’s 2nd, 

21. 

Q. to Cl’s 4tli. 

22. 

B. 

takes Kt. 

22. 

P. takes B. 

23. 

Q. 

to K. R's 2nd. 

23. 

Castles. 

24. 

R. 

takes B. 

24. 

P. to Q. Kt.'s 4th, 

25. 

Q. 

to K. R’b 3rd (ch.) 

25. 

K. to Kt.’s s/{. 

26, 

Kt 

. to Q. B’s 3rd. 

26. 

Q. R. eheeks. 

27. 

K. 

to Kt.’h sq. 

27. 

Q. to K. B’.. 2tid. 

28. 

Q. 

to K’s .^rd. 

2H. 

(4. R. to K*s sfj. 

29. 

Kt 

, takes P. 

29. 

R. to K. Kt.’s 3i\l 


White will''.. 


Game IV. — Between MM. Kieseritzky and Calrl, 


1. P. to K’s 4th. 

1. P. to K’h 4th, 

2. P. to K. B’s 4th. 

2. P. takes P. 

3. K. Kt. to B’s 3rd. 

3. P. to K. Kt.’s 4th. 

4. P. to K. ll’s 1th. 

1. P. to K. Kt.’s 5th 

5. Kt. to K’s 5th. 

5. P. to K. R’s 4th. 

6. K. B. to Q. B’s 4th. 

6. R. to K. R’s 2nd. 

7. P. to Q’s 4th. 

7. P. to Q’s 3rd. 

8. Kt. to Q’s 3rd. 

8. P. to K. B’s 6th. 

9. P. takes P. 

9. V to Q. B’s 3ra. 

10. K. Kt. to B’^. 4th. 

10. K. Kt. to K’s 2n(l, 

11. Q. Kt. to B’s 3rd. 

11. Q. Kt. to Q’s 2nh 

12. K. to B’s 2nd. 

12. R. to K. R’s bq 

13. Q. to her 3rd 

13. K. B. to Kt.’s 2:*.c., 

14. Q. B. to Q’s 2nd. 

14. K to B’s s(j. 

15. Q. R. to K's s(,. 

15. Q. to her Kt.’s 3rd. 

16. Q. B. to K’s 3rd. 

16. Q. to Q. H’s 2nd. 

17. K. B. to K’s 6th. 

17. P. to Q. Kt.’s 4il:. 

18. P. to Q. Kt.’s 1th. 

18. Q. Kt. to Ins 3id. 

19. K. B. to Q. Kt.’s 3rd. 

19. P. to Q. R’s ith. 

20. P. to Q. R’s 3rd. 

20. P. to Q. K’s 5rl». 

21. B. to Q. R’s 2nd. 

21. Q. B. to Kt.’s 20-. 

22. P. to K's 5th. 

22. P. to Q’s 4th. 

23. P. to K's 6th. 

23. Q. B. to his sq. 

24. Q. B. to his sq. 

24. Q. to her 3rd. 

25. P. takes P. 

25. K. takes P. 

26. Q. Kt. to K's 4th. 

26. Q. to her B's 

27. Q. Kt. to K. Kt.’s 5th (ch.) 

27. K. TO Kt.’s sq. 

28. R. takes Kt. 

28. Q. takes R. 

29. R. to K’s sq 

Q. to K. B’s 
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so. R. to K'8 8th (ch.) 

31. K. Kt. to Kt.^s 6th. 

32. Q. takes B.* 

33. Kt. to K^s 7th (ch.) 

34. Kt. takes Q. (ch.) 

35. R. to K*s 6th (ch.) 

36. B. to Q. Kt.’s sq. 

And 


30. B. to K. B's sq. 

31. Q. B. to K. B’8 4t!u 

32. Q. takes Q. 

33. K. to Kt.’s 2nd. 

34. K. to B*s 3rd. 

35. K. takes Kt. 


next move* 


Game V. — Between MM. Kicseritzky and Ehrm«i. 

(From the Chess-Player's Chronicle.) 

WHITE. (M. K.) BLACK. (M. E*) 


1. 

P. to K’s 4th. 

1. 

P. 

to K's 4th. 

2. 

P. to K. B’s 4th. 

2. 

P. 

takes P. 

3. 

K. Kt. to B’s 3rd. 

3. 

P. 

to K. Kt.’s 4th. 

4. 

P. to K. R’s 4tb. 

4. 

P. 

to K. Kt.’s 5th, 

5. 

Kt. to K’s 5th. 

5. 

P. 

to K. R’s 4th. 

6. 

K. B. to Q. B’s 4th. 

6. 

K. 

Kt. to K. R’s 3ri. 

7. 

P. to Q’s 4th. 

7. 

P. 

to Q’s 3rd. 

8. 

K. Kt. to Q’s 3rd. 

8. 

P. 

to K. B’s 6th. 

9. 

P. to K. Kt.’s 3rd. 

9. 

B. 

to K’s 3rd.t 

10. 

B. takes B. 

10. 

P. 

takes B. 

11. 

K. Kt. to K. B’s 4th. 

11. 

P. 

to K’s 4tk. 

12. 

Kt. takes K. R. P. 

12. 

Q. 

Kt. to B’s 3rd.t 

13. 

P. to Q’s 5th. 

13. 

Q. 

Kt. to Q’s 5th. 

14. 

Q. Kt. to B’s 3rd. 

14. 

K. 

Kt. to K. B’s 2ml. 

15. 

K. Kt. to K. B’s 4th. 

15. 

Q. 

to K. B’s 3rd.§ 

16. 

K. Kt. to Q’s 3rd. 

16. 

B. 

to K. R's 3rd. 

17. 

K. to his B’s 2nd. 

17. 

Castles on Q’s side. 

18. 

P. to Q. R’s 4th. 

18. 

K. 

to Kt.’s sq. 

19. 

P. to Q. Kt.’s 4th. 

19. 

K. 

R. to liis 2nd. 

20. 

Q. li. take.s B. 

20. 

K. 

Kt. takes B. 

21. 

Q. to her 2nd. 

21. 

Q. 

R. to K. R's sq. 

22. 

P. to Q. Kt.’s 5th. 

22. 

Q. 

Kt. to K’s 7th. 

23. 

P. to Q. R’s 5th. 

rs. 

K. 

Kt. to K. B’s 2nd. 

24. 

P. to Q. Kt.'s Gth. 

24. 

Q. 

B. P. takes P 

25. 

P. takes P. 

25. 

P. 

to Q. R’s 3rd. 


♦ The termination of this game is very beautifully played by M, Kieso^ 
pitzky. 

t He should have played 9. P. to Q's 4th. 

X Why not play King’s Knight to Bisnop’s 2nd, winning the adverea 
Knight > 

§ Black should have taken the Knight immediately, and then if the 
White Queen had taken his Knight in return, he would have won the 
King’s Knight’s Pawn, and have obtained an irresistible positioD. 
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26. Q. Kt. to his hth. 

27. Q. Kt. to Q. B's 7lh. 

28. K. Kt. to Q. Kt.'s 4th. 

29. Q. R. takes Q. R. P. 

30. Q. R. to Q. R’s 8th (ch.) 

31. Kt. to Q. B’s 6th. 

32. Q. to Ws 5th (eh.) 


26. Q. R. to Q. B’s sq.* 

27. K. Kt. to Q’s sq. 

28. (4. R. takes Kt. 

29. Q. R. to Q. B’s 5th. 

30. K. takes R. 

31. P. takes Kt. 

32. K. to Q,. Kt.’s sq. 


* Badly played. In this situation he might have forced the game by 
•wo distinct modes of play. 

In the first place : 

26. K. R. takes K. R. P. 

If White docs not take the Rook, Black checks with it at Rock'a Tth, 
md wills easily. Therefore, — 


WHITE. 

27. R. taK“‘ R., or (A.) 

28. P. takes R. 

29. K. to B’s sq. 


BLACK, 

27. R. takes R. 

28. Q. takes P. (ch.) 

29. P. to K. Kt.’s 6th. 
And wins. 


(A.) 


27. 

P. takes R. 


27. 

R. takes P. 

28. 

R. takes R. 


28. 

Q. takes R. (ch.) 

29. 

K. to his 3rd. 


29. 

Q. to K. Kt.’s 4th (oh.) 

30. 

Kt. to K. B’s 

4th. 

30. 

P. takes Kt. (ch.) 

31. 

K. to B’s 2nd 

(or Kt. mates 31. 

Q. to R’s 5th (ch.), fto. 


at K’s 4th.) 


If Wliite at his 28th move refuse to capture the second Rook, and 
moves his Rook away instead, Black may either advance his K. Kt. P. (ch.), 
or play R. to R’s 7th, checking, secure, in either case, of a won game. 


In the second place : 

26. K. Kt. to his 4th. 

27. Q. takes Kt., or (B.) 27. Q. takes Q. 

28. P. takes Q. 28. R. takes R. 

29. R. takes R. 29. R. takes R. 

30. Q. Kt. takes Q. P. (best) 30. R. to R’s 7th (ch.) 

31. K. to his 3rd (best) 31. Kt. to Q’s 5th. 

32. K. Kt. takes K. P. 32. Kt. takes Q. B. P. (ch.) 

And wins, because White must play his King to a square where he will be 

in check of the Queen whicli his opponent will make in two moves. 
Observe, however, that if Black advance his Bishoji’s Pawni before 
taking the Queen’s Bi^ho})’s Pawn, he will probably lose the game by 
White’s first checking with the King’s Knight at Q’s 7th, and then 
playing the other Knight to K’s Hth square. 

(B.) 

26. K. Kt. to his 4th. 

27. P. takes Kt. 27. R. to K. R’s 7th (oh.) 

28. R. takes R. (best) 28. R. takes R. ^ch.) 
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33. R. to Q. R^s sq. 

34. Q. to Q. R’s 8th (ch.) 

35. P. to Kt.’s 7th. 

3G. Q, P. takes P. (ch.) 
37. Q. takes Kt. (ch.) 


33. K. to Q. B’s sq. 

34. K. to Q’s 2nd. 

35. Q. R. takes Q. B. P. 

36. K. to his 2ud. 

37. K. takes Q. 


38. P. to Kt.'B 8th, becoming a Q. (ch.) 38. K. to his 2nd. 
59. R. to Q. R’s 7th (ch.) 39. K. to his 3rd. 

White mates in two moves. 


Game YI. — Between Mr. Cochrane and Capt. Evaitf 


waiTE. (Mr. C.) 

BLACK. (Cant. E.) 

t. 

P. to K’s 1th. 

1. 

P. 

to K’s 4th, 

2. 

P. to K. B’s 4th. 

2. 

P. 

takes P. 

3. 

K. Kt. to B’s 3rd. 

3. 

P. 

to K. Kt.’s 4th. 

4 . 

P. to K. It’s 4th. 

4. 

P. 

to K. Kt.'a 5th. 

5. 

Kt. to K’s 5th. 

5. 

P. 

to K. R’s 4th. 

6. 

K. B. to Q. B’b 4th. 

6. 

K. 

R. to his 2nd. 

7. 

Kt. takes K. B. P. 

7. 

R. 

takes Kt. 

S. 

B. takes R. (ch.) 

8. 

K. 

takes B. 

9. 

P. to Q’s 4th. 

9. 

B. 

to K. R’s 3rd.* 

10. 

B. takes P. 

10. 

B. 

takes B. 

11. 

Ca.stles, 

11. 

Q. 

takes K. R. ?. 

12. 

R. takes B. (ch.) 

12. 

K. 

Kt. to B’s 3rd. 

13. 

P. to K’.s 5th. 

13. 

P. 

to Q’s 4th. 

14. 

R. ttkes Kt. (ch. 

14. 

K. 

to Kt.’s 2nd. 

15. 

Q. to her 2nd. 

15. 

Q. 

Kt. to Q’s 2nd, 

1C. 

Q. to K. R’s Gth (ch.) 





And Black r«5igned. 


29. K. to his sq., or (C.) 
50. K. tdkc.s Kt. 


29. K. to Ins B’s sq. 

30. K. to his -.q., or (D.) 

31. Q. takes P. (best) 


29. P. to K. B’s 7th (ch.) 

30. P. to B’s 8th, becomes a Q. 

(double check), and mate* 
next move. 

29. Kt. takes P. fch.) 

30. P. to K. H’s 7th (ch.) 

31. R. to ll's 8th (ch.) 


(If the Knight takes Pawn, Black mates in two moves.) 


32. K. to Q’s 2nd. 32 Q. takes P. (ch.) 

33. K. to B’s 3rd. 33. Kt. takes K. P. (ch.) 

And wins. 


(D.) 

30. K. to Kt.’s sq. 30. R. takes Q. 

^Mnning; for if White take the Queen in return, he is mated on the 

move. 


♦ This i* the error which loses Black’s game. The correct move is 
9. P. to K. Gth. 
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Chapter VIII. 

THE KING’S BISHOP’S GAMBIT. 

The remarkable variety and power of attaek obtainable by 
the first player from movino^ the K. B. to Q. B's 4th sq., 
instead of brin^inp; out his K. Kt., at the 3rd move, seem 
hardly to have Ix'en appreciated, or rather discovered, by the 
earlier writers ; and although we find this ])arti(*ular gambit 
to have been in vogue as far back as the time of Loj)ez, and 
ti) have been a good deal cultivated both in France and 
England in the eighteenth centiuy, it is only of late years 
that its resourec's have been analysed and developed as they 
desen’C. CVnnpan* the following works, which touch upon 
this gambit — Lopez (1581), p. 110; Gianiitio (San-att’s 
ti’anslation, 1817), p. 48; Salvio (Ed. 1723), p. 99; Greco 
(Ed. 1784), p. 85; Gozio (Istvol.), p]). 67, 334, 312; (2nd 
vol.) pp. 268, 322, 363; Stamina (1745), p. 43; Berlin, 
p. 27 ; Bledow (1843), p. 31 ; L(‘wis (1844), pp. 411 — 444; 
Jaenisch (who givc's the most solid and complete analysis 
which has yet appeared), vol ii. pp. 163 — 212; Walker 
(1846), pp. 211 — 236; the German ‘‘Ilandbuch and the 
game's bi'twoen La Bourdonnais and Me Domiell, in the 
“ Cliess- Player's Chronicle.” 

GAME THE FIRST. 

WHITE. BLACK. 

*. P. to K's 4th. L P. to K's 4th. 

2. P. to K. B's 4th. 2. 1\ takes P. 

3. K. B. to Q. B's 4th. 3. Q. toK. R's5th(eh.) 

The check of the dueen is commended by Ponziani, as 
enabling Black to permanently protect his doubled Pawn. 
Instead of this move, however, he has a vane'ty to choose 
from, for he may jday 3. P. to K. Kt.'s 4th, 3. P. to K. B's 
4th, 3. P. to (i's 4th, 3. P. to Q. B's 3rd, and 3. P. to 
Q. Kt.’s 4th, each of which demands e.xammation. (See 
Games the First, Second, Third, and Fourth, in the next 
Chapter.) 

4. K. to B’s sq. 4. P. to K. Kt.’s 4tfj. 

ITiis is acknowledged to be Black’s best move ; for the residf 
of his adopting instead cf it 4 K. B. to Q. B's 4th, 4 K. Kt 
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to B’s 3rd, 4. Q. to K. B‘s 3rd, and 4. P. to Q’s 3rd, jonsuit 
Gkunes tho Fiftli, Sixth, and Seventh, in the following <^bni)- 
ter. From this point, accordinj^: to the best authorities, you 
have three different methods of continuing? the attack, viz., 
5, Q. Kt. to B's 3rd, 5. K. Kt. to B‘s 3rd, and 5. Q. to 
R. B's 3rd. The present game will exhibit the variations 
arising from the first, and the consequences of the latter two 
systems shall be shown in Games the Second and Third. 

5. Q. Kt. to B's 3rd. 5. K.B.toK.Kt.’s2nd. 

If Black at move 5. attempt to prevent the threatened 
advance of your Q. Kt. to Q*s 5th sq., by moving either 
5. K. Kt. to K's 2nd, or 5. P. to Q. B's 3rd, Major Jaenisch 
considers you will infallibly win the gambit l^iwn. The 
folloMung are his demonstrations. In the first place, — 

5. K. Kt. to K’s 2nd. 

6. Q. to K. B’s 3rd.* 6. Q. Kt. to B’s 3rd. 

(If he play 6. K. B. to Kt.’s 2nd, you should niovo 7. P. to K. Kt.^g 3ru 
and if C. K. Kt. to K. Kt.’s 3rd, play also 7. P. to K. Kt.’s 3rd.) 

7. P. to K. Kt.’s Srd. 7. U. to K. R’s 3rd. 

8. P. takes P, 8. P. takes P. 

9. P. to Q’s 3rd. 9. K. Kt. to Kt.’s 3rd. 

10. K. Kt.to K’s 2nd (best) 10. K. B. to Q’s 3rd. 

11. P. to Q's 4th. 11. P. to K. B's 3rd. 

12. Q. Kt. to Q’s bth. 12. K. R. to K. B’s sq. 

13. P. to Q. B’s 3rd. 

You will regain the Pawn. 

In the second place, — 

5. P. to Q. B’s 3rd 

6. Q. to K. B’s 3rd. 6. P. to Q’s 3rd. 

(If he play 6. K. Kt. to K’s 2nd, or K. B. to Kt.’s 2nd, you again ngplj 
with 7. P. to K. Kt.’s 3rd.) 

7. P. to K. Kt.’s 3rd. 7. Q. to K. Kt.’s 5th. 

8. P. to Q’s 3rd. 8. Q. takes Q. 

9. K. Kt. takes Q. 9. K. B. to K. R’s 3rd. 

10. Q. Kt. to K’s 2nd. 

And you win the Pawn. 

* You may now adopt the Tcry ingenious mode of carrying on 
attack which we owe to McDonnell, viz. : — 

6. P. to K. Kt.’8 3rd. 6. P. takes P. 

7. K. to Kt.’8 2nd. 7. Q. to K. R’s 3rd. 

Jaenisob recommends 7. Q. to K. B’s 3rd, instead of 7. K. to Kt.’s End.' 

8. F. ilkes P. 8. Q. to K. Kt.’s 3rd. 

Block has a slight advantage. 
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6. K. Kt. to B’s 3rd 6. Q. to K. Il’s 4tli. 

You may also play 6. P. to Q’s 4th. at least as advantage- 
ously. (For the result of that move, and of 6. P. to K Kt/fi 
3rd, see Variations 1. and II.) 

7. P. to K. R's 4th. 7. P. to K. R’s 3rd. 

It is not prudent for Black to play 7. P. to K. Kt.'s 5th, 

7. B. takes Q. Kt. 

8. P. to Q's 4th. 8. P. to Q’s 3rd. 

9. P. to K's 5th. 9. P. takes P. 

If you play 9. Q. Kt. to Q's 5th, he readies with 9. K. to 
Q's sq. 

10. Q. Kt. to Q’s 5th. 10. K. to Q’s sq. 

11. P. takes P. 11. B. to Q‘s 2nd. 

12. K. to his Kt.’s sq. 12. Q. to K. Kt.'s 3rd. 

If he move 12. P. to K. Kt.’s 5th, you take the doubled P. 
with Q. Kt., and then play B. to Q‘s Ord, winning. 

13. P. takes P. 13. P. takes P. 

14. R. takes R. 14. B. takes R. 

15. K. Kt. takes P. 15. Q. takes K. Kt. 

If, instead of this sacrifice, invented by Petroff, you play, as 
suggested by McDonnell, 15. (i. to K's sq., Black's answer 
should be K. B. to K. Kt.'s 2nd again. Should Black refuse 
to take the Kt., and play 15. K. B. takes P., you can take 
the doubled P. ^^ith Q. Ivt., and afterwards K. B. P. with 
K. Kt., having an immense atftick. 

16. Q, B. takes P. 16. Q. to K. Kt.’s 3rd 

(best) 

If he play 16. Q. to K. B’s 4tli, or 16. Q. to K. Kt.'s 5th, or 
16. Q, to K. Kt.’s 2nd, in each case you will have a good 
attack. In the first place, — 

16. Q. to K. B’s 4th. 

17. P. to K’s Cth. 17. P. takes P. 

18. Kt. takes Q. B. P. 18. Q. to her B’s 4th (ch.) 

19. K. to R's .sq. 19. Q. takes B. 

20. Q. to her Cth. 20. P. to K’s 4th. 

21. Kt. takes Q. R. 21. P. takes B. 

You may now play 22. R. to K’s sq., upon which he would move 22. B. 
to K. Kt.’s 2nd. you can then take Q. Kt. with Q., and the game is 
equal. 
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Itt tile second place, — 

10. Q. to K. Kt.’s 5tL. 

17. Q. takes Q. 17. B. takes Q. 

18. Kt. takes Q. B. P. 18. Q. Kt. to B’s 3rd. 

19. Kt. takes Q. R. 

You have tne better game. 

In the third place, — 

16. Q. to K. Kt.'s 2nd. 

17. Kt. takes Q. B. P. 17. K. takes Kt. 

(He may also play 17. Q. Kt. to B's 3rd, whereupon you should reCei' 
^ with 18. B. to K’s 0th.) 

18. P. to K’s 6th (dis. ch.) 18. K. to Q’s sq. 

19. P. takes K. B. P. 19. Kt. to K's 2nd. 

20. Q. to her 6th. 20. Q. to her 5th (ch.) 

21. K. to R’s 2nd. 

You ought to win. 

17. r. to K's 6th. 17. P. takes P. 

If you take the Q. B. P. instead of advancing this P., Black 
can check mth his (1. at her Kt.'s 3rd. 

18. Kt. takes Q. B. P. 18. P. to K's 4th, 

19. Kt. takes Q. R. .9. P. takes B. 

Instead of taking tlio Rook, you may now check with the 
Kt., and liave a ver}' fine game ; {e. g,) 

19. Kt. to K’s 0th Ml.) 19. K. to K’s 2nd (best) 

20. Q, B. to K’s .3rd. 20. P, to Q. Kt.’s 3rd (best) 

21. Kt. to Q. B’s 7th. 21. Kt. to K. B’s 3rd. 

22. Q. to Q’s 2nd 22. B. to Q. B’s 3rd. 

23. R. to Q’s sq. 

And you ought to win. 

20. B. takes K. Kt. 20. Q. takes B. 

21. Q. to her 6th. 21. Q. Kt. to R's 3rd. 

Jaenisch and the German “Ilandbuch” now suggest the 
following as probable moves : — 

22. R. to Q’s sq. 22. Q. to K. B’s 2nd. 

23. P. to Q. Kt.’s 4th. 23. Q. to K’s 2nd. 

24. Q. takes K. B. P. 24. Q. takes Q, Kt. P. 

25. Q. to K. B’s 7th. 25. Q. to K’s 2nd. 

26. Q. to K. Kt.’s 8th (ch.) 26. Q. to K’s sq. 

27. Q. to K. Kt.’s 5th (ch.) 27. K. to Q. B’s sq. 

And Black is getting into safe quarters. 
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Vaeiation I , 

Beginning at White's Qth movc^ 


BLACK. 



WHITE. 


WHllE. 

6. P, to Q's 4th. 

7. P. to K’s 5th. 

8. Q Kt. to Q's 5th. 

9. P. takes P. 

10. K. Kt. to B’s 3rd. 

11. Q. B. to Qs 2iid. 


BLACK 

6. P. to Q's 3rd. 

7. P. takes P. 

8. K. to Q’s sq. 

9. B. to Q's 2nd. 

10. Q. to K. 11 8 4-h 

11. K. Kt. to K's 2nd. 


The move of 11. Q. B, to Q’s 2nd is the sungcstion of Mr. 
Schulten, an amateur of New York, and is a singulail^ 
beautiful variation from the ordiiuii y mode of }>lay. If, in 
reply to it, Black move 11. P. to Q B's 3rd, 11. P. to K. R's 
3id, or 11. Q. Kt. to B's 3rd, you certainly appear to obtain 
an excelleiit g<ime. {e, g,) In the first place, — 

11. P. to Q. B’s 3rd. 

12. Q. B. to R’s 5th (eh.) 12. P. to Q. Kt.’s 3rd. 

13. B, to Q. B’b 3rd. 13. Q. to K. Kt.’s 3rd. 

14. Q. Kt. to hl^ 4th. 14. P. to K. Kt.'s 5th. 

15. K. Kt. to Q’b 4th. 15. P. to Q. R's 4th. 

IG. K. B. to Q’s 3rd. 1C. Q. to K. R’s 4th. 

17. Q. Kt. takes P. (ch.) 

You liave the better game, 

fa the second place, — 

11. P. to K. 3v-vl. 

12. K. R. to R*a 


12. B. to Q, B’s 3rd. 


T 
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Jit fii thif after-move of 12. B. to Q. B’s 3rd, which gives such weight to 
the preliminary play of 11. B. to Q’s 2nd.) 

13. Kt. takes Q. B. P. 13. K. takes Kt. 

14. Q. to her 6th (ch.) 14. K. to Q. B’s £q. 

15. P. to K*s 6th. 15. P. takes P. 

16. Q. B. takes K. B. 16. R. takes B. 

17. Q. to K. Wb 8th (ch.) 

You win at least the exchange. 

Thirdly, — 

11. Q. Kt. to B's 3rd. 

12. Q. B. to his 3rd. 12. K. Kt. to K’s 2nd. 

13. K?. takes Kt. 13. Kt. takes Kt. 

14. P. to K’s 6th. 14. P. takes P. 

15. K. B. takes P. 

And wins. 

12. Q. B. to his 3rd. 12. K. R. to K’s sq. 

If be play 12. Q. to K. Kt.’s 3rd, the following moves ajo 
probable, — 

12. a to K. Kt.'s 3rd. 

13. Kt. takes Kt. 13. K. takes Kt. 

14. Q. to her 5th. 

You ought at least to regain the P, sacrinced. 

13. Kt. takes Kt. 13. li. takes Kt 

14. Q. to her 5th. 

The game is about equal. 

Variation II., 

Beginning at White s &th move , — (See the preceding diagram.) 

WIIIIK. BLACK. 

6. P. to K. Kt.'s 3rd. 6. P. tiikes P. 

This variation is one of the many felicitous inventions oi 
McDonnell. It is hazardou.s, but without the utmost exacti 
tude in the defence, it gives you an overpowering attack on 
the King's side. 

If, instead of taking the P., Black retire his Q. to R’s 3rd, 
you take P. with P., and if he then take P. with P., you may 
play Q. Kt. to Q's 5th, and afterwjirds P. to (i's 4th. 

7. K. to Kt.’s 2nd. 7. Q. to K. R’s 3rd. 

Jaenisch plays 7. P. to Q’s 3rd, in place of retiring the Q., 
aud then pursues the game thus, — 

7. P. to Q^s 3rd. 

8. Q. to K. Kt *t 5th. 


8. K. R. P. takes P. 
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d. Q. to K. B’s sq. 

10. K. Kt. to B's 3rd. 

11. Q. to K. B’s 2nd. 

12. P. to Q’s 4th. 

13. Q. B. to Q’s 2nd. 

Black has 


9. Q. to Q’s 2nd. 

10. P. to K. R’s 3rd. 

11. P. to Q. B’s 3rd. 

12. Q. to Q. B's 2nd. 

13. Q. B. to K’s 3rd. 
better game. 


8. P. takes P. 8. Q. to K. Kt.’s 3rd. 

Pie has the advantage. 

If at move 7. Black take the Q. Kt., you should play 8. K. Kt. 
to B’s 3rd; if he then retreat his Q. to Kt.’s 5th, you may 
take K. B. P. with B. (ch.), threatening the after-check with 
your Kt. If he retire the Queen to Q. B’s 4th or Brd. you 
take P. with P., and afterwards take his K. B. 


GAME THE SECOND. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B's 4th. 

3. B. to Q. B's 4th. 

4. K. to B’s sq. 

5. K. Kt. to B's 3rd. 


BLACK. 

1. P. to K's 4th. 

2. P. takes P. 

3. Q. checks. 

4. P. to K. Kt.’s 4th. 

5. Q. to K. B’s 4th. 


This method of continuing the attack is not considered quite 
so strong as developing your game on the Q’s side before 
removing his Queen from her present inactive position, but 
it leads to many admirable combinations, and, as Major 
Jaenisch remarks, its resources are far from exhausted. 

If Black now move his Q. to K. Kt.’s 5th, you take the 
K. B. P. with B. (ch.), and if he retire her toK. B's 3rd, you 
play 6. Kt. to K's 5ih. 

6. P. to K. B’s 4th. 6. K.B.toK.Kt.’s2nd. 


Your present move is considered stronger than 6. P. to (ps 
4th, to which Black’s best reply would be also 6. B. to K. Kt.'s 
2nd. If Black, instead of the move in the text, attack your 
Kt. with P., you should retreat him to K's sq., and then you 
must win the gambit Pawn. 

7. P. to Q’s 4th. 7. P. to K. B’s 3rd. 

If now at move 7. you play Q. Kt. to B’s 3rd, and Black, as 
his best, move 7. P. to K. B's 3rd, we have the exact position 
which occurs in Game the P’irst, w'hich see. But you may 

T 2 
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also play 7, K. to Kt.'s sq., 7. K. R. to his 2n(l, or 7 K B. it 
K*s 2nd, as in Variations I., II., and III. 

Black may also play 7. P. to Ci’s 3rd, although it is hardly 
60 good as the above. Let us suppose, — 

7. P. to Q^s 3rd. 

8. K. R. to his 2nd. 8. Q. 15. to K. Kt,’s 5th 

9. K. to K*. s sq. 9. P. t<ikes R. P. 

10. Q. B. takes P. 10. P. to K. R^s 6th. 

11. P. to Q. B's 3rd. 11. a to K. Kt.'s 3rd. 

12. P. tq^K. Kt.^s .Ird. 12. P. to K. R’s 4th. 

If he play 12. K. Kt. to K^s 2nd, you answer with 8. Q. Kt. to Q’s 2iv5| 
and presently gain the P. at K. R’s 6th.) 

13. K. R. to K. B’s 2nd. 13. P. to K. R’s 5th. 

14. K. to ll’s 2nd. 14. P. takes P. (ch.l 

15. Q. B. takes P. 

The game is even. 

8. P. to K*s 5th. 8. K. Kt. to K's 2nd. 

9. Q. Kt. to B\s ord. 9. K. Kt. to B's 4th. 

If you play 9. Q. to K’s sq., or 9. K. B. to Q\s 3rd, or 9. K 
Kt.’s sq., Black will have an improved game. P'or example 
the first case, — 

9. Q. to K’.s sq. 9. K. Kt. to IVs 4th. 

10. K. to Kt.’s sq. 10. P. to K, Kt.’s 5th, &c, 

Beoondly. — 

9. K. B. to Q's 3rd. 9. P. to Q’s 3rd. 

10. K. P. tdke> P, 10. Q. 15. P. takes P. 

11. P. to Q. I5’s 3rd. 11. Cl. Kt. to B’s 3rd. 

12. K, to Kt.’s sq. 12. Q. to K. Kt.’s 5th. 

13. Q. Kt. to Q’s 2nd. 13. Q. 15. to K. B’s 4th. 

Black has the better game. 

Finally, — 

9. K. to Kt.’s sq. 9. Q. to K. Kt.’s 3rd. 

10. K. B. to Q’s 3rd. 10. Q. to her Kt.’s 3rd, &c. 

Or you may play, — 

10. Q. Kt. to Q. B’s 3rd, 10. P. to Q’s 3rd. 

11. K. P. takes P. 11. Q. B. P. takes P. 

12. Q. Kt. to Q. Kt.’8 5th. 12. K. to Q’s sq. 

He preserves the gambit Pawn. 

10. Q. Kt. to K’s 4th, 10. P. to Q’s 3rd. 

If instead, you play 10. K. to his Kt.’s sq., he moves 10. Kt 
to K. Kt.’s 6th, and proceeds as follows, — 

10. K. to Kt.’s sq. 10. Kt. to his 6th. 

11. K. R. to his 2nd. 11. Q. to K. Kt.’8 3rd. 

12. K B. to Q’s 3H. 12. Q. to her Kt.’s Srd, &c. 
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11. K P. takes P. 11. Q. B. P. takes P. 

12 . Q. to K’s 2iid. 12. K. to Q’s sq. 

13 P. to Q. IVs 3rd. 13. K. R. to K’s sq. 

If you move 13. Q. to her 3rd, he plays 13. R. to K’s sq., 
and on your retiring the K. to Kt.'s sq., advances P. tc 
K. Kt.'s 5th. 

14. K. to Kt.’s sq. 14. P. to K. Kt.’s 5th. 

15. K. Kt. to Q‘8 2nd. 15. P. to K. B's 6th. 

If at move 15. you retreat the Kt. to K. R’s 2nd, he plays 
P. to IVs Gth. and if you retire him to K's sq., he may then 
move P. to Q's 4th, in eitlier case having a great advantage. 

16. Q. to her 3rd. 16. P. takes K. Kt. P. 

17. K. takes P. 17. P. to Q's 4th. 

18. K. B. takes P. 18. Kt. takes K. R ? 

(eh.) 

And lie has the better game. 

Vakiahon I., 

Beamnimj at lVhl{('}^ 1th move. 


le * < V 



WHITF. 


7 . K. to Kt.’s sq. 7. B. to Q's 5th (ch.) 

Black’s present move, and the accompanying variations, occur 
in a little pamplilet by Signor Dubois, lately published at 
Rome. Instead of checking with the B. he may play 7. P. 
to K, Kt.’s 6th, compelling you to move 7. Kt. to Kt.’s Sth, 
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or endure the dangerous chock at Q. B*s 4th, and then he 
may play 8. K. Kt. to R's 3rd, with a fine attack in prepara- 
tion. 

8. K. to R's 2nd. 8. P. to K. Kt.’s 5th. 

If you move 8. K. to B’s sq., he plays 8. P. to Q's 3rd. 

9. Kt. takes B. 9. P. to Kt.‘s 6th (ch.) 

10. K. to R’s 3rd. 10. P. to Q’s 4th (dis. di.) 

11. Kt. to K. B's 5th. 11. Q. takes Q. 

12. R. takes Q. 12. Kt. to K. R’s 3rd. 

13. P. to K. R's 5th. 13. P. takes K. P. 

If at move 13. you play B. to Q's 3rd or K’s 2nd, he takes 
K. P. with P., and wins easily. You may, however, play 
13. Q. Kt. to B's 3rd, and the game proceed thus : — 

13. Q. Kt. to B's 3rd. 13. P. takes K. P. 

14. P. to K. R's 5th. 14. R. to K. Kt.’s sq. 

15. Q. Kt. to Q’s 5th. 15. B. takes K. Kt. (ch.) 

16. K. to R's 4th. 16. K. to Q's sq. 

17. Kt. to K. B’s 6th. 17. K. R. to K. Kt’s 2nd. 

18. P. to Q’s 4th. 

Black may now retire his B. to Q. B's sq., checking afterwards with his 
Kt. at K. B's 4th. In the little work j\ist mentioned, the variation is 
carried on several moves farther, Black being made to play 18. P. to 
K’s 6th, which appears an unnecessary prolongation of the contest. 

14. K. to R’s 4th. 14. Kt. takes Kt. (ch.) 

15. K. to Kt.’s 5th. 15. P. to K. B's 6th. 

IG. K. to B's 4th. 16. P. to K. B’s 7th 

Black wins. 

Variation IL, 

Beginning at White s 1th move, 

(Arrange the men as in the diagram.) 

7. K. R. to his 2nd. 7. P. to K. Kt.’s 5tL 

This move of the Rook was thought the best by PonzianL 

8. K. Kt. to Kt.’s 5th. 8. K. Kt. to R’s 3rd. 

At move 8. you may play K. Kt. to K’s sq., as in the frllow- 
iug, given by Petroff : — 

8. K. Kt. to K’s sq. 

9. Q to K's 2nd. 


8. Q. to her B’s 4th. 

9. K. Kt. to B'i 3rd. 
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10. P. to Q’8 3rd. 

11. Q. B. takes P. 

12. Q. takes P. 

13. Q. takes Kt. 

14. K. B. takes P. (cli.) 

15. Q. takes Q. (ch.) 


And wins. 


10. K. Kt. to R’s 4tli. 

11. Kt. takes B. 

12. Q. to K. R's 4th. 

13. K. B. to K’s 4th. 

14. Q. takes B. 

15. K. takes Q. 


9. P. to Q*8 4th, 


9. P. to Q’s 4th. 


If inolead of so playing. Black attack your Kt. with P. to 
K. B's 3rd, you must not retreat the Kt., but take the dou- 
bled P. with Q, B., and if then he take your Kt., you winliLs 
by K. R. P. tJikes P., &c. He may, however, at mo^e 9. 
play P. to K. Kt.’s 6th, in which case the following variation 
1C probable : — 


10. K. B. takes B. P. (ch.) 

11. Q. takes Q. 

12. Q. takes Kt. (ch.) 

13. Q. takes K. B. 

14. K. to B’s 2n(l. 

15. K. to his 2nd. 

16. K. to Q’s 3rd. 

17. Q. to B's 4th. 


9. P. to K. Kt.'s 6th. 

10. Kt. takes B. 

11. P. takes R. 

12. K. to Q’s sq. 

13. P. toR’sSth, becoming a Q.(c!i.) 

14. Q. takes K. R. P. (ch.) 

15. Q. to K. Kt.'s 5th (ch.) 

16. Q. to K. Kt.'s 6th (ch.) 


You have the advantage. 


10. K. B. takes Q. P. (best) 10. P. to K. Kt.’s 6th, 

11. B. takes K. B. P. (eh.) 11. Q. tikes B. 

If he take the B. with his Kt., wc have a similar position to 
that last examined. 

12. Kt. takes Q. 12. Q. B. to K. Kt.'s 5th. 


If he take the R., you simply move K. to B’s 2nd, and must 
win. 

13. Q. to K's sq. 13. P. tikes R. 

14. K. to B’s 2nd. 14. K.B. takes Q.P.(ch ) 

And Black wins. 


Variation III., 

Beginning also at IVhMs 1th move, 

(Again refer to the diagram.) 

white. black. 

7. B. to K’s 2nd. 7. P. to K. Kt.'s 5th. 

». Kt to K s 8q. 8. K. Kt to B'a 3rd. 
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If at move 8. you play the Kt. to R’s 2n(l, he may aJvanoo 
the gambit P., and then take K. li. P. with his Q. 

9. Q. Kt. to B’s 3rd. 9. Q. to K. Kt.’s 3rd. 

You may likewise move 9. P. to K*s 5th, but without itii 
proviug your game ; for suppose, — 

9. P. to K’s 5th. 9. Kt. to K's 5th. 

10. K. B. takes P. 10. Kt. to hia 6th (ch.) 

11. K. to Kt.^s sq. 11. Q. takes K. P. 

12. R. to R's 3rd. 12. P. to K. R's 4th, 

. 13. B. to K. B’s 3rd. 13. P. to Q’s 4th. 

Black has a capital game. 

lU. P. to Q’s 3rd. 10. Kt. to K. R*s 4th. 

11. Kt. to Q’s 5th. 11. Kt. to Kt.’s 6th (ch.) 

12. K. to Kt.’s sq. 12. K. B. checks. 

13. K. to R’s 2nd. 13. Kt. takes B. 

He ought to win. 


GAME THE THIRD. 


BLACK. 


1. 

P. to 

K's 4th. 

1. 

P. to K’s 4th. 


2. 

P. to 

K. B’s 4th. 

2. 

P. takes P. 


3. 

B. to 

Q. B’s 4th. 

3. 

Q. to K. R’s 5th (ch.) 

4. 

K. to 

B’s sq. 

4. 

P. to K. Kt.’s 

4th. 

5. 

Q. to 

K. B s 3r(J. 

5. 

Q. Kt. to B’s 

3rd. 

Q. 

to K. 

B's 3rd, we 

owe to Cozio, 

>vho first introduced 


this move of the Q. into the variations of the Bishop’s Gambit. 
In answer to it Black may move 5. P. to Q’s 3rd, or 5, Kt. to 
K. R’s 3rd. (See the Variation.) If lie })lay 5. K. Kt. to 
B’s 3rd, or 5. K. B. to Q. B‘s 4th, the result will be an even 
game. {e. g.) In tlie first case, — 

5. K. Kt. to B’s 3rd. 

6. P. to K. Kt.’s 3rd. 6. Q. to K. R’s 4th. 

7. P. takes P. 7. Q. takes Q. 

8. Kt. takes Q. 8. Kt. takes K. P. 

9. P. takes P. 

The game is even. 


Secondly, — 


6. P. 

7. P. 


to K. Kt.'s 3rd. 
to K. R’s 4th. 


5. K. B. to Q. fi’s 4th. 

6. Q. to K. R's 3rd. 

7. B. takes Kt. 


8. R. takes B. 


Equal game. 
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6. V. to K. Kt.'s 3rd. 6. Q. to K. K s 3rd. 

7. P. takes P. 7. P. tak('8 P. 

If he play here 7. Kt. to ft’s 5th, you gain the advantage; for 
example, — 


7. Kt. to Qt’s r^th. 

8. Q. to her 3rd. 3. K. B. to Q. B's 4th. 

9. P. to Q. B’s 3rd. 9. Q. Kt. to K’s 3rd. 

10. P. to K. B’s 5th. 10. a Kt. to K. B’s 5tk. 

11. Q, to K. B’s 3rd. 

Y our game is the better. 

8 P. to Q's 3r<l. 8. Q. Kt. to Q’s 6th. 

9. Q. to K. B's 2nfl. 9- K. B. to Q. B’s 4th. 

If instead of moving the Q. thus, you play her, as Cozio ad- 
vises, to her own sq.. Black rejdies with 9. P. to Q’s 4th, and 
has a fine attack. 

10. Q. B. takes P. 10. Q. Kt. takes Q. B. P. 

Lewis .suggests 10. P. to Q. B s 37*d, instead of 10. Q. B. 
lakes P., pursuing the game as follows 


10. P. to a B’s 3rd. 10. Kt. to Q. Kt.’s Cth. 

11. P. to Q’s 4th. 11. B. takes P., or (A.) 

12. P. takes B. 12. Kt. takes Q. R. 

13. Q. B. t^lke^ P. 13. Q. to her B's 3rd. 

14. Q. Kt. to Q's 2nd. 14. Q. Kt. to B’s 7th. 

15. K, Kt. to B’s 3r(l. 15. P. to Q’s 3rd. 

16. K. Kt. to his 5th. 

And Mr. Lewis prefers your game. 

(A.) 

1 1 . Kt. takes Q. R. 


12. P. takes B. 12. P. to Q’s 3rd. 

13. Q. B. takes P. 13. Q. to K. Kt.'s 3rd. 

1 1. P. tikes Q. P. 1 L P- takes P. 

15. Q. Kt. to Q’s 2nd. 15. Q. B. to K’s 3rd. 

16. K. Kt. to B’s 3rd. 

You have the better game. 

11. B. takes Q. H- B- takes Q. 

12. Q. B. to K. Kt.’8 7th. 12. K. B. to Qs 5tb. 

Black maintains his Pawn. 

Variation, 

JBe^inning at Blades bth move. 

WHITE. 

P. to K’s 4th. P P- to K 8 4th 

2. P. to K. B’s 4th. 2. P. takes P. 


BLACK. 

1. P. to K's 4th 

2. P. takes P. 
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8 B. to Q. B’s 4th. 

4. K. to B's sq. 

5. Q. to K, B's 3rd. 


3. Q. checks. 

4. P. to K. Kt.’s 4tlL 

5. P. to Q's 3rd. 


He has also the choice of 5 
following : — 


K. Kt. to R’s 3rd, as in thi< 


5. K. Kt. to R’s 3rd. 

6. P. takes P. 

7. Q. to K. Kt-'s 5tli. 

8. K. to his 2nd. 

9. Q, takes Q. (ch.> 


6. P. to K. Kt.»s 3rd. 

7. P. takes P. 

8. K. B. takes P. (cb.) 

9. B. to K. H's 5th. 

10. Kt. takes Q. 

You have the advantage. 


6. P. to K. Kt.’s 3rd. 6. Q. to K. Kt.’s 5th. 

(You may also play 6. Q. to Q. B’s 3rd.) 

7. P. to Q’s 4th. 7. Q. takes Q. 

8. Kt. takes Q. 8. K. B. to K. R’s 3rd. 

If he play 8. P. to K. Kt.'s 5th, you can move 9. K. Kt. ta 
his 5th ; and if ho play 8. P. takes P., you may take K.Kt. P. 
with Kt. 


9. P. takes P. 

10. Q. Kt, to B's 3rd. 

11. K. to B’s 2nd. 

12. Q. Kt. to K’s 2nd, 

13. K. Kt. to K's sq. 

Followed by 14. K. Kt. to Q’l 
good situation. 


9. P. takes P. 

10. Q. B. checks, 

11. K. Kt. to K’s 2nd. 

12. K. Kt. to his 3rd, 


3rd, winning the P., with a 


Chapteb IX. 

In the previous Cliapter we have followed out, at some 
ien^h, the most prominent variations w^hich occur when 
boto the attack and defence in this opening are conducted 
upon the principles recommended by the best authorities, and 
the result wovdd seem to prove that against every 8y^tem 
of attack in the King’s Bishop’s Gambit at present known, 
the defence, though difficult and complex in the extreme, is 
satisfactory. 

It yet remains for us to consider what are the probable 
deviations from the several standard methods of defence, and 
in what manner these should be turned to advantage by the 
opening plaj^er. 
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GAME THE FIRST. 


WHITE. 

1 P. to K's 4th. 

2. P. to K. B’s 4th. 

3. B. to Q. B’s 4th. 


BLACK. 

1. P. to K's 4th. 

2. P. takes P. 

3. P. to K. Kt.’8 4tL. 


Tliis mode of defence, though the best in the other gambits 
of tlie King’s side, is objectionable in the Bishop’s Gambit. 


4. P. to K. Ks 4th. 4. B. to K. Kt.’s 2nd. 


If he move 4, P. to K. B’s 3rd, you mate him in five moves. 
If he play 4. P. takes P., then — 

5. Q. to K. R’s 5th. 5. Q. to K’s 2nd. 

G. P. to Q’s 3rd. 

And you win his two advanced Pawns. 

So also, if he move 4. K. B. to R’s 3rd, you answer with 5. Q. to K. R*s 
5th, and presently win the gambit P. ; and finally, if he jday 4. P. to 
K, R’s 4th, the following moves will show you likewise gain the gambit 

P. 


4. P. to K. R’s 4th. 

5. P. takes Kt. P. 5. Q. takes P. 

6. K. Kt. to B’s 3r(L 6. Q. to K. Kt.’s 6th (ch.) 

7. K. to B’s sq. 7. P. to Q’s 3rd. 

8. Q. Kt. to B’s 3rd. 8. K. Kt. to B’s 3rd. 

9. Q. Kt. to K's 2nd, &c., &c. 

Showing, as Major Jaenisch remarks, that whatever move he make, 
unless he checks with his Q. at the» Srd move, you win the gambit P. 


5. 

P. to U’s 4th. 

5. 

P. 

to K. R’s 

3rd. 

6. 

P. takes P. 

6. 

P. 

takes P. 


7. 

R. takes R. 

7. 

B. 

takes R. 


8 . 

Q. to K. R’s 5th. 

8. 

a. 

to K. B’s 

Srd. 

9. 

P. to K’s 5th. 

9. 

Q. 

to K. Kt. 

‘s 2nd. 

10. 

K. Kt. to K. R’s Srd. 






You have the better game. 


GAME THE SECOND. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 
8. B. to a B’s 4th. 


BLACK. 

1. P. to K’s 4th 

2. P. takes P. 

3. P. to K. B's 4th. 


This was the favourite defence in former times. It is found 
in Salvio, and has been sanctioned by Philidor, Eroole del 
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Rio and other leading writers of the last centiiry. Both 
Jaenisch and V. II. der Laza too appear to believe it may be 
adopted with ])ci*fect safety. 

4. Q. to K‘s 2nd. 4. Q,. checks. 

If you play 4. B. takes Kt. or 4. P. takes P., he checks with 
his Q. at K. R's 5th. You may, however, play 4. Q. Kt. to 
B’s 3rd, as in the variation. 

5. K. to Q’s sq. (best) 5. P. takes K. P. 

6. Q. takes P. (eh.) 6. B. to K's 2nd. 

7. P. to Q s ‘Ith. 7. K. Kt. to B’s 3rd. 

8. Q. takes K. B. P. 8. Q. takes Q. 

Even game. 

These arc the moves adopted by the chief authorities. White 
would appear, however, to have a bettor game by taking otf 
the K. Kt. at his 7th move, then playing Kt. to K. B's 3rd, 
followed by Q. Kt. to B's 3rd, and K. K. to K's sq. 

Vabiatton, 

Bcgmmng at White s \th more^ 

4. Q. Kt. to B's 3rd. 4. Q. to K. ll's 5th (ch.) 

5. K. to B's sq. 5. K.Kt. toB's3rd,or(A.) 

Modem chess-witei's are not agreed upon the best move for 
Black at this point. Mr. Lewis advocates that in the 
text, which he conceives to establish the opening in W'hite’e 
favour, while Major Jaenisch and the Gennan “ Ilandbuch'’ 
consider Black's proper play, and that \^hich gives him an 
advantage in the game, to be 5. P. takes P. 1 present the 
leading variations on each of these moves, tliat you may 
judge between them. 

6. K. Kt. to B’s 3rd. 6. Q. to K. R's 4th. 

7. P. to K's 5tli. 7. K. Kt. to K’s 5th. 

If K. Kt. to his 5th, then — 

7. K. Kt. to his 5th. 

8. P Q's 4th. 8. K. Kt. to K's 6th (ch.) 

9. B. takes Kt. 9. P. takes Q. B. 

10. Kt. to Q's 5th. 10. K. to Q’s sq. 

11. U. Kt. takes K. P. 

And you have a sufficient game. 

8. Q. Kt. to Q’s 5th. 8. K. Kt. to his 6th (ch.) 

If he play 8. K. to Q’s sq., you take the gambit P. with Kt. 
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9. K. to K. Kt.'s sq. 

10. Kt. tcikos (i. H. P. (ch.) 

11. Q. Kt. takes Q. 11. 

12. takes K. Kt. 

13. r. to Q's 4th. 

14. Q. B. to K. B’s 4th. 

15. Kt. to K. Kt.'s 5th. 

16. Kt. to K. B’s 7th (ch.) 

1 7. Q. to her 3rd. 

18. K. Kt. to Q’s 6th (ch.) 

19. Q. 11. to K. B*k sq. 

And you will checkmat 
(A.) 


9. K. Kt. takes R. 

10. K. to Q‘s s(j. 

11. K. Kt. to his 6th. 

12. P. takes P. 

13. K. B. to K’s 2nd. 

14. U. to K. Kt.’s 5th. 

15. (1. take s a B. 

16. K to his sq. 

17. K. B. to Q s sq. 

18. K. to B‘s sq. 

i in a fi‘w moves. 

5. P. takes K. P. 


This is the move recommended by Jaenisch in preference io 
Mr. Lewis’s ])lay of 5. K. Kt. to B’s 3rd. 

6. Q. Kt. takes V. (>. V. to Q. B’s 3rd. 

7. Q. to K s 2nd. 7. K. to U’s sq. 

8. K. Kt. to K. B’s 3rd. 8. Q. to K‘s 2nd. 


Tf he j)lay 8. Q. to K. R‘s 4th, you re])lv witli Q. Kt. to 
K Kt.’s 5th; and if then he play 8. P. to U’s 4th, you move 
9 K. Kt. to K's 5th. 


9. Q. Kt. to K. Kt.’s 5t]i. 

10. B. takes Q. 

11. K. Kt. to K’s 5th, 

12. K. Kt. to K. B's 7th. 

13. Kt. take s B. 

14. B. to K. K's 5th (ch.) 

15. Kt. to K. B’s 7th. 

16. Kt. takes R. 

17. Kt. to Kt.’s 6lli ((4i,) 

18. Kt. to K. R's 4th. 

19. Kt. to K. B's 3rd. 


9. Q. take's Q. (ch.) 

10. K. te) his sq. 

11. K. B. to K's 2nd. 

12. B. tak(‘s Q. Kt. 

13. P. to K. R’s 3rd. 

1 1. K. to K's 2nd. 

15. K. Kt. to B's 3rd. 

16. Kt. takes B. 

17. K. to B's 3rd. 

18. P. to K. Kt.'s 4th. 


Ye)u have the better ^ame. 

The two last variations are from Lewis's Treatise (1844). 


GAME THE THIRD. 


WHITE. 

*. P. to K's 4th. 

2. P. to K. B’s 4th. 

3. B. to Q. B’s 4th. 


BLACK. 

1. P. to K’s 4th, 

2. P. tfikes P. 

3. P. to Q’s 4th. 
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This defence, although perhaps not critically sound, is pre- 
ferable, I think, to either of the two last examined. 

4. B. takes P. 4. K. Kt. to B’s 3rd. 

If you take P. with P., instead of "iidth the B., you mask the 
attack of your B., and enable him more speedily to develope 
his forces. 

5. Q. to K’s 2nd. 5. Kt. takes B. 

The “Handbuch” gives this as your best move; 5. Q. to 
B’s 3rd appears to be inferior, from her occupying the sq. 
your Kt. is wanted on. You may, however, instead of moving 
the Q., play 5. Q. Kt. to B’s 3rd, for which see the varia- 
tion. 

In place of taking the B., Black may move 5. P. to Q. B’s 
3rd, but you then have an immediate advantage. 

6. P. takes Kt. (dis. ch.) 6. B. to K’s 2nd. 

7. Q. to K. B's 3rd. 7. B.toK.R’8 5th(ch.) 

As the “Ilandbuch” observes, you may also play 7. P. to 
Q’s 3rd, but in that case, I think, Black would get the better 
game by castling, and tlireatening, at his next move, to play 
R. to K's sq. if you took his P., or B. to K. R’s 5th if you 
attempted either to sustain your doubled P. or brought out 
your K. Kt. 

8. P. to K. Kt.’s 3rd. 8. P. takes P. 

9. P. takes P. 9. B. to K. Kt.’s 4tL 

10. Q. Kt. to B’s 3rd. 

Even game. 

These are the moves wliich the “ Handbuch” gives, but the 
defence has to be thoroughly analysed. At move 8. 
Black, instead of taking the K. Kt. P., and thus opening your 
R’s file, may cn^iitle, and then, perhaps, your best move would 
be 9. K. Kt. to K’s 2nd, but if you took either his B. or P., he 
would win the game, I think. For example; in the first 
place, — 

8. Caslres. 

9. P. takes B, 9. Q. takes P. (ch.) 

10. d. to B’s 2nd. 10. R. to K’s sq. (ch.) 

(If at move 10. you play K. to B’s sq., he answers with R. to K’s sq., 
and you must lose ; for if you then play 11. Kt. to K’s 2nd, he attacks 
your QL with his B., and if 11. Q. to B’s 2nd, he checks with the 
B. at K. R’s Cth, then, when you have taken his B., he takes the Kt« 
afterwards pushing the P. to B's 6th, &c.; 
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11. Kt. to K’s 2nd. 11. Q. to K. R s 4th. 

Cl/, instead of intcrpositig the Kt., you move your King to B^s sq., he 
checks with the B., &c., as above described.) 

12. Q. Kt. to B’s 3rd. 12. P. to B's 6th. 

And he must wdu 

In the second ])lace, — 

8. Castles. 

9. Q. takes P. 9. Q. takes P. 

10. Kt. to K. B’s 3rd. 10. K. B. to K. Kt.'s 4th. 

(If you play 10. Q. to B’s 3rd, he may check with his R., and will have 
an irresistible attack.) 

11. Q. Kt. to B’s 3rd. 11. Q. to her B’s 3rd. 

And wins. 


I can see no better move for you than this of the Q. Kt. If you take 
the B., either with your Kt. or Q., you must infallibly lose the game in 
a few moves, and if you play 11. P. to Q. B’s 4th, he retires his Q., as 
in the text. 

You must not regard these deviations from the accepted series of movee 
as correct analyses ; they are merely given to show that there is much 
latent resource in the present system of defence, and to pique the attention 
of other writers to it, who have more time and space tlian are atforded me 
in the present work. 

Variation, 


Beginning at Whitens ^th move. 


WHITE. 

1. P. to K’s 4tli. 

2. P. to K. D’s 4th. 

3. I>. to Q. B’s 4th, 

4. B. takes 

6. (i. Kt to B's 3rd. 
6. K. Kt. to K's 2nd. 


BLACK. 

1. P. to K's 4th. 

2. P. takes P. 

3. P. to (i’s 4th. 

4. K. Kt. to B's 3rd. 

5. K. B.toQ.Kt.’83th. 

6. B. takes Q. Kt. 


Perhaps your best inove is 6. K. Kt. to B's 3rd, instead of to 
K’s 2nd. The “ Ilandbuch” also gives 6. P. to Q. B's 3rd 
for Black, and then proceeds thus, — 

6. P. to Q, B’s 3rd. 

7. B. to Q. B’s 4th. 7. Q. B. to K. Kt.’s 5th. 

8. P. to Q’s 3rd. 8. K. Kt. to K. R’s 4th.* 


♦ Both these last moves I think may be improved. Wliite should have 
castled, since pushing the Q. P. allows Black to take the K. P., and obtain 
a decisive advantage, (e. ff.) 

8. P. to Q's 3rd. 8. Kt. takes K. P. 

9. P. takes Kt, 9. Q. to K. R's 5th (oh.) 

Clf you castle instead of taking his Kt., you lose a Piece.) 
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GAME THE SIXTH. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K, B’s 4th. 

3. B. to Q. B's 4th. 

4. K. to B’s sq. 

5. K. Kt. to B’s 3rd. 


BLAOK. 

1. P. to K^s 4th. 

2. P. takes P. 

3. Q. checks. 

4. K. Kt. to B’s 3id. 

5. Q. to K. R's 4th. 


If he play his Q. to K. Kt.’s 5th, you take his K. B. P. with 
B. (ch.), and if 5. Q. to K. B’s 3rd, then you move 6. Kt. to 
K’s 5th. 

6. P. to K. B’s 4th. 6. P. to K. Kt.’s 4th. 


You may also play 6. P, to K's 5th without harm, {e, g,) 

6. P. to K’s 5th. f>. K. Kt. to K’s 5th. 

7. P. to Q’s 4th. 7. Kt. to his 6th (ch.) 

8. K. to Kt.’s sq. 8. Kt. takes R. 

9. Q. B. takes P. 

The loss of the exchan^re is compensated by the superior development of 
your game. 

If Black at move 6. take the K. P., you play 7. Q. to K’s 2nd. 

7. Q. Kt. to B's 3rd. 7. P. to K. B’s 3rd. 

8. P, to K’s 5th. 8. Kt. to his sq. 

If 8. Kt. to his 5th, then 9. K. to Kt.’s sq., followed by 10. P. 
takes K. Kt. P. 


9. K. B. to K's 2iid, 9. P. to Kt.’s 5th. 

You might also move 9. P. to Q’s 4tli. 

10. Kt. to K. B's 2nd. 10. Q. takes K. P 

11. P. to Q’s 4th. 

You have the advantage. 


GAME THE SEVENTH. 


WHITE 

1. P. to K’s 4th. 

2. P. to K. B's 4th. 

3. B. to Q. B's 4th. 

4. K. to B’s sq. 


BLACK 

1. P. to K’s 4th. 

2. P. takes P, 

3. Q. checks. 

4. Q. to K. B’s Srd. 


Although defective, this 4 th move of defence is much stronger 
than either 4. B. to Q. B’s 4th, or 4. K. Kt. to B’s 3r(L 
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5. Q. Kt. to B's 3rd. 5. P. to Q. B's 3rd 

He may also play 5. K. Kt. to K's 2nd. (Sec Vari'»ti'^u,) 


6. P. to Q*s 4th. 

7. K. Kt. to B’s 3rd. 

8. P. to K. ll’s 4th. 

9. P. to K's 5th. 

10. P. takes P. 

11. Q. to her 4th. 


6. P. to (i’s 3rd. 

7. P. to K. Kt.’s 4th 

8. P. to K. R's 3rd 

9. P. tidies P. 

10. Q. to K. Kt.'s 2ud. 

11. B. to K. Kt.’s 5th. 


If ho play 11. B. toK’s 2nd, you move 12. P. to K’s 6th, and 
if 1 1 . Q,. Kt. to Q's 2nd, you proceed as follows 


12. P. takes Kt. P. 

13. R. takes R. 

14. P. to K’b Gth 

ir>. Q. to K. Kt.'s sq. 

16. K. takes Q. 

The game is 

12. P. takes Kt. P. 

13. R takes R 

14. Kt. takes K. Kt. P. 

15. Q. to K. Kt.’s sq. 

16. K. lakes Q. 

You have tl 


11. Q. Kt. to Q’b 2iid. 

12. P. takes P. 

13. Q. tfikts R. 

14. Q. to K. IPs 8tli (ch.) 

15. Q. takes Q. (ch.) 

your favour. 

12. P. takes P. 

13. Q. takes R. 

14. Q.toK.Rs8th(cjh.) 

15. il lakes H ^ch.) 

superiority. 


Variation, 


Beginning at Bhclcs bth move. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B's 4th. 

3. B. to Q. B’s 4th. 

4. K. to B's sq. 

5. Q. Kt. to B’s 3rd. 

6. P. to Q’s 4th. 

7. K. Kt. to B’s 3rd. 


BLACK. 

1 . P. to K’s 4th 

2. P. takes P. 

3. Q. checks. 

4. Q. to K. B’s 3rd. 

5. K. Kt. to K's 2nd. 

6. P. to Q's 3rd. 

7. P. to K. Kt.’s 4th. 


If he play 7. Q. B. to K's 3rd, you move 8. Q. to lier 3rd. 

8. P. to K. R's 4th. 8. P. to K. R’s 3rd. 

9. P. to K’s 5th. 9. Q. to K. Kt.’s 2ud. 

Jaenisch ])lays 9. P. takes K. P. The “ Ilsndbuch” gives the 
move in the text. 

2 2 
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10 . K. 11. P. tjikcs P. 

10. K. R. P. takes P 

LI. R. takes 11. 

11. Q. takes R. 

12. Q. Kt. to K’s 4th. 

12. P. takes K. P. 

13. P. takes P. 

13. Q. to K. R’s 8th (ch.) 

i4. K. Kt. to his sq. 

14. Q. Kt. to Q's 2ud. 

16. Q. Kt. takes P. 

15. Q. Kt. takes K. P. 

16. U. to K’s 2nd. 

You have the better position. 

GAME THE EIGHTH. 

WHITE. 

BLACK. 

i. P. to K’s 4th. 

1. P. to K’s 4tli. 

2. P. to K. B’s 4t]i. 

2. P. takes P. 

3. Ih to Q. B‘s 4th. 

3. Q. checks. 

4. K. to P's sq. 

4. P. to Q's 3rd. 

I'liis defence is considered incorrect. 

as it admits of your ini- 

mediately recovcrinp; the PaAvn by 

Cozio's move, 5. Q. to 

K. P’s 3rd, nevertheless it requires 

to be met witli circum- 

spection. 

5. Q. to K. B's 3rd. 

5. P. to K. Kt.’s 4th. 

Instead of 5. Q. to K. B's 3rd, you may play 5. P. to Q’s 4th, 

fts in the variation. 

If you move 5. Q. Kt. to B's 3’*d, 

his best reply is 5. Q. B 

to K‘s 3rd. 

C. P. to K. Kt.'s 3rd. 

G. (1. to K. Kt.'s 6lh. 

7. P. to Q's 3rd. 

7. K. B. to B's 3rd, 

8. Q. takes Q. 

8. B. takes Q. 

9. P. to K. B's 4th. 

9. P. tokes B. P. 

10. (i. B. takes P. 

Even game. 

Variation 

> 

Beyuinintj at White's 

bth move. 

WHITE. 

BLACK. 

1. P. to K's 4th. 

1. P. to K's 4th. 

2. P. to K. B's 4th. 

2. P. takes P 

3. B. to a. B’s 4tL 

3. Q. checks. 

4. K. to B's sq. 

4. P. to Q's 3rd. 

A. P. to Q’s Ith 

Q. B. to K's 3rd 



king’s gambit. 


341 


Jaeniscli rccommcrids this more for Black; the “ llaiulbiich” 
Ruirp^sts, how^Tcr, that his best play is perhaps 5, to 
K. B*s 3]-cl, and then the game pi-oceeds as in Game the Seventh 
of this Chapter. Instead of either of these moves, he may 
play 5. P. to K. Kt.’s 4th, and the game be pursued as follows,— 


6. K. Kt. to B’s 3rd. 

7. P. to K. R's 4th. 

8. K. R. to Ins 2nd. 

9. K. to Kt.’s sq. 


5. P. to K. Kt.’s 4th. 
h. Q. to K. R's 4t]i. 

7. K. Ji. to Kt.’s 2nd (best) 

8. Q. B. to K. Kt.’s fjth. 

9. K. Kt. to K’s 2nd. 


(A similar position occurs in Game the Second, Chapter VIII,) 


10. P. to Q. B's 3rd. 

11. P. takes B. 

12. P. takes K. Kt. P. 

13. K. to B’s sq. 

14. Q. to her Kt.’s 3rd. 


10. B. takes Kt. 

11. R. to K, Kt.’s sq. 

12. Q. takes P. (eh.) 

13. Q. Kt. to Q’s 2nd. 

14. P. to Q’s 4th. 


(You miglit also play 14. Q. to her 2nd, hut still the advantage would 
on Black’s side, who could castle, with a fine game. Instead of 14. 
to Q’s 4th, Jaenisch and the “ Ilandhuch” give Black 14. B. take« 
Q. P., which seenis premature, and leads only to an equal game, while 
by first advancing the Q. P., lie ought, 1 think, to win.) 

15. R. to K. Kt.’s 2nd. 15. P. takes B. 


(If, instead of so jilaying, you take the Q. P. with P., he takes Q. P, 
with B., and wins ; and if you take Q. P. with B., then his move, 
Kt. takes B., followed by B. to K’s 4th, gives him an irresistible game.) 


16. Q. takes Q. Kt. P. 16. Q. takes R. (ch.) 

17. K. takes Q. 17. Q. R. to Kt.’s sq. 

18. Q. toQ. R’s 6th (best) 18. B. takes Q, P. (dis. ch.'' 

19. K. to B’s sq. (best) 19. R. to K. Kt.’s 8th (ch.) 

(If tt move 19. you play the King to liis R’s file, then 19. Q. R. to 
Q. Kt.’s 3rd wins.) 


20. K. to his 2nd- 20. K. R. takes B. 

21. P. takes B. 21. Q. R. takes P, (ch.) 

22. Kt. to Q’s 2nd. 22. K. R. takes R. 

Followed by K. R. takes Q. R. P., and he ought to win easily. 


6. Q,. to her 3rd. 

7. Q. takes B. 

8. Q. to her Kt.’s 3rd. 

9. Q. to K. R’s 3rd. 

10. Kt. takes Q. 

11. Q Kt. to B’s 3rd. 


6. B. takes B. 

7. P. to Q. B’s 3rd. 

8. P. to Q. Kt.’s 3r(l. 

9. Q. takes Q. 

10. K. Kt. to B’s 3rd. 

11. Q. Kt. to Q’s 2nd. 


The game is even. 


Mp: 
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GAMES 

ILLUSTRATIVE OF THE KING'S BISHOP’S GAMBIT. 


(From the Chess-Player* s Chronicle.) 

Game I. — HetM^ecn La Bourdonnais and MoDoimell. 


WHITE. (Mr. McD.) 

ULACK. (M. La B.) 

1 . 

P. to K’s 4th. 

1. 

P. to K’s 4th. 

2. 

P. to K. B’s 4th. 

2. 

P. takes P. 

3. 

B. to Q. B’s 4th. 

3. 

Q. checks. 

4. 

K. to B’s sq. 

4. 

P. to K. Kt.’s 4th. 

5. 

Q. Kt. to B’s 3rd. 

5. 

K. B. to Kt.’s 2nd. 

C. 

P. to Q’s 4th. 

6. 

P. to Q’s 3ra. 

7. 

K. B. to K’s 2nd. 

7. 

Q. Kt. to B’s 3rd. 

8. 

P. to K’s 5th. 

8. 

K. Kt. to K’s 2nd, 

9. 

Q. Ki. to his 5th. 

9. 

Castles. 

10. 

Q. Kt. takes Q. B. P. 

10. 

Q. R. to Q. Kt.’s sq 

11. 

K. Kt. to B’s 3rd. 

11. 

Q. to K. R’s 3rd. 

12. 

P. takes P. 

12. 

K. Kt. to K. B’b 4th. 

13. 

P. to Q. B’s 3rd. 

13. 

K. Kt. to Ins 6th (ch.) 

11. 

P. takes Kt. 

14. 

Q. takes R. (ch.) 

15. 

K. to B’s 2nd. 

15. 

P. takes P. (ch.) 

If). 

K. takes P. 

16. 

Q. takes Q. 

17. 

B. takes Q. 

17. 

P. to K. R’s 3rd. 

18. 

P. to Q. Kt.’s 3rd. 

18. 

P. to Q. Kt.'s 4th. 

19. 

Q. B. to K’s 3rd. 

19. 

P. to K. B’s 4th. 

20. 

P. to Q’s 5lh. 

20. 

P. to K. B’s 5th (ch ) 

21. 

K. to R’s 2nd. 

21. 

P. takes B. 

22. 

P. takes Kt. 

22. 

P. to K. Kt.’s 5th. 

23. 

K. Kt. to Q’s 4th. 

23. 

B. to K’s 4th (ch.) 

24. 

K. to Kt.’s sq. 

24. 

K. B. takes Q. P. 

25. 

Q. Kt. takes P. 

25. 

K. B. to Q. B’s 4th. 

26. 

P. to Q. Kt.’s 4ih.t 

26. 

K. B. to Q. Kt.’s 3rd. 

27. 

Q. Kt. to Q’s Gtli. 

27. 

K. B. takes K. Kt. 

28. 

P. takes B. 

28. 

Q. R. takes Kt. P, 

29. 

Kt. takes B. 

29. 

K. R. takes Kt. 

.30. 

P. to Q’s 5th. 

30. 

K. to B’s 2nd. 

:u. 

B. to Q. Kt.’s 3rd. 

31. 

K. to K’s 2nd. 

32. 

K. to B’s sq. 

32. 

Q. R. to K’s 5th. 

33. 

K. to his 2iid. 

33. 

K. R. to K. B’s sq. 

34. 

K. to Q’s 3rd. 

34. 

Q. R. to K’s 4th. 

35. 

R. to K’s sq. 

35. 

K. to Q’s 3rd.:}: 


* This was a favourite opening of McDonnell's} he bestowed much 
time and labour on its analyses, and discovered many skilful methods of 
diversifying the attack. 

t Q. B. to K's 2nd would have been better play we believe, 
t This game is very cleverly played by La Bourdonnais. 
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3C. R. takes P. 36. R. takes R. (cL) 

37. K. takes R. 37. P. to K. R’s 4th. 

38. K. to his 4th. 38. P. to K. R’s 5th 

39. B. to Q’s sq. 39. P. to K. R's 6th. 

40. P. takes P. 40. P. takes P. 

41 . B. to K. B’s 3ra. 41. P. to K. R’s 7th. 

42 . B. to K. Kt.’s 2nd. 42. R. to K. B’s 8th. 

Mr. Me Donnell resided. 


Game II. — Between the same players. 


WHITE. (Mr. Me D.) 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. B. to Q. B’s 4th. 

4. K. to B’s sq. 

5. Q. Kt. to B’s 3rd. 

6. P. to Q’s 4th. 

7. P. to K’s 5th. 

8 K. Kt. to B’s 3rd. 

9. Q. Kt. to K’s 4th. 

10. Kt. to K. B’s 6th (oh.) 

11. P. takes B. 

12. B. to Q’s 3rd. 

13. Q. to K’s sq. (ch.) 

14. Kt. to K’s 5tb. 

15. P. to Q. B’s 3rd. 

16. Q. takes Kt. 

17. Q. takes Q. P. (ch.) 

18. B. to Q. Kt.’s hth.f 

19. B. takes Kt. (ch.) 

20. Q. to B’s 5th (ch.) 

21. B. to K. B’s 3rd. 

22. Q. to Q’s 4th. 

23. Q. to K’s 5th. 

24. K. B. to K’s 2nd.t 

25. K. to B’s 2nd.§ 

26. Q. B. to K's 3rd. 

27. P. to K. R’s 4th. 


BLACK. (M. La B.) 

1. P. to K’s 4th. 

2. P. takes P. 

3. Q. checks. 

4. P. to K. Kt.’s 4th. 

5. K. B. to Kt.’s 2nd. 

6. Q. Kt. to B’s 3rd. 

7. K. Kt. to K’s 2nd. 

8. Q. to K. R’s 4th. 

9. P. to K. R’s 3rd. 

10. B. takes Kt. 

11. r. to Q’s 4th. 

12. K. Kt. to B’s 4th. 

13. K. to Q’s sq. 

14. K. Kt. takes Q. P.* 
1.5. Q. Kt. takes Kt. 

16. Kt. to Q. B’s 3rd. 

1 7. K. to his sq. 

18. Q. B. to K’s 3rd. 

19. K. to K. B’s sq. 

20. K to Kt.’s sq. 

21. Q. to K. Kt.’s ord. 

22. P. to Q. B’s 4th. 

23. Q. R. to K’s sq. 

24. P. to K. B’s 6th. 

25. P. takes B. 

26. P. to Q. Kt.’s 3rd. 

27. Q. B. to Q’s 2nd. 


* Had Black checked with his Kt. and taken the Rook, he would have 
been mated in five moves. 

t This portion of the game is played by Mr. Me Donnell with great 
ludgment. 

X It would have been better to take the Q. B. P. with Q. 

( It is obvious he would have lost bis Q. bv taking the P. 
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28. Q. to her 5th. 

29. K. takes P. 

50. K. to Q's 2nd. 


28. Q. takes P. (ch.) 

29. B. to K. Kt.^8 5th (du) 

30. R. to Q’s sq. 

And White resigned. 


Gvme III. — Between the same opponents. 


BLACK. (M. La B.) 

1. P. to K's 4th. 


WHITE. (Mr. Me D.) 

1. P. to K's 4th. 

2. P. to K. B’s 4th. 

3. B. to Q. B’s 4th. 

4. K. to B’s sq. 

5. P. to Q’s 4th. 

0. Q. to her 3rd. 

7. B. takes K. B. P. (eh.)* 

8. Q. to her Kt.’s 3rd (ch.) 

9. Q. takes Q. Kt. P. 

10. Q. fakes R. 

11. Q. Kt. to R’s 3rd. 

12. P. to K. Kt.’s 3rd. 

13. K. to his sq. 

14. Q. B. to K’s 3rd. 

15 Q. takes Q. R. P. 

IG. Q. takes Q. B. P. 


2. P. takes P. 

3. Q. checks. 

4. P. to Q’s 3rd. 

5. B. to K. Kt.'s 5th. 

6. Q. Kt. to B's 3rd, 

7. K. takes B. 

8. K. to Kt.’s 3rd. 

9. Kt. takes Q. P. 

10. K. Kt. to B’s 3rd.t 

11. P. to K. B’s 6th.t 

12. Q. B. checks. 

13. Q. to K. Kt.’s 5th. 

14. P. to Q’s 4th. § 

15. Kt. to Q. B’s 3rd. 

16. P. to Q’s 5th. 

17. Q. takes K. P. (ch.) 

18. P. to K. B’s 7th. 

19. Q. to K. B’s 6th (ch.) 

20. Q. takes 11. 


17. B. to Q’s 2nd. 

18. K. to Q’s sq. 

19. Kt. takes B. 

20. K. to Q. B’s sq. 

And v»ins. 


Game IV. — Between Mr. Perigal and an Amateur. 


wniTL. (Mr. P.) 

1. P. to K’s 4tli. 

2. P. to K. B’s 4th. 

3. 15. to Q. B’s 4th. 

4. K. to B’s sq. 

5. Q. Kt. to B’s 3rd. 
G. P. to K. Kt.’s 3rd, 
7. K. to Kt.’s 2nd. 


BLACK. (Mr. ) 

1. P. to K’s 4th. 

2. P. takes P. 

3. Q. checks. 

4. P. to K. Kt.’s 4th. 

5. B. to K. Kt.’s 2nd, 

6. P. takes P. 

7. K. B. takes Kt.|l 


* This is not good play, because to recover tlie Piece, White is obliged 
to take his Queen too far from the point of action. 

t Indispensable, to prevent the Q. cheeking at K’s 8th. 
t Tlu‘ winning move. 

$ An exccHent move to exclude the Queen. 

II This is not advisable jday. 
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y. R. Kt. to B’s 3rd. 

9. B. takes B. P. (ch.) 

10. P. to K. R’s 3rd. 

11. Q. P. takes B. 

12. K. R. to K^s sq. 

13. Q. to her 4th. 

14. Q. B. takt's K. Kt. P. 

15. R. takes R. 

16. Q. to K. B’s 4th (ch.) 

17. K. takes P. 

18. Kt. to K's 5th (ch.) 

19. B. to R’s Cth (ch.) 


8. Q. to Kt.’s 5th 

9. K. to B’s sq.* 

10. Q. takes K. P. 

11. K. takes B. 

12. Q. to her B’s 3ra. 

13. K. Kt. to B's 3rd. 

14. R. to K’s sq. 

15. Kt. takes R. 

16. Kt. to K. B’s 3rd. 

17. Q. to her 3rd. 

18. K. to Kt.’s 2udr 

19. K. to Kt ’s sq. 


Whits mates in two moves. 


Game Y. — Played some years apjo between one of the l)Osr 
players of the day and Mr. Staunton. 


WHITE. (Mr. — ) 

1. P. to K’s 4lh. 

2. P. to K. B’s 4th. 

3. B. to Q. B’s 4th. 

4. P. takes P.f 

5. Q. to K. B’s 3rd. 

6. P. to K. R’s 3rd. 

7. P. to Q. B’s 3rd. 

8. P. takes P. 

9. P. toQ’s4th. 

10. Q. B. takes P. 

11. P. to K. Kt.’s 3rd. 

12. Q. B. takes K. B. 

13. K. to B’s sq. 

14. K. B. to Q’s 3rd. 

15. Q. B. to K. R’s 2nd. 

16. Q. to K. B’s 4th. 

17. Q. Kt. to Q’s 2nd. 

18. P. to Q. B’s 4th. 

19. Q. toK. Kt.’s4th. 

20. Q. R. to Q's sq. 

21. Q. to K. B’s 5th. 

22. K. takes B. 


BLACK. (Mr. S.) 

1. P. to K’s 4th. 

2. P. takes P. 

3. P. to Q’s 4th. 

4. K. Kt. to B’s 3rd. 

5. K. B. to Q’s 3rd 

6. Castles. 

7. P. to Q. B’s 3rd. 

8. Q. Kt. takes P. 

9. K. Kt. to K’s 5th. 

10. Q. to K. R’s 5th (ch.) 

11. K. Kt. takes P. 

12. Kt. takes R. (dis. ch.) 

13. Q. B. to K’s 3rd. 

14. Q. R. to Q’s sq. 

15. Q. B. to Q’s 4th. 

16. Q. to K. R’s 4th. 

17. Q. Kt. to K’s 2nd. 

18. Q. Kt. to K. Kt.’s 3r<L 

19. Q. to K. R’s 3rd. 

20. Q. to K’s 6th. 

21. B. to K. Kt.’s 7th (ch.) 

22. Kt. to K. R’s 5th (ch.) 


And Black wins. 


* Taking rhe Bishop would evidently involve the loss of the Queoxii 
t It is better to take the Pawn with the Bishop. 
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Game VI.— lietween MM. Kiescritzky and Deviiiok. 


WHITE. (M. D.) 

]. P, to K's 4tli. 

2. P. to K. B’s 4th. 

3. B. to Q. B^s 4th. 

4. B. takes Kt. P. 

5. K. to B’s sq. 

6. Q. Kt. to B's Snl 

7. Q. to K. B^ 3rd. 

8. P. to Q's 3rd. 

9. P. takes B. 

10. P. takes P. 

11. K. B. to Q»s 3rd. 

12. Q. B. to Q. 3ra. 

13. B. to Q. B’s 4th (ch.; 

14. B. to Q’s 5th. 

15. P. tikes Kt. 

16. P. to Q. B’s 4th. 

17. Q. to her B’s 3rd. 

18. P. to K. Kt.’s 3rd. 

19. Q. takes Q. 

20. B. to Q. Kt.’s 4th. 

21. K. Kt. to R’s 3rd. 


BLACK. (M. K.) 

1. P. to K’s 4th. 

2. P. tokes P. 

3. P. to Q. Kt.’s 4th. 

4. Q. cheeks. 

5. Q. B. to Q. Kt.’8 2nd. 

6. K. B. to Q. Kt.’s 5th. 

7. P. to K. B’b 4th. 

8. B. takes Kt. 

9. P. takes P. 

10. K. Kt. to B’s 3rd. 

11. Castles. 

12. P. to Q’s 3rd. 

13. K. to R’s S4. 

14. Kt. takes B. 

15. Q. Kt. to Q’s 2Qd. 

16. Kt. to K’s 4th 

17. P. to K. B’s 6ti.. 


18. Q. takes Q. B. P. (ch.) 

19. Kt. takes Q. 

20. P. to K. B’s 7th. 

21. B. takes Q. P. 

Black wins. 


Game VII. — Between MM. Kiescritzky and Desloges. 


WHITE. (M. D.) 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. B. to Q. B’s 4th. 

4. B. takes Kt. P. 

5. K. to B’s sq. 

6. K. Kt. to B’s 3rd. 

7. K. B. to K’s 2nd. 

8. Kt. to Q’s 4th. 

9. P. to K. R’s 3rd. 

10. K. Kt. to Q. Kt.’s 3rd. 

11. P. takes P. 

12. P. to K. B’s 4th. 

13. P. to Q’s 3rd. 

14. K. B. to B’s 3rd. 

15. P. to Q’s 4th. 

16. K. to Kt.’s 2nd. 

17. R. takes P. 

18. Q. B. to K’s 3rd. 

19. Q. to K. R’s sq. 

20. Kt. takes Kt. 


BLACK. (M. K.) 

1. P. to K’s 41h. 

2. P. takes P. 

3. P. to Q. Kt.’s 4th. 

4. Q. to K. R's 5th (ch.) 

5. P. to K. Kt.’s 4th. 

6. Q. to K. R’s 4th. 

7. P. to K. Kt.’s 5th. 

8. P. to Q’s 3rd. 

9. K. B. to Kt.’s 2nd. 

10. P. to K. B’s 6th. 

11. P. takes K. R. P. 

12. Q. to K. R’s 5th. 

13. P. to K. R’s 7th. 

34. Q. Kt. to B’s 3rd. 

3 5. Q. B. to Q. R’s 3rd (ol*. 

16. K. Kt. to R’s 3rd. 

17. Q. to K. B’s 3rd. 

18. K. R. to Kt.’s sq. 

19. Kt. takes Q. P. 

20. Q. takes Kt. 
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Zl. B. takes Q. 

22. K. to R's 3rd. 

23. K. to R^s 4th. 

24. K. to R's 5th. 

25. R. to K. Kt.’s 2nd. 

26. P. to K. B’s 5th. 

27. K. to Kt.'s 4th 

28. F. to Q. B’s 3ra. 

29. K. B. to K’s 2nd. 

30. K. to his B’s 3rd. 

31 R. to Kt.’s 8fh (<f n.) 

32. R. takes Q. B. 

33. K. to Kt.’s 4th. 

34. K. takes Kt. 

35. K. to Kt.’s 6th. 

36. K. to R’s 7tli. 

37. P. to Q. R’s 3rd. 

38. B. to Q. B’s 4th. 

And Black 


21. B. takes B. (dis. ch.) 

22. Q,, B. to his sq. (ch.) 

23. K. B. to his 3rd (ch.) 

24. R. to K. Kt.’s 3rd. 

25. Kt. to his sq. 

26. R. to his 3rd (ch.) 

27. R. takes Q. 

28. K. B. to K’s 4th. 

29. Kt. to K. B’s 3rd (ch.) 

30. Kt. takes K. P. 

31. K. to his 2nd. 

32. Kt. to K. Kt.’s 4fh (oh.) 
.33. P. to K. R’s 4th (ch.) 

34. P. to B’s 3rd (ch.) 

35. R. to K. Kt.’s 8th (ch.) 

36. Q. R. takes R. 

37. Q. R. to K. Kt.’8 sq. 

in three moves. 


CiiAPTEll X. 

THE GAMBIT DECLINED. 

If Black docs not choose to accept the Gambit he has 
several modes of dt'fcnce, which may he briefly noticed. They 
present, in fact, no particular difficult^’ of analysis, and none 
of those complicated iiiid brilliant combinations that arise from 
takinj^ the Pawn and maintaining it, and it may be remarked 
generally that, by refusing the Gambit, Black subjects bimseli 
to some disadvantage of position, thougli, probably, not so 
much as to influence materially the result of the game. 

GAME THE FIRST. 

WHITE. BLACK. 

1. P. to K's 4th. 1. P. to K’s 4th. 

2. P. to K. B's 4th. 2. B. to Q. B's 4th. 

This appears to be Black’s best move, if he declines taking P. 
with P. 

We shall examine, in subsequent games, the consequences 
of his moving 2. P. to Q’s 3rd, and 2. P. to (i’s 4th. (Sec 
Games the Second and Third.) Black has also several other 
defences, which are but rarely adopted; for instance, he may 
play 2. K. Kt. to B’s 3rd, on which you take P. with P., and 
on his taking K. P. with Kt. move out K. Kt. to B’s Brch 
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He may also play 2. Q. Kt. to B's 3r(l, and you reply 

3. K. Kt. to B’s 3rd; if he then play 3. 13. to (i. B’s 4th, you 
may move 4. B. to Q. Kt.’s 5th, &c. 

If Black move 2. P. to Q. B’s 3rd, your best move, as 
recommended by Jaenisch, is 3. P. to Q's 4th. 

If he play 2. Q. to K. B's 3rd, your best move, according 
to the “ Handbuch,” 3. P. to Q’s 3rd. 

And finally, if he play 2. Q. to K. IPs 5th (cb.), you play 

3. P. to K. Kt.’s 3rd, and afterwards P. takes K. P., and you 
have a better game. 

3. K. Kt. to B’s 3rd. 8. P. to Q’s 3rd. 

4. P. to Q. B's 3rd. 4. B. to K. Kt.’s 5th. 

Your 4th move, P. to Q. B’s 3rd, is considered stronger than 

4. B. to Q. B’s 4th, in which case he replies 4. K. Kt. to 
B’s 3rd, and the game is about equal. By playing 4. P. to 
Q. B’s 3rd, you tlireatcn to cstabHsh your Pawns in tlie 
centre. 

5. B. to K’s 2nd (best) 5. B. takes Kt. 

This is apparently your best move, but you may also play 

5. P. to Q’s 4th, for which see the variation. 

6. B. takes B. 6. Q. Kt. to B’s 3rd. 

7. P. to Q. Kt.’s 4th. 7. B. to Q. Kt.’s 3rd. 

8. P. to Q. Kt.’s 5th. 8. Q. Kt. to K’s 2nd. 

9. P. to Q’s 4th. 

And the position is, perhaps, a little in your favour. 


Vabiatxon, 


Beginning at W 

AVHITE. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B’s 3rd. 

4. P. to Q. B’s 3rd. 

6. P. to Q’s 4th. 

6. P. takes P. 

7. P. takes B. 

8. K. to his 2nd. 

9. B. to K’s 3rd. 

10. Kt. to Q. B's 3nl. 

Equal 


ite's Sth move. 

BLACK. 

1. P. to K’s 4th. 

2. B. to Q. B’s 4tli 

3. P. to Q’s 3rd. 

4. B. to K. Kt.’s 5th. 

5. P. takes P. 

6. B. takes Kt. 

7. Q. toK. R’s 5th (ch.’^ 

8. B. to Q. Kt.’s 3rd. 

9. Kt. to K. B’s 3rd. 

10. Kt. to Q. B’s 3rd. 
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GAME THE SECOND. 


WIIITK. BLACK. 

1. P. to K s 4th. 1. P. to Iv s 4th. 

2. P. to K. B s 4th. 2. P. to Q’s 3rd. 

lliis move is objectionable, as uimecessarily confining tlic 
King’s Bishop. 

3. K. Kt. to B’s 3rd. 3. B. to K. Kt.'s 5th, 

Instead of this move you have the choice of 3. B. to Q. B's 4tli, 
the result of which will be shown in tlie variation. 

4. B. to Q. B‘s 4th. 4. Q. Kt. to B s 3rd. 

5. P. to (1. B's 3rd. 5. B. takes Kt. 

6. Q. takes B. 6. Kt. to K. B's 3rd. 

'i'hc game is slightly in youi- favoui*. 


Va nr ATI ON, 

Becjhmlng at White s Zrd more. 


wiiri i:. 

1. P. to K's 4th. 

2. P. to K. B's 4tli. 

3. B. to Cl. B's 4th. 


BLACK. 

1. P. to K’s 4th. 

2. V. to (Ps 3rd. 

3. P. takes P. 


If Black does not take this P., you can ])lay 4. P. to (Ps 3rd, 
or 4. K. Kt. to B's 3rd, and the position bt'eonies the same as in 
tlie foregoing game. At this point, Jaeiiiseh makes him play 
3. 1*. to K. B's 4th. 


4. K. Kt. to B's 3rd. 


4. B. to K’s 3rd. 


(i. to K. B’s 3rd would also be a good move for you. If 
Black row ])lay 4. P. to K. Kt.'s 4th, you reply 5. P. to 
K. R's 4th, and we have a position which occurs in the All- 


guier Gambit. 

5. B. takes B. 

6. P. to (Ps 4th. 

7. P. to K. K’s 4th. 

8. Kt. to K. Kt.’s 5th. 

9. Q. takes P 


5. P. takes B. 

6. P. to K. Kt.'s 4tli, 

7. P. to K. Kt.’s 5th. 

8. Q. to K. B's 3 p1 


You liave the advantage. 
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GAME THE THIRD. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

2. P. to K. B’s 4th. 2. P. to Q’s 4th. 

This is the customary mode of decliniug the King’s Gambit 
but it appears to be less advantageous for the second playci 
than 2. B. to Q. B's 4th 

3. P. takes Q. P. 3. Q. takes P. 

In lieu of taking the Q. P. he can play 3. P. takes K. B. P., 
as in the variation. 

4. Q,. Kt. to B's 3rd. 4. Q. to K's 3rd. 

Ponziani advises, for your 4th move, 4. Q. to K’s 2nd. 

5. K. Kt. to B's 3rd. 5. P. takes P. (dis. ch.) 

You may likewise take P. with P. and have a good game. 
Black can move also 5. P. to K’s 5tli, when the following 
moves are probable: — 

T). P. to K’s 5th. 

C. Kt. to K’s 5th. C. K. Kt. to R’s 3rd. 

7. B. to Q. B’s 1th. 7. Q. to K’s 2nd. 

8. B. to Q. Kt.’s 3rd. 8. P. to K. B’s 3rd. 

9. K. Kt. to Q. B’s 4th. 9. B. to K’s 3rd. 

10. Q. to K’s 2nd. 

The game is even. 

At move 9. instead of Kt. to Q. B's 4th, in actual play you 
would perhaps venture 9. (i. to K. K's 5tli (ch.), &c. 

6. K. to B's 2nd. 6. P. to Q. B’s 3rd (best) 

He plays thus to prevent the check of your B., and the subse- 
quent loss of the Q., by your moving K. to K’s sq. 

7. P. to Q’s 4th. 7. B. to Q's 3rd. 

8. B. to Q's 3rd. 8. K. Kt. to K’s 2nd. 

9. R. to K's sq. 

You have a fine game. 

Variation, 

Beginning at Black's Zrd movf, 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to K’s 4th. 

St, P to K. B’s 4th. 2. P. to Q’s 4th 



KING B GAMBIT. 


351 


S. P. takes Q. P. 3. P. takes K. B. P. 

4. B. to 0,. Kt.’s 511i (eh.) 4. B. to Q-’s 2iid. 

Instead of checking with your B., let us suppose 4. K Kt. to 
B’s 3r(L 

4. K. Kt. to B's 3rd. 4. Q. takes P. 

6. P. to Q^s 4th. 5. P. to K. Kt.’s 4th. 

(You may also attack the Q. with Q. Kt., and have the better ginio 
ghortly.) 

6. P. to Q. B's 4th. 

You have certainly the advantage. 


5. Q. to K’s 2nd (ch.) 

5. 

Q. to K’s 2nd. 

6. Kt. to Q. B's 3rd. 

6. 

Kt. to K. B's 3rd. 

7. B. takes B. (ch.) 

7. 

Q. Kt. takes B. 

8. P. to Q’s 4th. 

8. 

Castles. 

9. Q,. takes Q. 

9. 

B. takes Q. 

10, B. takes P. 

10. 

Q. Kt. to his 3rd. 


Equal game. 


GAMES 

ILLUSTRATIVE OF THE GAMBIT DECLINED. 


Game I. — Between Mr. G. Walker and Mr. Tuckett. 


WHITE. (Mr. G. W.) 

RL 

ACK. (Mr. T.) 

1. 

P. to K's 4th. 

1. 

P. 

to K’s 4th. 

2. 

P. to K. B’s 4th. 

2. 

K. 

B. to Q. B’s 4th. 

3. 

K. Kt. to B’s 3rd. 

3. 

P. 

to Q’s 3rd. 

4. 

K. B. to Q. B’s 4th, 

4. 

K. 

Kt. to B’s 3rd. 

5. 

P. to Q's 4th. 

5. 

P. 

takes Q. P. 

6. 

P. to K's 5th. 

6. 

P. 

takes P. 

7. 

P. takes P. 

7. 

Kt 

to his 5th. 

8. 

P. to K. R’s 3rd. 

8. 

Kt. to K. R's 3rd. 

9. 

Q. B. to K. Kt.’s 5th. 

9. 

Q. 

to her 2nd. 

10. 

B. takes Kt. 

10. 

P. 

takes B. 

11. 

Q. Kt. to Q's 2nd. 

11. 

Q. 

to K. B’s 4th. 

12. 

B. to Q’s .3rd. 

12. 

Q. 

to B’s 5th. 

13. 

Q. Kt. to K’s 4th, 

13. 

B. 

to Q. Kt.’s 5th (ch*j 

14. 

P. to Q. B's 3rd. 

14. 

Q. 

to K’s 6th (ch.) 

15. 

K. to B’s sq. 

15. 

P. 

takes P. 

16. 

Q. Kt. to B's 6th (ch.) 

16. 

K. 

to B’s sq. 

17. 

Q. Kt. to Q’s 5th. 

17. 

Q. 

to her B’s 4th. 

18. 

Kt. takes B. 

18. 

P. 

takes P. 

19. 

Q. R. to Kt.'s sq. 

19. 

Q. 

takes Kt. 

20. 

Q. to her B's 2nd. 

20. 

Kt 

% to Q. B's 3rd. 
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21. 

R. 

takes P. 

21. 

Q. to K. B’s 5tL. 

22. 

K. 

to B’s 2nd. 

22. 

K. R. to Kt.’s sq. 

23. 

B. 

takes K. R. P. 

23. 

R. to K. Kt.’s 4tli» 

24. 

K. 

R. to K’s sq. 

21. 

K. to Kt.’s 2nd. 

25. 

P. 

to K. Kt.’s 4th. 

25. 

Kt. to Q’s 5th. 

26. 

Q. 

to her B’s 3rd. 

26. 

Q. takes Kt. (ch.) 

27. 

Q. 

takes Q. 

27. 

Kt. takes Q. 

28. 

K. 

takes Kt. 

28. 

K. takes B. 

29. 

K. 

to B’s 4th. 

29. 

P. to Q. Kt.’g 3rd. 

30. 

Q. 

R. to K. Kt.’s 2nd. 

30. 

B. to Q. Kt.’s 2uih 

31. 

Q. 

R. to Q’s 2nd. 

31. 

B. to his sq. 

32. 

Q. 

R. to Q’s 8th. 

32. 

K. R. to Kt.’s sq. 

33. 

K. 

R. to Q’s sq. 

33. 

B. to K’s 3rd. 


And after several more moves White resigned. 


Game II. — IJotween MM. Devinck and Kieserilzky 
(From the Cinqvante Parties j)ar L, Kmeritzky^ p. 11.) 


WHITE. (M. D.) 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B's 3rd. 

4. K. B. to Q. B’s 4th. 

5. B. takes B. 

6. P. takes K. P. 

7- P. to Q’s 4th.* 

8. Q. takes Kt. 

9. Castles. 

10. R. takes Q. 

11. Q. B. to K's 3rd. 

12. Kt. to Q’s 2nd. 

13. Q. R. to K. B’s sq. 

14. P. to K. Kt.’s 3rd. 

15. P. to Q. B’s 3rd. 

16. Kt. to Q. B’s 4th. 

17. P. to K. R’s 4th. 

18. P. takes K. P. 

19. Kt. takes Kt. 

20. R. takes 11. 

21. R. takes R. 

22. K. to K. B’s 2nd. 

23. B. to Q’s 4th. 

24. B. takes B. 


BLACK. (M. K.) 

1. P. to K’s 4th. 

2. P. to Q’s 3rd. 

3. Q. Kt. to B’s 3rd. 

4. Q. B. to K’s 3rd. 

5. P. takes B. 

6. Q. Kt. takes P. 

7. Kt. takes Kt. ( -i .) 

8. Q. to K. B’s 3fd. 

9. Q. takes Q.f 

10. B. to K’s 2nd. 

11. B. to K. B’s 3rd. 

12. Kt. to K’s 2iid. 

13. Kt. to K. Kt.’s 3rd. 
1 1. P. to K’s 4th. 

15. R. to K. B’s sq. 

1 6. K. to K’s 2nd. 

17. P. to Q. Kt.’s 4th. 

18. Kt. takes K. P. 

19. B. takes Kt. 

20. R. takes R, 

21. K. takes R. 

22. P. to Q. R’s 4th. 

23. P. to Q. B’s 4th. 

24. P. takes B. 


* If Kt. takes Kt., Q. checks at K. R’s 5th. 

t Taking the P. would be wrong, on account of 10. B. tt» K’i Srd* 
11. Q. to R’s 5th (ch.). and 12. Q. to Q. Kt.’s 5th fch.), &c. 
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25. K. to K. B’s 3nU 

26. P. to K. Kt/s 4tli. 

27. P. takes P. 

28. K. to K’s 3rd. 

29. P. to Q. R's 3id 

30. K. to Q’s 2nd. 

31. K. to Q. B*8 2nd. 

32. P. to Q. Kt.»8 4th (ch.) 

33. R. P takes P. (ch.) 


2.5. P. to K. R^s 4th. 

26. P. to K. Kt.’s 3rd. 

27. P. takes P. 

28. P. to tl. B^s 5th. 

29. K. to K’s 2nd 

30. K. to Q’s 3rd. 

31. K. to d. B's 4th. 

32. R. P. takes P. 

33. K. to d. B’s 3rJ 


A drawn game. 


Game III. 
(From Philidor,) 


W HITK. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. P. takes d. P. 

4. P. takes P. 

5. B. to K’s 2nd. 

6. K. Kt. to B’s 3rd. 

7. P. to d’s 4 th. 

8. Castles. 

9. P. to d. B’s 4th. 

10. d. Kt. to B’s 3rd. 

11. B. to d’s 3rd. 

12. d. B. to K. Kt.’s 5th. 

13. B. to K. R's 4th. 

14. d. Kt. to K’s 4th. 

15. d. to K's 2nd. 

16. Kt. takes Kt. (ch.) 

17. B. takes Kt. 

18. d. to K’s 4th. 

Ij, Kt. to K’s 5th. 

20. P. takes B. 

21. K. R. to B’s 6th. 


black. 

1. P. to K’s 4th. 

2. P. to d’s 4th. 

3. d. takes P. 

4. d. takes K. P. (ch.) 

5. B. to d’s .3rd. 

6. d. to K’s 2nd. 

7. B. to K’s 3rd. 

8. d. Kt. to d’s 2nd. 

9. P. to d. B’s 3rd. 

10. K. Kt. to B’s 3rd. 

11. Castles on K’s side (best.) 

12. P. to K. R’s 3rd. 

13. d. to he” ^q. 

1 4. K. B. to K’s 2nd. 

15. d. to d- B’s 2nd. 

16. Kt. takes Kt. 

17. B. takes B. 

18. P. to K. Kt.’s 3rd. 

19. B. takes Kt. 

20. d. R. to d’s sq.* 

21. d. to her 2rul. 

22. P. takes R. 

23. K. to R’s sq. 


22. R. takes Kt. P. (ch.) 

23. d. takes P. (ch.) 

24. d. takes P. (ch.) 

And draws the game perpetual check. 


♦ If Black attack the d., by playing B. to K. B's 4th, you take the H. 
with R. 


RKB OP BOOK IV. 



SYNOPSIS OP BOOK V. 


THE QUEEN’S GAMBIT. 

. P. to Cl^a ‘1th. ^ P . to Q, B’s ‘iHi. 

P. to d'a 4th. 

ACCEPTED AND DECLINED. 

IRREGULAR OPENING^', 

INCLUDING 

The French Game: — 

- P. to K’s 41]i. 

P. to K's 3 1(1. 

The SiciiiAN Game:— 

, P. to K s 4lh. 

^ * P, to Q. 13’i, 4thT 

Thl Centre Counter Gambit: — 

^ P. to K’s -Itb. 

P. to a’h'Uh. 

The Fi an ghetto: — 

^ P. to K's 4th. 

^ * P. to Q. Kt?blrd. 

WITH OTHER LESS PRACTISED DEBUTS, VIZ. . 

. P. to Q^b 4th. .. P. to Q’s 4th. P to K. B’b 4th 

P. to K. B*8 4th * • P. to Q. B’s 4th. 

A>D 

- P. to a B's ‘Ith 



BOOK V. 

(!I!)e (Queen'd ^ambU. 


ClIArTETl I. 

THE QUEEN^S GAMBIT. 

The Queen's or, as it was sometimes called, the 

“ Ale])po Gambit," from its liaviii" been the favourite j^aine 
of Stamma, of Ah'])])o, is a v<‘iy sound and instructive method 
of openinj^ the j;ame; less brilliant, because less Inizardous, 
than the gambits on th(‘ King's side, but ('sj)ecially improving 
to the student, from th(‘ nicety and eorix'ctness of play on 
both sides which it dcanands. We find it noticed as early 
even as Damiano and Lopez, and to have Ix'en subsecpiently 
examined by Salvio, Gianutio, and Chrrc'ra — by Stamma (who 
eulogizes it as the best of all openings), by Gozio, Vhilidor, 
Lolli, Ercole del Kio, Sairatt, Lewis, La Bourdonnais, Letroff, 
Jacnisch, Walker, the German ‘‘llandbuch,’’ the “Chess- 
Player's Chronicle," and adjiiirably illustriited in the games 
between McDonnell and I^a Bourdonnais. 

GAME THE FIRST. 

WHITE. BLACK. 

1. P. to Ci's Itli. 1. P. to (Lr 4th. 

2. P. to Q. B s 4th. 2. P. takes P. 

These moves fonn the (lucen's Gambit. But the bc‘st autlio- 
rities have decided that it is unadvisabh* for Black to take 
the Pawm, .and that his most prudent ])lay is 2. P. to K's 3rd, 
(see Game the Fifth). The refusal of the gambit is in accord- 
ance with the examj)le of Salvio ; but in declining it he pro- 
poses a less recoinmendable move, namely, 2. P. to Ci. B's 4th. 
(See Salvio, Ed. 1723, p. 104.) 

o P. to K’s 3rd. 3. P. to K’s 4th. 

Your move of 3. P. to K’s 3rd is that adopted in La Bour- 
doimals and Me Donnell's games, and .appeals to be at least as 
good as 3. P. to K’s 4th, although it is denounced by the older 

2 A 2 
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writers. You may also play without disadvantage 3. Q. Kt 
to B’s 3rd. (See Game the Third.) 

Black plays correctly here in advancing his K. Pawn. If 
instead of this move he play 3. P. to K. B’s 4th, you may 
answer 4. K. B. takes P., and on his then playing 4. P. to K’s 
3rd, 5. Q. to her Kt.’s 3rd. For the move 3. P. to Cl. B’s 
4th, see the variation. And if he attempt to sustain the gam- 
It Pawm, you will easily obtain an advantage ; for instance, — 

3. P. to Q. Kt.^s 4th. 

4. P. to Q. R’s 4th. 4. P. to Q. B’s 3rd, or (A.) 

5. P. takes P. 5. P. takes P. 

6. Q. to K. B’s 3rd. 

And you wm a Piece. 

(A.) 

4. B. to Q’s 2nd. 

5. P. takes P. 5. B. takes P. 

6. P. to Q. Kt.’s 3rd. 6. Q. to her 4th. 

7. P. takes P. 7. B. takes P. 

8. Q. to her R’s 4th (ch.) 

And again you win a Piece, 

K. B. takes P. 4. P. takes Q. P. 


If you play 4. P. takes K. P,, Black will have the belter 
game ; for example, — 


4. P. takes K. P. 

5. K. takes Q. 

6. K. Kt. to IPs 3rd. 

7. Q. Kt. to Q’s 2nd. 

8. K. to Q. B’s 2ud. 

9. K. to Q. B’s 3rd. 

10. B. takes Kt. 


4. Q. takes Q. (cli.) 

5. Q. Kt. to B’s 3rd. 

C. Q. B. to K’s 3rd. 

7. Castles. 

8. Q. Kt. to liis 5th (ch.) 

9. Kt. to Q’s 6th. 

](). R. takes B. (eh.) 


And the game is in 

5. P. takes P. 

6. Q. Kt. to B's 3rd. 

7. K. Kt. to B’s 3rd. 

8. Castles. 

9. P. to K. R’s 3rd. 


Black’s favour. 

5. K. Kt. to B’s 3rd. 

6. K. B. to Q s 3rd. 

7. Q. Kt. to B's 3rd. 

8. Castles. 

9. P. to K. R's 3rd. 


The game is equal ; but your P. is well placed, and you have 
ctill the move. 


Variation, 


Beginning at Black's 7>rd move. 


WHITE. 

1. P. to Cl’s 4th. 

7. P. to Q. B’s 4th. 


BLACK. 

1. P. to Q's 4th. 

2. P. takes P. 
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3 . P. to K’s 3rd. 

4. B. takes P. 

5. P. takes P. 

6. K. Kt. to K’s 2nd. 

7. Q. B, to K’s 3rd. 

8. Kt. takes P. 

9. B. takes Kt. 


3. P. to Q. B’s 4tli. 

4. P. takes Q. P 

5. Q. Kt. to B’s 3rd. 

6. P. to K’s 4tli. 

7. P. takes P. 

8. Kt. takes Kt. 

9. (i. to K’s 2nd (ch.) 

10. (i.toherKt’85th(ch.l 

11. Q. takes Q. (ch.) 

12. Kt. to K’s 2nd. 


10. K. B. to K’s 2nd. 

11. Q. to her 2nd. 

12. Kt. takes Q. 

You have tlie superiority. 


GAME THE SECOND. 


WHITE. 

1. P. to Q’s 4th. 

2. P. to Q. B's 4th. 

3. P. to K’s 4th. 


BLACK. 

1 . P. to Q’s 4th. 

2. P. takes P. 

3. P. to K’s 4th. 


You may without danger play your K. P. to K’s 4th, but it is 
difficult to sustain the two Pawns abreast in the centre, and 
hence P. to K’s 3rd, as in the i)revious game, or Q. Kt. to 
B's 3rd, is more generally adopted. 

Black’s move in re])ly is the correct one, as he thus ensures 
the breaking up of your centre. If he play 3. P. to Q. Kt.’s 
4th, you answer with 4. P to Q. B’s 4th, as in the variation 
given in the preceding game ; and for the result of 3. P. to 
K. B’s 4th, see the fourth game, lie may, however, play without 
much disadvantage 3. P. to Q. B’s 4th, as in the following:— 

3. P. to Q. B’s 4th. 

4. P. to Q’s 5th. 4. P. to K’s 3rd. 

5. B. takes P. 5. P. takes Q. P. 

6. K. P. takes P. 6. K. B. to Q’s 3rd. 

Your Pawn is passed, and will serve to obstruct the approach of his Pieces 
but the advantage is very slight. 

4, P. to Q’s 5th. 4. P. to K. B’s 4th. 

Many players prefer P. takes P. for your 4th move, and the 
German “Handbuch” remarks, that although it has been 
censured by some authors, it is as good as 4. P. to Q’s 5th. 
The following moves will enable you to judge 

4. P. takes P. 4. Q. takes Q. (ch.) 

5. K. takes Q. 5. Q. Kt. to B’s 3rd. 

6. P. to K. B’s 4th. 6. Q. B. to K. Kt.’s 5th (ch.. 
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V If you play 6. Q. B. to K. B's 4th, he answers with 6. Q, B. to K's 3rd,) 

7. B. to K's 2nd. 7. Castles (ch.) 

8. Q. B. to Q’s 2nd. 8. B. takes K. B. (ch.) 

9. K. Kt. takes B. 9. K. B. to Q. Kt.’s 5th. 

10. Q. Kt. to B’s 3rd. 10. K. Kt. to K’s 2nd. 

The game is even. 

5. K. B. takes P. 5. K. Kt. to B's 3rd. 


You can also play 5. Q. Kt. to B's 3r(l, or 5. P. takes K. B. P., 
without harm. For example; in the hrst place, — 

5. Q. Kt. to B’s 3rd. 5. K. Kt. to B’s 3rd. 

(). P. takes B. P. (). Q. B. takes P. 

(You might without danger play 0. P. to K. B’s 3rd.) 

7. K. B. takes P. 7. K. B. to Q’s 3rd. 

8. K. Kt. to K’s 2nd. 8. Castles. 

9. Castles. 9. Q. Kt. to Q’s 2nd. 


The game is equal. 

In the second place, — 

5. P. takes K. B. P. 5. Q. B. takes P. 

0. Q. Kt. to B’s 3rd. 0. Q. Kt. to Q’s 2nd. 

7. K. B. lakes P. 7. Q. Kt. to his 3rd. 

8. Q. B. to K’s 3rd. 

An even game. 

He would ohvionsly lose by taknu» tlie K. P., on account of 
your playing (i. Q. to K. It's oth (cli.). 


6. K. Kt. to B s 3rd. 

7. P. takes P. 

8. Castlc.s. 

9. Q. Kt. to B's 3rd. 


(). K. B. to (i’s 3rd. 

7. it Ik takes P. 

8. (’jistles. 

9. it Kt. to Q's 2nd. 


The positions are pretty equal, but you have still an advantafge 
in the move. 


GAME THE THIRD. 

Before proeoedin" to the considt'vation of ^ames wherein 
Black refuses the g^ambit, it may b(‘ well to give a brief ex- 
ample of a different mode of carrying on the opening in the 
regular gambit which is at your command, and often adopted. 


WHITE 

1. P. to Q's 4th. 

2. P. to Q. B's 4th 

3. Q. Kt. to B's 3rd. 


black. 

1. P. to Q's 4th. 

2. P. takes P. 

3. K. Kt. to B’s 3rd. 


For the consequences of his playing 3. P. to Q. B’s 4th, or 
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5. P. to Q. 3rd, see the variation. He might also play 

3. P. to K’s 4th, and the game proceed as follows : — 

3. P. to K's 4th. 

4. P. to Q*8 5th. 4. }\ to Q. B’s 3rd. 

(You could here too play 4. P. to K’s 3rd.) 

5. P. to K’s 4th. 5. K. Kt. to B’s 3rd. 

(If he move 5. P. to Q. Kt.’s 4th, you will have the advantagt.) 

C. Q. B. to K. Kt.’s 5th. 6. P. takes Q. P. 

7. P. takes P. 7. Q. B. to K. B’s 4th. 

8. B. takes P. 8. K. B. to Q’s 3rd. 

The game is about equal. 

4. P. to K’s 3rd, 4. P. to K’s 4th. 

5. K. B. takes P. 5. P. takes P. 

6. P. takes P. 6. K. B. to Q’s 3rd. 

The game may be called even. 


Vaiuation, 

Beginning at Black's '6rd move. 


WliiTl). 

1. P. to Q's 4th. 

2. P. to Q. B’s 4th. 

3. (|. Kt. to B's ord. 


BLACK. 

1. P. 1o a’s 4th. 

2. P. takes P. 

3. P. to Q. B’s 4th. 


If h(' move this Pawn to Q,. B’s 3rd only, tlve following movw 
are likely: — 

3. P. to Q. B's 3rd. 

4. P, to Q. R’s 4th, 4. J’. to K’s 4th. 

5. P. takes P. 5. Q. takes Q. (ch.) 

6. Kt. takes Q. 

The game is quite even. 


4. P. to Q's 5th. 

5. P. to K's 4tL. 
6 P. takes P. 

7. K. B. tiikes P. 


4. P. to K’s 3rd. 

5. ]\ takes P. 

6. K. B. to Q’s 3rd. 

7. K. Kt. to K’s 2nd. 


Jilqujil game. 


GAME THE FOURTH. 


1 . 

2 . 

3. 


The Schwaktz Defence. 


WHITE. 

P. to U's 4th. 

P. to Q. B’s 4th. 
P. to K*6 4th. 

P. to K’s 6th. 


BLACK. 

1. P. to Q’s 4th. 

2. P. takes P. 

3. P. to K. B’s 4th. 

4. Qt. B. to K 8 3rd. 
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This mode of defence is the invention of Mr. W. Schwartz, of 
Livonia ; it is novel and ingenious, but if properly opposed, 
leaves an evident advantage in the hands of the opening 

^^^Sead of playing 4. P. to K/s 5th, you may nullify the 
defence, apparently, by taking the doubled P. with your 
Bishop, and, if* Black takes K. P. with moving Q. to her 
Kt/s 3rd, or, if he bring K. Kt. to B's 3rd, by advancing 
K. P. to K s 5th. You may also at the 4th move take K. B. P. 
with P., and obtain a fine game. 


5. Q. Kt. to R*s 3rd. 

6. Q. B. to K’s 3rd. 

7. Q. to Q. li’s 4th (ch.) 

8. B. to Cl’s 2nd. 

9. Q. takes Kt. 

1 0. Q. B. to his 3rd. 

11. Q. takes Q. 

12. Q. Kt. takes P. 

1 3. Q. Kt. to K’s 3rd. 

14. Q. Kt. to Q. B’s 2nd. 

15. K. B. to Q’s 3rd. 

16. B. takes 11. 


5. Q. Kt. to B’s 3rd. 

6. Q. Kt. to R’s 4th. 

7. P. to Q. B’s 3rd. 

8. Q. takes Q. P. 

9. Q. takes Q. Kt. P. 

10. (J. to her Kt.’s 3rd. 

11. P. takes a 

12. P. to Q. Kt.’s 4th. 

13. P. to K. B’s 5th. 

14. li. takes P. 

15. R. takes R. (ch.) 


You have much the better game. 


GAME THE FIFTH. 

The Gambit Refused. 

WHITE. BLACK. 

1. P. to Q's 4th. 1. P. to Q’s 4th. 

2. P. to Q. B’s 4th. 2. P. to K’s 3rd. 

Black’s move of 2. P. to K's 3rd, I agree with Major Jae- 
nisch in thinking the best he can adopt; P. to Q. B’s 4th, and 

P. to Q. B’s 3rd, are certainly inferior. (See Variations I. 
and II. in the present game.) When the game is opened by 
the first player with 1. P. to Q’s 4th, a very common rejoinder 
among leading practitioners is 1. P. to K. B’s 4th, or 1. P. to 

Q. B’s 4th, the consequences of which will be shown undei 
the head of “ Irregular Openings.’’ 

3. Q. Kt. to B’s 3rd. 3. K. Kt. to B’s 3rd. 

4. P. to K’s 3rd. 4. P. to Q. B’s 4th. 

li is a Curious feature in this descnption of ''close” gamoi 
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that the Queen’s Bishop can rarely be played over to the 
King’s side with advantage. 

5. K. Kt. to B’s 3rd. 5. Q. Kt. to B’s 3rd. 

6. P. to Q. B’s 3rd. 6. P. to Q. R’s 3rd. 

And the positions are quite even. 

Variation I., 

Beginning at Black's 2nd move. 

WHITE. BLACK. 

1. P. to Q’s 4th. 1. P. to Q’s 4th. 

2. P. to Q. B’s 4th. 2. P. to Q. B’s 4th. 

By this move of Black’s you obtain a slight advantage of 
position. 

3. P. takes Q. B. P. 3. P. to Q’s 5th (best) 

Major Jaenisch counsels you take the Q. P., and not the 
Q. B. P., and his variation proceeds thus, — 

3. P. takes Q. P. 3. Q. takes P. 

4. P. to K's 3rd. 4. P. takes P. 

5. Q. Kt. to B's 3rd. 5. Q. to her sq. 

(J. P. takes P. 6. P. to K’s 3rd, 

And the second player has lost time. 

I believe you may obtain at least as good a position, however, 
by taking the Q. B. P. 

4. P; to Q. Kt.’s 4th. 4. P. to Q. R’s 4th. 

You may play too 4. K. Kt. to B’s 3rd, and then 5. P, to 
Q. R’s 3rd. If he play 4. P. to K’s 4th, the following is a 
probable result: — 

4. P. to K's 4th. 

5. K. Kt. to B’s 3rd. 5. P. to K. B’s 3rd. 

6. P. to K’s 3rd. 6. P. takes P. 

7. Q. takes Q. (ch.) 7. K. takes Q. 

8. Q. B. takes P. 8. P. to Q. R’s 4th. 

9. P. to Q. Kt.’s .5th. 9. Q. Kt. to Q's 2nd. 

10. P. to Q. B’s 6th. 10. P. takes P. 

11. P. to Q. R’s 4th. 11. P. to Q. B’s 4th. 

12. Q. Kt. to Q’s 2nd. 

With a better game. 

5. P. to Q. Kt.’s 5th. 5. P. to K’s 4th. 

6. K. Kt. to B’s 3rd 6. P. to K. B’s 3rd. 

7 P. to K’s 3rd. 7. B. takes doubled P 

S P. takes Q. P, 8. P. takes P. 
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If he tiike with the Bishop, you take B. with Kt., and he 
cannot save tlie Pawn. 

9. B. to Q. Kt.'s 2nd. 

And you have certainly the advaiitapre. 


Variation IT,, 


Be(jhmh\g at Black's 2nd move. 

WHITE. BLACK. 

1. P. to Q*s 4th. 1. P. to Q‘s 4th. 

2. P. to Q. B s 4th. 2. P. to Q. B’s 3rd. 

Black's second move here is even weaker aparently tlian P. 
to Q. B's 4th. 

3. P. to K. B‘s 3rd. 3. K. Kt. to B's 3rd. 


If instead of bringing out his Kt. he play 3. P. ttikes P., you 
move 4. P. to K's 3rd, and if then he support his Pa\\'n with 

4. P. to Q. Kt.'s 4th, you can reply with 5. P. to U. K's 4th. 


4. Q. Kt. to B's 3rd. 

5. P. to K's 3rd. 

6. K. B. to (I's 3rd. 

7. Q. takes B. 

8. P. to K's 4th. 

9. P. takes B. 

10. Q. B. P. takes Q. P. 

11. P. to K's oth. 

12. K. Kt. to K's 2nd. 


4. Cl. B. to K. B's 4th. 

5. P. to K's 3rd. 

G. B. takes B. 

7. K. B. to Cl. Kt.’s 5th, 

8. B. takes Kt. (ch.) 

9. (I. Kt. to (I's 2nd. 

10. U. B. P. takes P. 

11. Kt. to K. B's 4th. 


The game is in your favour. 


GAMES 

ILLUSTRATIVE OF THE FOREGOING ANALYSIS. 
(From the Chess-Player^ a Chronicle.) 

Qake I. — Between M. De la Bourdonnaisand Mr. McDonnell 


WHITE. (M. De la B.) 

1. P. to Q’s 4th. 

2. P. to Q. B’s 4th. 

3. P. to K's 3rd. 

4. K. B. takes P 
P. takes P. 


BLACK. (Mr. McD.) 

1. P. to Q’s 4th. 

2. P. takes P. 

3. P. to K’s 4th. 

4. P. takes P. 

5. K, Kt. to B’s 3rd. 
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6« Q. Kt. to B’s 3rd. 

7. K. Kt. to B’s 3rd. 

8. P. to K. R's 3rd.t 

9. Q. B. to K’s 3rd. 

10. K. B. to Q. Kt.’s 3rd. 

11. Castles. 

12. Q. to K’s 2nd. * 

13. K. Kt. to K’s .’ilh. 

14. Q. B. to Q’s 2nd. 

15. Q. II. to K’s sq. 

16. Q. Kt. takes Kt. 

17. K. Kt. takes Q. 13. P. § 

18. B. takes Kt. 

19. Q. takes B. (eli.) 

20. Q. to her Kt.’s 4th. 

21. R. to K’s r)th. 

22. P. to Q’s hth. II 

23. Q. to her 1th. 

24. P. to K. R’s 4th. 

25. K. R. to K’s s(j. 

26. a R. takes Kt. 

27. Q. to K’s hth. 

28. R. to K. R’s 5th (eh.) ‘ 

29. Q. mates. 


6. K. B. to K’s 2nd.* 

7. Castles. 

8. Q. Kt. to Q’s 2u(L 

9. Q. Kt. to his 3rd. 

10. P. to Q. B’s 3rd. 

1 1 . K. Kl. to Q’s 4th, 

12. P. to K. B’s 4th. 

13. P. to K. B's 5th. 

14. P. to K. Kt.’s 4th. J 

15. K. to his Kt.’s 2nd. 

16. Kt. takes Kt. 

17. Q. Kt. P. takes Kt. 

18. Q. takes B. 

19. R. to K. B’s 2nd. 

20. Q. B. to K. B’s 4tli. 

21. Q. to her 2nd. 

22. P. takes P. 

23. K. to R’s 3rd. 

21. Q. B. to K’s 3rd. 

25. Q. R. to K’s sq. 

26. Q. R. to K. B’s sq. 

27. Q. B. to K. Kt.’s 5tii. 

28. B. takes R. 


Game II. — Played by coj-rcspondence some years sinot 
between the Amateurs of Bristol and Mr. Staunton. 


WHITE. (The Amateurs.) 

1. P. to Q's 4th. 

2. P. to Q. B’s 4th. 

3. P. to K’s 3rd. 

4. B. takes P. 

5. P. takes P. 

6. K. Kt. to B’s 3rd. 

7. Q. Kt. to B’s 3rd. 

8. Castles. 

9. Q. B. to K’s 3rd. 

10. K. B. to K’s 2nd.** 


DLACK. (Mr. S.) 

1. P. to Q’s 4th. 

2. P. takes P. 

3. P. to K’s 4th. 

4. P. takes P. 

5. K. Kt. to B’s 3rd. 

6. K. B. to Q. Kt.’s 5th (e.h. ) 

7. Castles. 

8. Q. B. to K. Kt.’s 5th. 

9. Q. Kt. to Q. B’s 3rd. 

10. K. Kt. to Q’s 4th. 


* This is a fault. The Bishop should always be played to Q’s 3rd sU 
the present statue. 

t An indispensable move in this opening. 

X Tlie advance of these Pawns should rarely be ventured by any but tbc 
experienced player. 

§ Capitally played. 

\\ All excellent move, 

^ The best mode of taking the Pawn. 

The best move apparently to preserve the Q. 
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11. Q. to Q. B^s 2nd.* 

12. P. to Q. R^s 3rd. 

13. K. Kt. to K's 5tb. 

14. K. B. takes B. 

15. Q. P. takes Kt. 

16. Q. B. to Q. B’s 5th. 

17. P. to K. B’s 4th. 

18. Q. R. to Q's sq. 

19. Q. to K’s 2nd. 

20. K. B. to K. Kt.*s 4th. 

21. B. takes B. 

22. P. to K. B’s 5th. \\ 

23. P. takes K. Kt. P. 

24. B. to K. B’s 3rd. 

25. Q. to K’s 3rd. 

26. R. to Q’s 7th. 

27. K. to R’s sq.J:^ 

28. Q. takes Q. 

29. Q. R. takes Q. Kt. P. 

30. P. to K. R’s 3rd. 

31. B. to Q’s sq. 

32. R. takes R. 

33. B. to K. B’s 3rd.§§ 

34. K. to Kt.’b sq.llll 


11. Q. B. to K. R’s ith.t 

12. K. B. to Q. R’s 4th. 

13. K. Kt. takes Q. Kt. 

1 4 . Q. Kt. takes Kt. 

15. Kt. to Q’s 4th. 

16. K. R. to K’s sq. 

17. P. to Q. B’s 3rd. 

18. Q. to K. R’s 5th. 

19. P. to K. Kt.’s 3rd. $ 

20. B. to Q. Kt.’s 3rd. § 

21. Q. R. P. takes B. 

22. Q. R. to Q. R’s 5th.^ 

23. K. R. P. takes P. 

24. Kt. to K. B’s 5th.** 

25. P. to Q. Kt.’s 4th. 

26. Q. to K. Kt.’s 4th.tt 

27. Q. takes K. P. 

28. R. takes Q. 

29. Q. R. to Q. B’s 5th. 

30. Kt. to Q’s 6th. 

31. Q. R. to K. B’g5th. 

32. Kt. takes R. 

33. Kt. to Q’s 4th. 

34. K. to Kt.’s 2nd. 


* Good play, threatening to move K. Kt. to Kt.’s 5th, which might 
oost the Black a Piece. 

t Correctly played ; by this simple move he utterly disconcerts the 
meditated attack on his K. R. P, 

X Had Black, instead of this move, taken K. B. P. with his Kt,, the 
opponents, by capturing K. B. P. with Bishop (giving check at the same 
time), would have obtained a winning jmsition. 

§ Far better than playing P. to K. R’s 4th, in which case Wliite would 
have moved the B. to Q’s 7th, attacking the Rook. 

11 By this move the Bristolians appear to have weakened their game. 

This Rook is admirably posted. 

** A fine position for the Kt. also. Had the Kt. remained at Q’s 4th, 
White might have taken him with K’s Bishop, and then by playing Q. to 
K. B’s 3rd, would have won a Pawn. 

ff Threatening to win the Queen by checking with the Kt. at K. R’s 6th. 

Xt for the necessity of making this defensive move, there is every 
probability that the Bristol players would have acquired the better game. 
If, however, instead of moving the King, they had proceeded with their 
attack, playing Q. to Q. Kt.’s 6th, their adversary would have moved his 
Q. R. to Q. B’s 5th, and afterwards checked with Kt., and thus have 
been enabled at least to draw the game. 

§§ This is stronger than B. to Q. Kt.’s 3rd. 

nil These moves are to bring the King within reach of the adverse 
Pawn Q’s side. 
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35. K. to B’s 2nd. 

36. P. to Q. Ku’s 3rd. 

37. P. to Q. R’s 4th. 

38. P. takes P. 


35. K. to B's 3rd.* 

36. Kt. to K’s 2nd. 

37. P. takes P. 

38. R. to Q. R's 4th, 


The game was resigned as a drawn battle. 


Same III. — Played in Paris by three members of the Chess 
Cercle, MM. llarrwitz, Sasias, and another, in consultation, 
against MM. Kieseritzky, Henderson, and Kling, in the 
Cafe de la Regencc. 


WHITE. (Allies of the Cercle.) 

1. P. to Q’s 4th. 

2. P. to Q. B's 4th. 

3. P. to K’s 4th. 

4. P. takes P.J 

5. K. B. takes P. 

6. K. Kt. to K’s 2nd. 

7. Castles. 

8. Q. to Kt.’s 3rd. 

9. B. takes B. 

10. Q. takes Q. Kt, P, 

11. Q. to R’s Oth. 

12. Q. Kt. to B’s 3rd. 

13. Q. takes Q. 

14. P. to K. B’s 4th. 

15. K. to K’s sq. 

16. P. to K. R’s 3rd. 

17. P. takes P. 

18. Q. B. to K. Kt.’s 5th. 

19. Q. R. to Q’s sq. 

20. P. to Q. Kt.'s 3rd. 

21. B. takes Q. Kt. 

22. K. R. to B’s 3rd. 

23. K. Kt. to K. B’s 4th. 

24. Q. Kt. takes Kt. 

25. R. takes R. 

26. R. to Q’s 8th (ch.) 

27 Kt. to Q’s 5th. 


BLACK. (Allies of the Cafe.) 


1. 

P. 

to Q’s 4th. 

2. 

P. 

takes P. 

3. 

P. 

to K. B’s 4th.t 

4. 

Q. 

B. takes P. 

5. 

K. 

Kt. to B’s 3rd. 

C. 

Q. 

B. to K’s 5th. 

7. 

Q. 

Kt. to B’s 3rd. 

8. 

B. 

to Q’s 4th. 

9. 

Q. 

takes B. 

10. 

Q. 

Kt. takes Q. P.§ 

11. 

P. 

to K’s 4th. 

12. 

Q. 

to her B’s 3rd. 

13. 

Kt 

. takes Q. 

14. 

B. 

to Q. B’s 4th (ch.) 

15. 

Castles on K’s bide. 

16. 

Q. 

R. to K’s sq. 

17. 

Q. 

Kt. takes P. 

18. 

Q. 

R. to K’s 3rd. 

19. 

Q. 

Kt. to B’s 5th. 

20. 

Q. 

Kt. to K’s 6th 

21. 

Q. 

R. takes B. 

22. 

K. 

R. to K’s sq. 

23. 

Kt 

. to K’s 5th. 

24. 

K. 

R. takes Kt.|] 

25. 

B. 

takes R. 

26. 

K. 

to B’s 2nd. 

27. 

R. 

to Q’s 5th. 


♦ This appejirs to be the only move by which Black can prevent his 
opponents obtaining a “ passed ” Q. R. P. 

t This leads to the objectionable defence of Mr. Schwartz, which has 
been previously examined. 

X Bishop takes Fawn would be likewise good play. 

§ Very neatly played. 

H It would have been better perhaps to have taken this Kt. with the 
Queen’s Rook. 
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R. to Q’s 7th (ch.) 

28. 

K. to his 3xd 

29 

R. to K’s 7th (ch.) 

29. 

K. takes Kt. 

30. 

R. takes B. 

30. 

R. to K’s 5th. 

31. 

R. to Q's 3rd (ch.) 

31. 

K. to Q. B’s 3rd. 

32. 

K. to R’s 2nd. 

32. 

R. to K's 7th. 

33. 

P. to Q. R’s 3rd, 

33. 

P. to Q. R's 4th. 

34. 

P. to K. R’s 4tb. 

34. 

R. to K’s 5th. 

35. 

K. to R’s 3rd. 

35. 

K. to Q. Kt.’s 4th 

36. 

P. to K. Kt.’s 4tli. 

36. 

P. to Q. B’s 4th. 

37. 

K. to Kt.’s 3rd. 

37. 

P. to Q. R’s 5th. 

38. 

P. takes P. (ch.) 

38. 

K. takes P. 

39. 

R. to Q’s 7th. 

39. 

P. to Q. B’s 5th. 

40. 

R. takes K. Kt. P. 

40. 

P. to Q. B’s 0th. 


The players of 

the Black i 

men win. 

Game IV. — Botwocn M. 

St. Amant and Mr. Staimtoa 

WHITE. (M. St. A.) 


BLACK. (Mr. S.) 

1. 

P. to Q’s 4th. 

1. 

P. to Q’s 4 til. 

2. 

P. to Q. B’s 4th. 

2. 

P. to K’b 3rd. 

3. 

Q. Kt. to B’s 3rd. 

3. 

K. Kt. to B’s 3rd. 

4. 

K. Kt. to B’s 3rd. 

4. 

P. to Q. R’s 3rd, 

5. 

P. to Q. B’s 5th. 

5. 

K. B. to K’s 2nd. 

6. 

Q. B. to K. Kt.’s 5th.* 

6. 

Castles. 

7. 

P. to K’s 3rd. 

7. 

P. to Q. Kt.'s Srd.f 

8. 

P. to Q. Kt.’s 4th. 

8. 

Q. B. to Q. Kt.’s 2nd. 

9. 

Q. B. takes Kt. 

9. 

B. takes B. 

10. 

K. B. to Q’s 3rd. 

10. 

P. to Q. R’s 4th. 

11. 

P. to Q. R’s 3rd. 

11. 

Kt. to Q’s 2nd.J 

12. 

Q. B. P, tiikes P. 

12. 

P. takes P. 

13. 

Castles. 

13. 

Q. to K’s 2nd.§ 

14. 

Q. to her Kt.’s 3rd.|| 

14. 

P. takes P. 

15. 

P. takes P. 

15. 

K. R. to Q. B’s sq. 

16. 

B. to Q. Kt.’s 5th. ^ 

16. 

Kt. to K. B’s sq. 


♦ It has been previouhly remarked that the Q. B. in these games can 
seldom be advantageou&ly played to the King^s side. 

t This appears the only safe and effectual way of bringing the Queen’s 
Bishop into play. 

X Tlireatening to gain a Pawn. 

§ A much better move than advancing the King’s Pawn one 
which would have cost Black at least a Pawn. (c. //.) 

11. P. to k’s 4th. 

12. P. takes P. 12. Kt. takes P. 

13. Kt. takes Kt. 13. B. takes Kt. 

14. B. takes K. R. P. (ch.) 14. K. takes B. 

15. Q. to K. R’s 5th (ch.) 15. K. to Kt«’c sq. 

16. Q. takes B., &c. 

11 Well played^ 

i Abetmom 
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17. K. R. to Q. B’s sq. 

18. B. to K^s 2 nd. 

19. Kt. to Q. Kt.’s 5th 

20. K. Kt. to K's sq. 

21. P. to K. B's 4tli. 

22 . K. to B^s 2 nd. 

23. K. Kt. to B’s 3rd. 

24. Q. R. takes R. 

25. B. takes B. 

26. B. to 3rd. 

27. Kt. to K’s 5th. 

28. Kt. to Q. B’s 6 th. 

29* * * § Kt. takes B. (ch.) 

30. B. takes Kt. 

31. Q. to Kt.’s 2nd. 

32. R. to Q. Kt.’s sq. 

33. Q. to her B’s 2 nd. 

34. P. to K. R’s 4th. 

35. R. to K. R’s sq. 

36. Q. to K’s 4th. 

37. K. to Kt.’s 3rd. 

38. R. to K. R*s sq. 

39. Q. to her Kt.’s 7th 

40. K. to R’s 3rd. 

41. R. to K. Kt.’s sq. 

42. Q. to her Kt.’s 8 t) 

43. Q. to K. B’s 8 th. 

44. P. to K. Kt.’s 3 rd. 

45. R. to Q. R’s sq.J 

46. R, takes U. 

47. Q. takes Q. Kt. P. 

48. Q. to her Kt.’s 7th. 

49. Q. to K’s 4th. 

50. Q. to K’s so. 

51. Q. to her R’s sq. (eh ) 

52. Q. to her B’.s sq. 

53. K. to R’s 2 nd. 

54. P. to K. B’s 5th. 

55. K. to R’s 3 rd. 

56. P. takes P. (ch.) 

And White 


17 Kt. to K. Kt.’s Srd. 

18. Q. to her sq. 

19. B. to K’s 2 nd. 

20 . B. to Q. R’s 3rd.* 

21. Kt. to R’s 5th. 

22. Kt. to K. B’s 4th. 

23. B. takes Q. Kt. 

24. R. takes Q. R. 

25. Kt. to Q’s 3rd. 

26. P. to Q. Kt.’s 4th. 

27. Kt. to Q. B’s 5th. 

28. Q. to her 3rd. 

29. Q. takes Kt. 

30. Q. P. tHkes B.f 

31. R. to Q. R’s 5th. 

32. Q. to her R’s 2 nd. 

33. P. to K. Kt.’s 3rd. 

34. Q. to K’s 2nd. 

35. Q. takes Q. Kt. P. 

36. Q. to her Kt.’s 7th (ch.l 

37. R. to Q. R’s 7th. 

38. P. to Q. Kt.’s 5th. 

39. P. to K. R’s 4th. 

40. P. to Q. B’s (itli. 

41 . Q. to K. B’s 7th. 

42. K. to R’s 2nd. 

43. Q. takes K. P. (ch.) 

4 1 . R. to Q. R’s 2nd. 

45. Q,. tak(*s Q,. P.§ 

40. Q. takes R. 

17. (4. to K. Kt.’s 8 tl\. 

48 . K. to Kt.’s 2rid. 

49. Q. to her B’s 4th. 

50. P. to Q. B’s 7th. 

51. K. to R’s 2 nd. 

52. Q. to K. B’s 4th (ch.) 

53. Q. to her 6th. 

54. Q. to K’s 7th (ch.) 

55. Q. to lier 8th. 

56. P. takes P. 
surrendered. 


* From this |)oint the game is in Black’s favour, 

t Black proi)crly takes with the Q. P., foreseeing, in the event of the 
capital Pieces being changed off, that a White passed P. on the Q. Kt.’s 
file, would be out of reach of his King. 

X High praise is due to White for the pertinacious ingenuity with 
which he 8trugi>lod to draw the game, 

§ Brtid he taken the K., White would have drawn the game. 
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Ohaptee IL 
IRREGULAR OPENINGS 

Those methods of commencing the game, in which the first 
or second player mores otheru^'ise than 1 . or 

2. p are usually designated “ Irregular.” Without 

assenting to the propriety of this distinction, I have thought 
it advisable, for the sake of perspicuity, to adopt a general 
and well known classification in preference to arranging these 
peculiar dehuts imder separate and less familiar heads. 

Of the “ Irregular Openings,” tl e most important are, — 
First, the different modes of defence which Black may adopt 
in answer to your 1st move of 1. L Ks -ith ^ when he declines 

playing 1 . p tj, 4th ’ also, viz. : ^ • p. to a b \ 4th’ 

^•inrQ7«h’ ^• p.toaKt.’. 3,d? together with 

^• p.toK. B-, 4 th ’ '“d ^- p. toQ.B->ith - “ reply to 1. ; 

and Secondly, two ways of beginning the contest, which are 

at your command, beside the customary 1 . or 

I , Yi;5 . — ^ and 1. . 

The present Chapter shall be devoted to the consideration 
of the irregular defences in question, and the next to the 
examination of these two unusual systems of attack. The 
leading authorities to consult upon these openings are — Bertin 
(1735); Ponziani (1782), p. 78; Lolli, pp. 134. 140; Coch- 
rane, p. 261; La Bourdoniiais, p. 114; Mouret (1838); 
Jaenisch, 1st vol., pp. 42 — 59, 74; Lewis (1844), and the 
German “ Ilandbueh.” 

GAME THE FIRST. 

The French Game. 

Throughout the whole of the preceding Chapters of this 
work which treat of the opening on the King's side. Black's 
reply to your first move, of 1. P. to K’s 4th, has invariably 
been 1. P. to K's 4th also; and this mode of defence has sub- 
jected him, in every case, to an attack of more or less i&tensity 
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011(1 duration, according to tlie particular course you have 
afterwards chosen to pursue. It is needful now to direct 
attention to those defences by which, as far as present ex- 
perience teaches us, the advantage of the first move is soonei 
neutralized, and the combatants are placed upon a fairer foot- 
ing of equality at starting. 

WHITE. BLACK. 

1. P. to K’s 4tb. 1. P. to K’s 3rd. 

This manner of defence brings us nearer to the form of the 
ancient game, before the innovation in the march of the Pawn 
was introduced, than Jiny other, and by nullifying the advan- 
tage of the first move, gives a higher tone and character to 
the game than it possesses while chance is an admitted element 
in the struggle. 

2. P. to Q*s 4th (best) 2. P. to Q’s 4th. 

You can also answer with 2. P. to K. B's 4th, as in thr 
variation. 

3. P. takes P. (best) 3. P. takes P. 

If, instead of taking the P., you play 3. P. to K's 6tfc, iX'Si 
game will be in favour of Black; for example, — 

3. P. to K’s 5th. 3. P. to Q. IVs 4th, 

4. B. to Q. Kt.’s 5th (ch.) 4. Q. Kt. to B’s 3rd. 

5. B. takes Kt. (ch.) 5. P. takes B. 

(In place of taking the Kt., you may play 5. P. to Q. B’s 3rd, but be 
still obtains an advantage.) 

6. P. to Q. B’s 3rJ. 6. Q. to her Kt. s 3rd. 

7. K. Kt. to B’s 3rd. 7. Q. B. to Q. R’s 3rd. 

8. Q. Kt. to Q’s 2nd. 8. P. takes Q. P. 

9. P. takes P. 9. P. to Q. B’s 4th. 

10. Q. Kt. to his 3rd. 10. P. takes Q. P. 

11. K. Kt. takes P. 11. K. B. checks. 

12. B. to Q’s 2nd. 12. K. Kt. to K’s 2nd. 

13. K. Kt. to K’s 2rid. 13. Kt. to Q. B’s 3rd. 

14. P. to K. B’s 4tli. 14.^ Q. to K’s 6th. 

15. Q. Kt. to B's sq. 15. Castles. 

He has a manifest advantage. 

(See also the Illustrative Games at the end of the Chapter.) 

4. P. to Q. B's 4th. 4. K. B. checks. 

If 4. P. takes P., you reply with 5. K. B. takes P., and on his 
then playing 5. B. to Q’e 3rd, the game is quite equal. 

5. B. to Q’s 2nd. 6. Q. K’s 2nd (cm. ; 

2 B 
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Interposing the Q, Kt. is not so good for you. {e, gJ) 

5. Q. Kt. to B's 3rd. 

6. Q. to her Kt.*8 3rd. 

7. K. Kt. to B’a 3rd. 

8. B. to Q’s 2nd. 

9. P. to Q. R’s 3rd. 

10. K. B. takes P. 

11. Q. takes Q. B. 

12. B. to K»8 3rd. 

13. P. takes B. 


5. K. Kt. to B*s 3rd. 

6. Q. Kt..to B's 3rd 

7. Q. B. to K^s 3rd. 

8. Castles. 

9. P. takes P. 

10. Q. B. takes B. 

11. R. to K^s sq. (ch.) 

12. B. takes Kt. (oh.) 

13. K. Kt. to Q's 4tL 


He has an embarrassing attack upon you. 


5. Q. to K’s 2nd. 5. Q. B. to K’s 3rd. 

6. P. takes P. 6. B. tiikcs B. (cL.) 

7. Q. Kt. takes B. 7. B. takes P. 

Ike game is equal. 


Variation, 


Beginning at Whites 2nd move. 


WHITE. 

1. P. to K‘s 4th. 

2. P. to K. B’s 4th, 

3. P. takes P. 


BLACK. 

1. P. to K's 3rd. 

2. P. to Q's 4th. 

3. P. takes P. 


You can also advance your I 
lowing: — 

3. P. to K’s ,5th. 

4. K. Kt. to B’s 3rd. 

5. P. to Q. B’s 3rd, 

6. Q. Kt. to R’s 3rd. 

7. U. Kt. to B’s 2nd. 

8. P. to Q’s 4th. 

I prefer 


1. P. to K’s 5th, as in the fol 

3. P. to Q. B’s 4th. 

4. Q. Kt. to B’s 3rd. 

5. P. to K. B’s 3rd. 

6. K. Kt. to R's 3rd. 

7. K. B. to K’b 2nd. 

8. Ca&tles. 
bis game. 


4. K. Kt. to B's 3id. 4. P. to Q. IVs 4th, 

5. P. to Q‘s 4lh. 5. Q. Kt. to B's Srd, 


To check with your B. would be unavailinjj. 


6. P. to Q. B's 3rd. 

7. Q. B. to K’s 3rd. • 

8. Q. to her Kt.’s 3rd. 

9. Q. takes Q. 


6. K. Kt. to B’s 3rd. 

7. Q. to her Kt.’s 3rd 

8. (i. Kt. to B’s 4th. 

9. P. takes Q. 


Instead of exchanging Queens you may play, — 

9. K. B. checks. 9. B. to Q’s 2nd. 

10. B. takes B. (ch.) 10. K. Kt. takes B. 

There is little advantage on either side, hut I like the disposition of bis 

forces. 
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10. K. B. checks. 10. Q. B. to Q's 2ud. 

11. B. takes B. (ch.) 11. K. Kt. takes B. 

The game is even. 


GAME THE SECOND. 

The Sicilian Game. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to Q. B's 4th. 

In the opinion of Jaenisch and the authors of the German 
“Handbuch,” witli which I coincide, this is the best possible 
reply to the move of 1. P. to K*s 4th, “ as it renders the for- 
mation of a centre impracticable for White and prevents every 
attack.” This defence is found in the earlier Italian works, 
and has been luialysed by Philidor in the second edition (1777) 
of his treatise. In the ajipendix to Sarratt's translation of 
Damiano, Lopez, and Salvio, mention is made of some games 
at this opening, which the author had received as an extract 
from an old Italian MS. Sarratt has given us neither the 
name of the writer nor the date of the MS., but merely says: 
‘"These games are extracted from a scarce and valuable MS., 
which has been obligingly commiuiicated to the editor by 
E. Morris, Esq., M.P., indisputably one of the ablest chess- 
players of the present day. Tliis opening is called the 
"GlUOCO SiCILIANO.’ ” 

In answer to this move you have several ways of playing. 
You may move 2. K. Kt. to B's 3rd, which Major Jaenisch 
formerly thought yom' best ; or 2. P. to G's 4th, which he now 
prefers; or 2. P. to K. B's 4th; or 2. V. to Q. B’s 4th; or 

2. P. to Q. Kt.’s 4th. The present game shall be devoted to 
the examination of the first of these, and the consequences of 
the others shall bo shoAMi in Games the Third, Fom-th, Fifth, 
and Sixth. 

2. K. Kt. to B's 3rd. 2. P. to K's 3rd. 

He con likewise play 2. Q. Kt. to B’s 3rd, and proceed thus:-^ 

2. Q. Kt. to B's 3rd. 

3. P. to Q's 4th. 3. P. takes P. 

4. Kt. takes P. 4. P. to K's 4th. 

5. K. Kt. to B’s 3rd. 3. K. Kt. to B's 3rd* 

2 B 2 
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(Taking his Kt. would perhaps be imprudent^ from its drawing his side 
Pawns to the centre, but 5. K. Kt. to Q. Kt.'s 3rd would prevent his 
B. taking the customary station at Q. B's 4th, and would cramp his 
game a little.) 

6. K. B. to Q’s 3rd. 6. B. to Q. B’s 4th. 

And the game is even. 

8. P. to Q*s 4th. 3. P. to Q*s 4th. 

4. P. takes Q. P. 4. K. P. takes P. 

5. P, t( Q. B's 4th. 5. P. takes Q. P, 


Your can check with your B., instead of throwing forward the 
Q. B. P., and equalise the game ; for iiistiince,— 


5. B. to Q. Kt.’s .5th (ch.) 

6. Q. B. to K’s 3rd. 

7. K. Kt. takes P. 

8. P. to Q. B’s 4th. 

9. K. B. takes P. 

10. Q. Kt. to B’& 3rd. 

11. Castles. 

12. P. takes B. 


5. Q. Kt. to B's 3rd. 

6. P. takes P. 

7. Q. B. to Q^s 2nd. 

8. P. takes P. 

9. K. B. checks. 

10. K. Kt. to K's 2nd. 

11. B. takes Q. Kt. 

12. Castles. 


The advantages are pretty equally balanced. 


6. P. takes Q. P. 

7. Q. takes P. 

8. Kt. takes Q. 

t. Kl. to (i. Kt.'s 3rd. 

10. H. to Q. B‘s 4th. 

11. Ciistles. 


6. Q. takes P. 

7. Q. takes Q. 

8. K. B. to Q. B’s 4tli, 

9. B. to Q. Kt.'s 3rd. 

10. K. Kt. to B’s 3rd. 

11. Castles. 


Equal game. 


GAME THE THIRD. 


WHITE. BLACK. 

1 . P. to K’s 4th. 1. P. to Q. B's 4th, 

2. P. to Q’s 4th. 2. P. takes P. 

If he move 2. P. to K’s 3rd, you can play the P. on to Q’s 5th. 

3. Q, takes P. 3. Q. Kt. to B’s 3rd 

Instead of taking the P. you have a choice of two other moves, 
viz., 3. K. Kt. to B's 3rd, or 3. K. B. to Q. B’s 4th, w^hich it 
may be well to examine ; suppose then, in the first place, — 
3. K. Kt. to B's 3rd. 3. P. to K's 4th. 

(He can obtain a perfectly equal game also by giving up the P., and playing 
P. to K's 3rd, and 4 , P. to Q's 4th, instead of bringing out his Kt.) 
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4. B. to Q. B»8 4tli. 4. K. Kt. to B'b 3rd. 

(Tbe “ Handbuch*' suggests 4. K. B. to K^s 2nd, as Black's best mo?e. 

5. K. Kt. to his 5th. 5. P. to Q’s 4th. 

6. P. takes P. 6. P. to K. R's 3rd. 

7. Kt. to K. B's 3rd. 7. Q. B. to K. Kt.'s 5th. 

8. P. to K. R's 3rd. 8. Q. to her B's 2nd. 

9. P. takes B. 9. Q. takes B. 

10. Kt. takes K. P. 10. Q. takes Q. P. 

11. Castles. 11. B. to Q's 3rd. 

12. B. to K. B's 4th. 12. Castles. 

13. P. to Q. B's 4th. 13. Q. to K's 5th 

14. Q. to K. B’s 3rd. 14. Q. takes Q. 

15. P. takes Q. 15. Q. Kt. to B’s 3rd. 

16. Kt. takes Kt. 16. B. takes B. 

The game is even, for White dare not take the Q. P. 

, This variation is taken from the ** Handbuch the first 12 moves arc 
the opening of a game between Mr. Cochrane and the writer. 

In the second place, — 

• 3. B. to Q. B’s 4th. 3. P. to K’s 4th. 

4. P. to K. B's 4th. 4. Q. Kt. to B’s 3rd. 

5. K. Kt. to B’s 3rd. 5. K. Kt. to B's 3rd. 

6. Q. to K’s 2nd. 6. B. to K’s 2nd. 

(If you take the P., at move 6., with your Kt., he takes Kt. with Kt. 
and then checks with his Q. at her R’s 4th, &c.) 

7. Castles, 7. P. to Q’s 3rd. 


His position is preferable. 

4. Q. to her sq. 4. K. Kt. to B's 3rd. 

The “ Handbuch” proposes 4. P. to K. B's 4th for Black, fol- 
lowing it out thus : — 

4. P. to K. B's 4th. 

5. P. takes P. 5. K. Kt. to B’s 3rd. 


(He can also check with his Q., and take the P.) 

6. P. to K. Kt.’s 4th. 6. Q. checks. 

7. Q. Kt. to B’s 3rd. 7. P. to K. R's 4th. 

(If you interpose the Q. B. P. instead of the Kt., he checks at K's 4th, and 
on your playing, for the best, Q. B. to K’s 3rd, he moves Q. to K's 
5th, &c.) 

8. P. to K. Kt.'s 5th. 8. K. Kt. to K’s 5th, 

9. a. to her 3rd. 9. Kt. takes Q. Kt. 

10. P. takes Kt. 10. P. to Q’s 3rd. 

11. B. to K. R’s 3rd. 11. Kt. to K’s 4th. 

12 Q. to her 2nd. 12, Q. B. to Q’s 2nd* 

Black has the better game. 
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5. a Kt. to B’s 3rd. 5. P, to K’s 8i*d. 

6. Q. B. to K. Kt’s 5th. 6. K. B. to K’s 2nd. 

The game appears to be equal. 


GAME THE FOURTH. 

WHITE. BLACK. 

1. P. to K*s 4th. 1. P. to Q. B's 4th. 

2. P. to K. B's 4th. 2. P. to K's 3rd. 

In reply to your advance of the K. B. P., he may also play 

2. Q. Kt. to B's 3rd, as in the variation. 

3. K. Kt. to B's 3rd. 3. P. to Q's 4th. 

The “ Handbuch” recommends for you 3. B. to K's 2nd, ia 
preference to bringing out the Kt. 

4. P. to K's 5th. 4. Q. Kt. to B's 3rd. 

You can take the P. instead of passing it, but the opening 
will still be rather imfavourable for you. (e. ff.) 

4. P. takes Q. P. 4. P. takes P. 

5. B. to K's 2nd. 5. K. B. to Q's 3rd. 

6. P. to Q. B’.s 3rd. 6. Q. Kt. to B's 3rd. 

7. P. to Q's 3rd. 7. Q. to her B’s 2nd. 

He has the better game. 

6. P. to Q. B's 3rd. 5. P. to K. B's 3rd. 

6. K. B. to Q's 3rd. 6. K. Kt. to K’s 3rd. 

7. K. B. to Q. B's 2nd. 7. Q. to her Kt.’s 3rd. 

Black has the advantage. 


'Variation, 

Beginning at Black's 2nd move. 


WHITE. 

1. P. to K’s 4th. 

2. P. to K. B’s 4th. 

3. K. Kt. to B’s 3rd. 

4. B. to K’s 2nd. 


BLACK. 

1 . P. to Q. B’s 4th. 

2. Q. Kt. to B’s 3nL 

3. P. to K's 3rd. 

4. P. to Q's 4th. 


Your 4th move is advised by the authors of the “ Handbuch.’* 
The usual play has been 4, P. to Q. B’s 3rd, or as Philidor 
proposes, 4. P. to Q's 4th. In the latter case, his best reply 
appears to be 4. P. to Q’« 4th, and your position is inferior to 
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his. If you play the former move, 4. P. to Q. B’s 3rd, the 
game is one of difficulty for both parties, but he acquires a 
situation which is less assailable than yours, {e. g.) 

4. P. to Q. B’s 3rd. 4. P. to Q's 4th. 

5. P. to K’s 5th. 5. P. to K. B’s 3rd. 

6. Q. Kt. to R’s 3rd. 6. K. Kt. to R’s 3rd. 

(If you play 6. B. to Q’s 3rd, the position is the same as one we have 
previously been looking at.) 

7. Q. Kt. to Q. B’s 2nd. 7. Q to her Kt.’s 3rd. 

8. P. to Q's 4th. 8. Q. B. to Q’s 2nd. 

Black will presently play his Q. R. to B’s sq., and castle afterwardsi 
having a good game. 

5. P. to Q’s 3rd. 5. P. takes P. 


This is the mode of play given in the “ Handbuch,” from 
whence these moves are fcikeii, but I think Black’s best policy, 
in similar situations, is not to exchange his men, but to de- 
velope his game as rapidly as possible. 5. P. to K. Kt.’s 3rd, 
followed by K. B. to K. Kt.'s 2n(l, would greatly strengthen 
his game, by preventing the advance of your Pawns on the 
King’s side, and by bringing his K. B. into commanding play. 

6. P. takes P. 6. Q. takes Q. (ch.) 

7. B. takes Q. 7. ” — - - 

8. Q. Kt. to B’s 3rd. 8. 

9. Q. B. to K’s 3r(l. 9. 

The game is even. 


K. Kt. to B’s 3rd. 
Q. B. to Q’s 2nd. 
Castles. 


GAME THE FIFTH. 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to Q. B’s 4th. 

2. P. to Q. B’s 4th. 2. P. to K’s 3rd. 

I agree in opinion with Major Jaenisch, that this rejoinder of 
yours is objectionable. With two Pawns so circumstanced your 
chief Bishop is absolutely shut in, play him where you '\^'ill ; 
and you can never advance the Q. P. to Q’s 4tli without your 
centre being broken up, while the enemy's remains intact and 
impregnable. Another disadvantage attending the present 
position of your K. P. and Q. B. P., is the facility afforded 
the adversary to post cither his Q. Kt. or K. B. in the very 
heart of your encampment. 
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3. K. Kt. to B’s 3rd. 

4. Q. Kt. to B*s 3rd. 

5. P. to Q's 3rd. 

6. B. to K's 2nd. 


3. Q. Kt. to B’s 3rd. 

4. P. to K. Kt.’s 3rd 

5. B. to K. Kt.’s 2nd 

6. K. Kt. to K’s 2nd. 


I much prefer his j^anie. 


GAME THE SIXTH. 


WHITE. BliACK. 

1. P. to K's 4th. 1 . P. to (cl. E’s 4th. 

2. P. to Q. Kt.’s 4th. 2. P. takes P. 

This mode of attack, which Jaemsch calls “ The Wing Gam- 
bit,” is found in Sarratt; if properly opposed, the result is 
favourable to the second player. 

Black may either take the offered P., as in the text, or 
simply play 2. P. to <i. Kt.’s 3rd, with a safe game. 

3. P. to (i’s 4th. 3. P. to Q s 4th. 


He can also play 3. P. to K'g 
(e. g.) 

4 . P. to Q. R’s 3rd. 

5. Q. B. takes F. 

6. Q. R. takes B. 

7. P. to K. B^s 4th. 

8. P. to K^s 5th. 

9. K. Kt. to B’s 3rd. 

He has gained a clear Pawn, wi 


3rd, and frustrate all attack. 

3. P. to K’s 3rd. 

4. P. takes Q. R. P. 

5. B. takes B. 

6. Q. Kt. to B’s 3rd. 

7. P. to Q’s 4th. 

8. K. Kt. to R’s 3rd. 

9. Castles. 

lOut any inferiority of position. 


4. P. to K’s 5th. 4. Q. B. to K. B’s 4th. 

5. P. to Q. B’s 3rd. 5. P. takes P. 

6. Q. B. takes P. 6. Q,. Kt. to B’s 3rd. 


You have no equivalent for the lost Pawn. 


GAME THE SEVENTH, 


WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to Q's 4th. 

The defence of Q. P. ve^'sus K, P., or “ The Centre Counter 
Gambit,” as Major Jaenisch terms it, is not often practised, 
although it presents many features of interest; and if not 
opposed with care and judgment, will frequently turn the 
bCide in feivour of the second player. 
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2. P. takes P. (best) 2* Q. takes P. 

If instead of taking P. with P., you play 2. P. to K’s 5th, the 
opening is shortly resolved into a position of the French 
game which is not advantageous to the first player. Black, 
in place of re-taking the P., may move 2. K. Kt. to B’s 3rd. 
(See Variation I.) 

3. Q. Kt. to B’s 3rd 3. Q. to her sq. (best) 

If you play 3. V. to Q’s 4th, he should answer with 3. P. to 
K’s 4th, or Q. Kt. to B’s 3rd. 

4. P. to Q’s 4th. 4. Q. B. to K. B’s 4th. 

5. K. Kt. to B’s 3rd. 5. P. to K’s 3rd. 

6. K. B. to Q. B’s 4th. 

You have a better opened game. 

Variation I., 

Beginning at Black's 2nd move, 

WHITE. BLACK. 

1. P. to K’s 4th. 1. P. to Q’s 4th. 

2. P. takes P. 2. K. Kt. to B’s 3rd. 

3. B. to Q. Kt.’s 5th (ch.) 3. B. to Q’s 2nd. 

4. K. B. to Q. B’s 4th. 4. P. to Q. Kt.’s 4th. 

Iitstead of 4. P. to Q. Kt.’s 4th, Black might play as follows:— 

4. Q. B. to K. B’s 4th. 

5. Q. Kt. to B’s 3rd. 5. P. to Q. B’s 3rd. 

6. P. takes P. 6. Q. Kt. takes P. 

7. P. to Q’s 3rd. 

Your game is preferable. 

5. K. B. to Q. Kt.’s 3rd. 5. Q. B. to K. Kt.’s 5tlL 

For the result of his playing 5. P. to Q. R’s 4th, see Varia- 
tion II. 

6. P. to K. B’s 3rd. 6. Q. B. to his sq. 

At move 6. you might also play, as given in the “ Chess. 
Player’s Chronicle,” vol. viii. p. 44, — 

6. K. Kt. to B’s 3rd, 6. Kt. takes P. 

7. Q. Kt. to B’s 3rd. 7. Kt. takes Kt. 

8. K. Kt. to K’s 5th. 8. Q. to her 5th. 

(If he take the Q. with either Piece, you mate him at once.) 
d. Q. takes B 9. Q. takes Kt. (ch.) 
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10. K. to B’s sq. 

11. Q. to K. B»8 3rd. 

12. P. to Q’s 3rd. 

And you have 

7. Q. to K’s 2nd. 

8. P. to Q. B’s 4th. 

9. Q. P. takes P. 

10. Q. B. P. takes P. 

11. Q. to K’s 8rd. 


10. P. to K. B^b 4tii. 

11. K. Kt. to Ks 5tli. 

I fine game. 

7. P. to a. R’s 3rd. 

8. P. to Q. B’s 3rd. 

9. Q. Kt. takes P. 

10. Q. Kt. to Q’s 5th. 

11. Q. R. P. takes P. 


If he play 11. Q. B. to K’s 3rd, you still reply with 12. Kt. to 
K’s 2nd. 


12. Kt. to K’s 2nd. 

13. K. takes Kt. 

14. K. R. to Q’s sq. 

15. P. to Q’s 3rd. 

16. P. to Q. R’s 3rd. 


12. Kt. takes Kt. 

13. Q. B. to Q. R’s 3rd. 

14. P. to Q. Kt.’s 5th 

(dis. ch.) 

15. P. to K’s 3rd. 


You have a good game, and a Pawn superiority. 


Vabiation II., 
Beginning at Black's 5th move. 


WHITE. 

1. P. to K’s 4th. 

2. P. takes P. 

8. B, to Q. Kt’s 5th (ch.) 

4 . B. to Q. B’s 4th. 

5. B. to Q. Kt.’s 3rd. 

6. P. to Q. R’s 3rd. 

7. P. to K. B’s 3rd. 

8. Q. Kt. to B's 3rd. 

9. P. to Q’s 3rd. 


BLACK. 

1. P. to Q's 4th. 

2. K. Kt. to B’s 3rd. 

3. B. to Q's 2nd. 

4. P. to Q. Kt.'s 4th. 

5. P. to Q. R’s 4th. 

6. Q. B. to K. Kt.’s 5th. 

7. B. to liis sq. 

8. Q. B. to Q. R’s 3rd. 

9. P. to Q. Kt.’s 5th. 


If he move 9. Q, Kt. to Q’s 2nd, White answers with 

10. Q. B. to K’s 3rd. 


10. Q. R. P. takes P. 10. Q. R. P. takes P. 

11. Q. Kt. to R’s 4th. 11. Q.B.toQ.Kt.’s2n(L 

12. Q. B. to Q’s 2nd. 

Black’s position is inferior.* 


* For an interesting analysis of this opening, see the Berlin Schach- 
Beitung^' for September, 184C. 
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GAME THE EIGHTH. 

The Fianchetto. 

WHITE. BLACK. 

1. P, to K’s 4th. 1. P. to (i. Kt.’s 3rd. 

Black’s present move, which the Italians call “ II Fianchetto 
di Donna,” althonpjh disapproved of by the earlier writers, 
may be made by the second player without harm, if followed 
speedily by P. to K’s 3rd, and P. to Q. B’s 4th. It is not, 
however, so advisable a mode of opening the game for the 
first player as the more customary moves, from its being 
essentially defensive. 

2. P. to Ci’s 4th. 2. Q.B. toQ. Kt.*8 2nd. 

3. K. B. to Q's Srd. 3. P. to K’s 3rd. 

For the consequences of his now playing 3. P. to K. Kt.’s 3rd, 
followed by 4. K. B. to K. Kt.’s 2nd, see tlie variation. He 
may, however, but without advantage, move 3. P. to K. B’s 
4th, instead of tlic move in the text. {e. g.) 

3. P. to K. B^s 4th. 

4. P. takes P. 4. B. takes K. Kt. P. 

5. Q. to K. R^s 5th (ch.) 5. P. to K. Kt.’s 3rd. 

6. P. takes P. 6. B. to K. Kt.’s 2nd. 

(If 6. K. Kt. to B’s 3rd, yon mate him in two moves.) 

7. P. takes P. (dis. ch.) 7. K. to B’s sq. 

8. P. takes Kt., becoming 8. K. takes Q. 

a Q. (ch.) 

9. Q. to K. Kt.’s 4th. 9. B. takes R. 

10. P. to K. R’s 4th. 10. P. to K’s 3rd. 

11. P. to K. R’s 5th. 

You have a better game than he has. 

4. P. to K. B’s 4th. 4. P. to Q’s 4tlu 

If he play 4. P. to K. B’s 4th, you answer with 5. ft. to K’s 
2nd, and soon obtain an advantage. 

5. P. to K’s 5th. 5. P. to ft. B’s 4th. 

6. P. to ft. B’s 3rd. 6. K. Kt. to K. R’s 3rd. 

The game appears to be equal. 

Variation, 

Beginning at Black's Zrd move, 

WHITE. BLACK. 

1. P to K’s 4th. 1. P. to ft. Kt’s 3rd, 

2. P. to ft’s 4th. 2. B. to ft. Kt.’s 2nd. 

8. B. to ft’s 8rd. 3. P. to K. Kt.’s 3rd. 
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4. P. to K. B’s 4th. 4. B. to K. Kt.’s 2ud» 

5. K. Kt. to B’s 3rd. 5. P, to Q’s 3id. 

If he play 5. P. to K’s 3rd, then Jaenisch proceeds thus ; — 


5. P. to K'fe 3rd. 

6. P. to Q. B*s 3rd. 6. P. to Q. B's 4tii, 

7. Q. B. to K’s 3rd. 7. P. to Q's 3rd. 

8. Q. Kt. to Q's 2nd. 8. K. Kt. to K^s 2nd. 

9. Castles. 


With a good game. 


6. Q. B. to K’s 3rd. 

7. P. to Q. B’s 4th. 

8. Q. Kt. to B's 3rd. 

9. Q. to K's 2nd. 

10. Castles on Q’s side. 

11. K. Kt. to his 5th. 

12. B. takes P. 

13. Q. Kt. takes B. 

You 


6. Q. Kt. to Q’s 2nd. 

7. P. to K’s 3rd. 

8. K. Kt. to K’h 2nd. 

9. Castles. 

10. P. to K. B’s 4th. 

11. P. takes K. P. 

12. B. takes B. 


have the better game. 


GAME THE NINTH. 


WHITE. 

1. P. to Q's 4th. 


BLACK. 

1. P. to K. B’s 4th. 


This is a very common defence to the openings on the Queen’s 
side, yet, if properly taken advantage of, the premature 
advance of his K. B. P. may cause Black a good deal of subse- 
quent embarrassment. It is found in Stein’s “ Nouvel Essai 
BUT le Jeu des Echecs,” (1789). (For 1. P. to Q. B’s 4th, see 
the next game.) 

2. P. to Q. B's 4th. 2. K. Kt. to B’s 3rd. 


You might also play 2. P. to 1 
as in Variations I. and II. 

If Black, at his 2nd move, p 
is likely to proceed as follows :■ 

3. P. to Q. R^s 3rd. 

4. Q. Kt. to B’s 3rd. 

5. P. to K. B’s 3rd. 

6. P. takes P. 

7. Q. B. to K. B’s 4th. 

Eren 


’s 4th, or 2, P. to K. R’s 3rd, 
ay 2. P. to K’s 3rd, the game 

2. P. to K’s 3rd. 

3. K. Kt. to B’s 3rd. 

4. B. to K’s 2nd. 

5. P. to Q’s 4th. 

6. P. takes P. 

7. Castles, 
game. 


3. Q. Kt. to B’s 3rd. 

4. Q. B. to K. B’s 4th. 


3. P. to Q’s 3rd. 

4. P. to Q. B’s 3rd. 
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5. P. to K’s t3r(i. 

6. K. Kt. to B*s 3rd. 

7. Q. B. to K. Kt/s 5th. 

8. B. to K. R‘s 4th. 

9. K. Kt. to Q’s 2nd. 

10. B. to K. Kt.’s 3rd. 

Equal 


5. Q. to her B’s 2nd. 

6. K. Kt. to K. R’b 4th, 

7. P. to K. R^s 3rd. 

8. P. to K. Kt.’s 4th., 

9. K. Kt. to B’s 3rd. 

10. P. to K’s 4th. 


Vabiation I., 

Beginning at White's 2nd move, 

WHITE. BLACK. 

1. P. Ic Q‘s 4th. 1. P. to K. B’s 4th. 

2. P. to K’s 4th. 2. P. takes P. 

Your present move first occurred in a game between Mr. 
Ilorwitz and the writer, and seems to be a recommendable 
mode of carrying on the attack. 

If Black refuse to take the P., you can take P. with P., and 
then play K. B. to (i s 3rd. 

3. Q. Kt. to B’s 3rd. 3. K. Kt. to B’s 3rd. 


If he advance the Q. P. to Q’s 4th, you check with the Q., 
and then take the (i. P. 

4. Q. B. to K. Kt.'s 5th. 4. 

5. B. takes Kt. 5. 

G. (i. Kt. takes K. P. 6. 

7. Q. Kt. to K. Kt.’s 3rd. 7. 

8. B. to Q's 3rd. 8. 


P. to Q. B’s 3rd. 
K. P. takes B. 

P. to Q's 4th. 

B. to Q's 3rd. 
Castles. 


I prefer your position. 


Vabiation II., 


Beginning at Wj 
WHITE. 

1. P. to Q’s 4th. 

2. P. to K. R's 3rd. 

3. P. to K. Kt.’s 4th. 

If he take the K. Kt. P., you w 

4. P. takes P. 

6. P. to K’s 4tli. 

6. B. to K’s 2nd. 
r. Q. B. to K. Kt.’8 5th. 


kite's 2nd move, 

BLACK. 

1. P. to K. B’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P, to Q’s 4th (best) 
ill have the better game. (a. y.) 

3. P. takes P. 

4. Kt. takes P. 

5. P. to Cl's 3rd. 

6. P. to K. R's 4th. 

7. P. to K. Kt.'8 3rd. 


You hare the Hdvantage. 
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4. P. to K. Kt.’s 5th. 

5. P. to K. K’s 4th. 

6. P. to Q. B’s 3rd. 

7. K. Kt. to B’s 3rd. 

8. Q. B. to K. B’s 4th. 

9. B. takes B. 


4. K. Kt. to K’s 6th. 

5. P. to Q. B’s 4th. 

6. P. to K’s 3rd. 

7. Q. Kt. to B’s 3rd. 

8. K. B. to Q’s 3rd. 

9. Q. takes B. 


Even game. 


GAME THE TENTH. 

WHITE. BLACK. 

1. P. to Q's 4th. 1. P. to a B’s 4th. 

Black now adopts a move which is given in Ben-Oni,* and 
which occurs in two of the games between M. St. Amant and 
the writer. 

2. P. to Q’s 5th. 2. P. to K’s 4th. 


Your move of 2. P. to Q’s 5th, yields you an immediate 
advantage in position, while taking the P. would only result 


m an even game. 

Instead of 2. P. to K’s 4th, Black may play 2. P. to K. B’k 
4th, as in Ben-Oni, upon which the following moves will pro- 
bably occur : — 


3. Q. Kt. to B’s 3rd. 

4. P. to K’s 4th. 

5. Kt. takes P. 

6. B. to K. Kt’s 5th. 


2. P. to K. B’s 4th. 

3. P. to Q's 3rd. 

4. K. B. P. takes P. 

5. P. to K’s 4th. 

6. Q. to her It’s 4th (ch.) 


[If he interpose either B. or Kt., you have a fine game. (e. gJ) 

6. Kt. or B. to K’s 2nd. 

7. K. B. checks. 7. Q. Kt. or B. to Q’s2nd(bc§t) 

8. Kt. takes Q. P. (ch.), &c,] 


7. P. to Q. B’s 3rd. 7. Q. B. to K. B’s 4th. 

8. Kt. to K. Kt.'s 3rd. 8. B. to K. Kt’s 3rd. 

9. B. to Q’s 3rd. 9. B. takes B. 

10. Q. takes B. 

You have much the better game. 


3. P. to Q. B’s 4th. 3. P. to K. B’s 4th. 

4 . Q. Kt. to B’s 3rd. 4. P. to Q’s 3rd. 

You have the advantage. 


* ** Ben-Oiii» oder die vertheidigungen die Gambit-zage im Schoche, 

voQ Aaron Rdngannmd’ Fiankfort, 1825* 
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Chaptee III. 

GA.ME THE FIRST. 

WHITE. BLACE. 

1. P. to K. B’s 4th. 1. P. to Q’s 4ih. 

This way of opening may be ventured without much danger^ 
and unless it is properly met, will give your adversary some 
trouble ; it is not, however, so advantageous for the first player 
as 1. P. to K’s 4th. 

Black’s best reply appears to be the move in the text, but he 
may play 1. P. to K. B’s 4th also, and equalize the game. (c. y.) 

1. P. to K. 4th. 

2. K. Kt. to B*s 3rd. 2. K. Kt. to B's 3rd. 

3. P. to Q»s 4th. 3. P. to Q's 4th. 

Even game. 

2. K. Kt. to B’s 3rd. 2. Q. B. to K. Kt’s 5th 

He may also play 2. P. to Q. B’s 4Lh, and the game then 
proceeds as follow : — 

2. P. to Q. B’s 4th. 

3. P. to K’s 3rd. 3. Q. Kt. to B’s 3rd. 

4. K. B, to Q. Kt.’s 5th. 4. P. to Q. R’s 3rd. 

(If he play 4. B. to Q’s 2nd, you may castle.) 

5. B. takes Kt. (ch.) 5. P. takes B. 

6. Castles. 6. P. to K’s 3rd. 

7. P. to Q. B’s 4th. 7. K. Kt. to R’s 3rd. 

8. Q. to K’s 2na. 8. K. B. to Q’s 3rd. 

9. Q. Kt. to B’s 3rd. 9. Q. to K's 2nd. 

10. P. to Q. Kt.’s 3rd. 10. P. to K. B’s 3rd. 

11. P. to Q’s 3rd. 11. Castles. 

12. P. to K’s 4th. 12. P. takes K. P. 

13. Q. P. takes P. 13. P. to K’s 4th. 

14. P. to K. B’s 5th. 

You have the advantage. 

The above arc the opening moves of a game played by the 
writer many years ago against the leading amateurs of Bristol. 

3. K. Kt. to K’s 5th. 3. B. to K. B’s 4th. 

4. P. to K. Kt.’s 4th. 4. P. to K’s 3rd. 

Vour third move is thus given by the “ Handbuch,” and in 
Lewis, but I think the attack is needlessly hazardous, and 
that 4. P. to U’s 3rd, or 4. P. to Q B's 4th, would be more 
to the purpose. 

5. P. to K. Kt.’« 5th. 


5. P. to K. B's 3rd. 



384 


0HE88-PI.AY£B*8 HANDBOOK. 


6. Kt. to K. B's 3rd. 

7. Kt. takes P. 

8. P. to K. R’s 4th. 

9. Kt. to K. B’s 3rd. 


6. P. takes P. 

7. K. B. to K’s 2ud. 

8. P. to K. R’s 3rd. 

9. Q. B. to K. Kt.'sSth, 


Black has the better game, owing to your premature attack at 
the 4th move. 


GAME THE SECOND. 

WHITE. BLACK. 

1. P. to Q. B*s 4th. 1. P. to Q. B’s 4th. 

This is an opening which may bo adopted with perfect secu- 
rity, either by the first or second jilayer. 

The move recommended by modem authors for Black’s 
reply is 1 . P. to K’s 4th, and we have then of course the 
same position as if Black had commenced the game with 
1. P. to K's 4th, and you had replied with 1. P. to Q. B’s 4th, 
with this difh'rence, that in the present instance you have the 
advantage of the move^ a circumstance which seems to have 
escaped the notice of some writers, since, with a strange 
inconsistency, they cany on the game from tliis position, and 
decide it in favour of the defending player, who is a move 

behind ; while in the “ Sicilian Game,” 1. p to q when 

the position is reversed, and you have Black’s position, and 
in addition the advantage of the move, you can barely make 
an even game. For the effect of his defending with 1. P. to 
K’s 4th, see the variation. 

2. P. to K. B's 4th. 2. P. to K. B's 4th. 

These moves are extracted from the “ Ilandbuch.” Jaenisch 
gives for your second 2. P. to K’s 4th, pursuing the game as 
follows : — 

2. P. to K's 4th. 2. P. to K's 4th. 

(f prefer 2. P. to K’s 3rd for your 2nd move.) 

3. P. to Q's 3rd. 3. P. to Q's 3rd. 

4 . P. to K. B's 4th. 4. K. Kt. to B's 3rd. 

5. K. Kt. to B's 3rd. 5. Q. Kt. to B's 3rd. 

The game is even. 

3. P. to Q’s 3rd 3. K. Kt. to B’s 3rd. 

4. Q. Kt. to B’s 3rd. 4 . P. to Q’s 3rd, 
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6 P. to K’s 4th. 

6. K. Kt. to B’s 3rd. 

7. B. to Q’s 2nd. 

8. P. to Q. R's 3rd. 

9. P. to K. Kt.’s 3rd. 

10. Q. Kt. to Q’s 5th. 

11. Q. B. P. takes Kt. 


5. Q. Kt. to B’s Srd. 

6. P. to K’s 4th. 

7. Q. to K’s 2nd. 

8. P. to K. Kt.’s 3rd. 

9. K. B. to Kt.’s 2iid. 

10. Kt. takes Kt. 

11. Q. Kt. to Q's 5th. 

12. Q. B. P. takes Kt 


12. Kt. takes Kt. 

Equa. game. 


Variation, 

Beginning at Blades 1^^ move. 


WHITE. 

1. P. to Q. B’s 4th. 

2. Q. Kt. to B's 3rd. 

3. P. to K’s 3rd. 


BLACK. 

1. P. to K’s 4th. 

2. P. to K. B’s 4tli. 

3. K. Kt. to B’s 3rd. 


The “ Handbucli” and Lewis give you 3. P. to Q’s 4tli, 
following it thus, — 


3. P. to Q’s 4th. 
i. P. to Q’s 5th. 

5. P. to Q’s 6*th. 

6. P. to Q. B’s 5th. 

7. P. takes P. 

8. Q. Kt. to ll’s 4th. 

9. Kt. takes P. 

10. B. to Q’s 2nd. 

11. Kt. takes Q. R, 

12. Q. takes B. 

13. Q. to Q’s sq. 


3. P. to K’s 5th. 

4. P. to Q. B’s 3rd. 

5. Q. to K. B’s 3rd. 

6. P. to Q. Kt.’s 3rd. 

7. Q. R. P. takes P. 

8. B. takes Q. P. 

9. B. cheeks. 

10. Q. takes Q. Kt. P. 

11. B. takes B. (ch.) 


1 2. Q. takes R. (ch.) 

13. Q. takes Q. R. P, 
Black has the better game by far. 


4. P. to Q’s 4th. 4. P. to K’s 5th. 

5. K. Kt. to R’s 3rd. 

You have the advantage in position. 

For additional examples of this fine opening, see the lUus- 
Games at the end of the Chapter. 


2c 
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GAMES 

ILLUSTRATIVE OF THE PRECEDING ANALYSES. 
(From the Cheis*Player*s Chronicle.) 

Game L — In a match between the Paris and Westminster 
Chess Clubs. 


WHITE. (Westminster.) 

BLACK. (’Paris.) 

1. 

P. to K’s 4th. 

1. P. to K’s 3rd. 

2. 

P. to Q’s 4th. 

2. P. to Q’s 4th. 

3. 

P. takes P. 

3. P. takes P. 

4. 

K. Kt. to B’s 3rd. 

4. K. Kt. to B’s 3rd. 

5. 

K. B. to Q’s 3rd. 

5. P. to Q. B’s 4th. 

6. 

Q. to K’s 2nd (ch.)* 

6. K. B. to K’s 2nd. 

7. 

P. takes P. 

7. Castles. 

8 . 

Q. B. to K’s 3rd. 

8. K. R. to K’s sq. 

9. 

K. B. to Q. Kt.’s 5th. 

9. Q. Kt. to B’s 3rd. 

10. 

Kt. to Q’s 4th. 

10. B. takes P. 

11. 

B. takes Kt.f 

11. P. takes B. 

12. 

P. to Q. B's 3rd. 

12. B. takes Kt. 

13. 

P. takes B. 

13. P. to Q. B’s 4th. 

14. 

Q. to her 3rd. 

14. Q. to her Kt.’s 3rd. 

15. 

Castles. 

15. Q. B. to R’s 3id. 

16. 

Q. to her Kt.’s 3rd. 

16. Q. takes Q. 

17. 

P. takes Q. 

17. B. takes R. 

18. 

K. takes B. 

18. Kt. to his 5th. 

19. 

P. takes P. 

19. Kt. takes B. 

20. 

P. takes Kt. 

20. K. R. takes P. 

21. 

Kt. to Q’s 2nd. 

21. Q. R. to K’s sq. 

22. 

P. to K. Kt.'s 4th. 

22. K. R. to Q’s 6tli. 

23. 

R. takes Q. R P. 

23. R. takes Kt. 

24. 

P. to Q. Kt.’s 5th. 

24. K. R. takes Q. Kt. P. 

25. 

P. to Q. Kt.’s 6th. 

25. P. to Q’s 5th. 

26. 

P. to Q. Kt.’s 7th. 

26. P. to Q’s 6th. 

27. 

R. to Q. R’s 8th. 

27. K. to B’s sq. 


And White surrendered. 


Game II. — 

Between Messrs. Szen and Boncourt. 

WHITE. (Mr. S.) 

BLACK. (M. B.) 

1. P. to K’s 4th. 

1. P. to K’s 3rd. 

2. P. to Q’s 4th. 

2. P. to Q’s 4th, 

3. P. takes P. 

3. P. takes P. 


♦ This move was the primanr cause of all Whitens subsequent diffi- 
culties. 

t If they had taken Kt, with Kt., Black would have played Q. to 
her Ku’s 3rd. 
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4. 

P. 

to Q. B’s 4th. 

4. 

K. Kt. to B’s 3rd. 

5. 

a 

Kt. to B’s 3rd. 

5. 

K. B. to Q. Kt.’s 5th. 

6. 

p. 

to Q. R’s 3rd. 

6. 

B. takes Kt. (ch.) 

7. 

p. 

takes B. 

7. 

Kt. to K’s 5th. 

8. 

Q 

to her Kt.’s 3rd. 

8. 

P. to Q. B’s 3rd. 

9. 

K. 

, B. to Q's 3rd. 

9. 

Castlet?. 

10. 

K. 

, Kt. to K’s 2nd. 

10. 

P. takes P. 

n. 

K. 

, B. takes P. 

11. 

P. to Q. Kt.’s 4tl. 

12. 

K. 

B. to Q’s 3rd. 

12. 

Q. B. to K. B’s 4tli. 

13. 

Q. 

to her B’s 2nd. 

13. 

R. to K’s sq. 

14. 

Castles. 

14. 

B. to K. Kt.’s 3rd. 

15. 

Kt 

:. to K. B’s 4th. 

15. 

K. Kt. to Q’s 3rd. 

16. 

Kt 

;. takes B. 

16. 

K. R. P. takes Kt. 

17. 

Q. 

B. to K. B’s 4th. 

17. 

Q. Kt. to R’s 3rd. 

18. 

K. 

R. to K’s sq. 

18. 

Q. to Q’s 2nd. 

19. 

P. 

to Q. R’s 4th. 

19. 

Q. Kt. to B’s 2nd. 

20. 

Q. 

B. takes K. Kt. 

20. 

Q. takes B. 

21. 

R. 

takes R. (cli.) 

21. 

R. takes R. 

22. 

P. 

takes P. 

22. 

P. takes P. 

23. 

R. 

takes P. 

23. 

R. to K’s 8th (eh.) 

24. 

B. 

to his sq. 

24. 

Q. to lier B's 3rd. 

25. 

Q. 

to her 2nd. 

25. 

R. to Q. Kt.’s 8th. 

26. 

Q. 

to her 3rd. 

26. 

R. to Q. B's 8th. 

27. 

Q. 

R. to his 3rd. 

27. 

Kt. to Q’s 4th. 

28. 

Q. 

to K. B’s 3rd. 

28. 

P. to K. B’s 3rd. 

29. 

Q. 

to her 3rd. 

29. 

Kt. to K. B’s 5th. 

30. 

P. 

to Q’s 5th. 

30. 

Q. takes Q. P. 

31. 

Q. 

takes Q. (ch.) 

31. 

Kt. takes Q. 

32. 

P. 

to K. Kt.’s 3rd. 

32. 

Kt. takes Q. B, P. 


Black wins. 


Game III. — Between MM. 

WHITE. (M. K.) 

1. P. to K's 4 th. 

2. P. to K. B^s 4th.* 

3. P. takes P. 

4. P. to Q’s 4th. 

5. P. takes P.f 

6. K. B. checks. 

7. Q. to K's 2n(l (ch.) 

8. K. Kt. to B*s 3rd. 

9. Q. B. to K’s 3rd. 

10. Q. B. takes B. 


;. Amant and Kiescritzky. 

HLACK. I'M. St. A.) 

1. P. to K’sSrd. 

2. P. to Q’s 4th, 

3. P. takes P. 

4. P. to Q. B’s 4th, 

5. K. B. takes P. 

6. Q. Kt. to B’s 3rd. 

7. K. Kt. to K’s 2nd. 

8. Q. B. to K. Kt.’8 5th. 

9. Q. to her Kt.’s 3rd. 

10. Q. takes Q. B. 


* This is not so good a reply as P. to Q’s 4th. 
t P. to Q. B’s 4th, or K. Kt. to B’s 3rd, is better, because tho 
present move brings the adverse B. into powerful play. 

2 ; 0 2 
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11. Q. Kt. to B's 3rd. 

12. Castles on Q's side. 

13. B. to Q’s 3rd.* 

14. P. to K. R’s 3rd. 

15. P. to K. Kt.’s 4th. 

16. Q. takes B. 

17. Q. to her 4th. 

18. P. to Q. R’s 3rd. 

19. Q. to her 3rd. 

20. K. R. to K’s sq. 

21. Kt. to Q’s 4th. 

22. Kt. to Q. Kt.’s 3rd. 

23. Kt. to K’s 2nd. 

24. P. takes P. 

25. Q. to Q. B’s 3rd. 

26. Q. to Q. Kt.’s 4th.t 

27. Q. to Q. R’s 4th. 


11. Castles on K*8 sile« 

12. Q. R. to Q’s sq. 

13. K. to R’s sq. 

14. B. to K. B’s 4th. 

15. B. takes B. 

IG. Kt. to Q. Kt.’s 5ll(. 

17. Q. to R’s 4th. 

18. Q. Kt. to B’s 3rd. 

19. P. to Q. R's 3rd. 

20. P. to Q. Kt.’s 4th. 

21. P. to Q. Kt.’s 5th. 

22. Q. to B’s 2nd. 

23. P. takes P. 

24. Kt. to Q. R’s 4th. 


28. P. to K. B’s 5th. 


25. Kt. to Q. B’s 5th. 

26. R. to Q. Kt.’s sq. 

27. K. R. to Q. B’s sq« 

28. Q. to K’s 4th.t 


The game was prolonged for many moves, but finally won by Black. 


Game IV. — Between Me Donnell and La Bourdonnais. 


WHITE. (Me D.) 

1. P. to K’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P. to Q’s 4th. 

4. Kt. takes P. 

5. Q. takes Kt. 

6. K. B. to Q. B’s 4th. 

7. Q. Kt. to B's 3rd. 

8. Q. to her sq. 

9. Castles. 

10. K. to R’s sq. 

11. P. takes P. 

12. K. B. to Q’s 3rd. 

13. Q. to K. R’s 5th. 

14. B. takes R. 

15. Q. tekes B. P. 

16. Q. to her 5th (ch.) 


BLACK. (La B.) 

1. P. to Q. B’s 4th. 

2. Q. Kt. to B’s 3rd. 

3. P. takes P. 

4. Kt. takes Kt.§ 

5. P. to K’s 3rd. 

6. K. Kt. to K’s 2nd. 

7. Kt. to Q. B’s 3rd. 

8. K. B. to Q. B’s 4th, 

9. Castles. 

10. P. to K. B’s 4th. 

11. R. takes P. 

12. R. to K. B’s sq. 

13. R. to K. B’s 4th. II 

14. P. takes B. 

15. P. to Q’s 3rd. 

16. K. to R’s sq. 


• Threatening to take the K. R. P. (ch.), and if the K. took the B. 
to check with the Kt. at bis 5th. 

+ Badly played, as it enables Black to strengthen his attack without 
losing time. 

t Overlooking the obvious move of Kt. to Q. Kt.’s 3rd, which wins at 

once. 

$ Tliis is not so good as P. to K’s 4th, 

{| He appears to have no better move. 
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17. B. to K. Kt/g 5th. 

18. Kt. to K»8 4th. 

19. Q. to her Kt.’s 3rd. 

20. Q. R. to K’b sq. 

21. P. to Q. R’g 4th. 


17. Q. to K. B’s eq. 

18. Kt. to Q. Kt’s 5th. 

19. Q. B. to K. B’s 4th. 

20. Q. B. to Q’s 2nd. 

And White wins. 


Game V. — Between Messrs* Cochrane and Staunton 


WHITE. (Mr. C.) 

1. P. to K's 4th. 

2. P. to Q»s 4th. 

3. Q. takes P. 

4. Q. to her sq. 

5. K. B. to Q. B's 4th. 

6. K. Kt. to B's 3rd. 

7. Castles. 

8. Q. Kt. to B’s 3rd. 

9. P. to Q. R’s 3rd.t 

10. K. B. to Q’s 5th. 

11. B. takes Kt. 

12. K. Kt. to K’s sq. 

13. P. to K. R's 3rd. 

14. K. to R’s sq. 

15. K. Kt. to Q's 3rd. 

J 6. P. to K. B's 4th. 

1 7. Q. to K. B’s 3rd. 

18. P. takes K. B. P. 

19. P. to K. Kt.’s 4th. 

20. Q. to K. Kt.'s 2nd.J 

21. Q. to K. R's 2nd. 

22. Q. to K. Kt.’s 2nd. 

23. Q. to K. R’s 2nd. 

24. Kt. to K's sq. 

25. R. takes B. 

26. K. to Kt.’s 2nd. 


BLACK. (Mr. R.; 

1. P. to Q. B’s 4th. 

2. P. takes P. 

3. Q. Kt. to B’s 3rd. 

4. P. to K’s 4th. 

5. K. Kt. to B’s 3rd. 

6. K. B. to Q. B’s 4th.* 

7. Castles. 

8. P. to K. R’s 3rd. 

9. P. to Q. R’s 3rd. 

10. P. to Q’s 3rd. 

11. P. takes B. 

12. Kt. to his 5th. 

13. Kt. to K. B’s 3rd. 

14. Kt. to K. R’s 2nd, 

16. B. to Q. R’s 2nd, 

16. Q. to K. R’s 5th. 

17. P. to K. B’s 4th. 

18. Q. B. takes P. 

19. Kt. to his 4th. 

20. Kt. takes K. R. P. 

21. Q. takes K. Kt. P. . 

22. Q. to K. R's 5th. 

23. P. to K’s 5th. 

24. K. B. to K. Kt.’B 8th. 

25. Kt. to B’s 7th (ch.) 

26. B. to K. R’s 6th (ch.) 


And White resigned. 


* Had he taken the K. P., White would have taken the K. B. P. with 
his B., checking, and then played Q. to her 5th. 

t With the intention of advancing the Q. Kt. P. and removing the 
adverse Kt. from the support of the K. P. 

t If White had ventured to take the Kt,, Black would have played the 
Q. B. to K’s 5th, winning the Q. 
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Game VI, — ^Bettreen the same players. 


BLACK. (Mr. S.) 

1. P. to Q. B’s 4th. 

2. P. takes P. 


WHITE. (Mr. C ) 

1. P. to K's 4th. 

2. P. to Q's 4th. 

3 K. Kt. to B’s 3rd. 

4. K. B. to Q. B’s 4th. 

5. K. Kt. to Kt.’s 5th. 

6. P. takes P. 

7. K. Kt. to B's 3rd. 

8. P. to K. R’s 3rd. 

9. P. takes B. 

10. Kt. takes K. P. 

11. Castles. 

12. B. to K. B’s 4th. 

13. R. to K's sq.* 

14. P. toQ. B^s4th. 

15. B. to Q’s 2nd. 

16. Kt. to Q's 3rd. 

17. B. takes R. 

18. Q. to K. B*s 3rd. 

19. B. to Q’s 2nd. 

20. P. to K. Kt.^8 5th. 

21. B. takes P. 

22. B. to K. B^s 4th. 

23. Kt. takes B. 


3. P. to K’s 4th. 

4. K. Kt. to B’s 3fd. 

5. P. to Q’s 4th. 

6. P. to K. R’s 3rd- 

7. Q. B. to K. Kt.’s 5th. 

8. Q. to her B’s 2nd. 

9. Q. takes B. 

10. Q. takes Q. P. 

11. B. to Q's 3rd. 

12. Castles. 

13. R. to K*8 sq. 

14. Q. to her R’s 4th* 

15. Q. to her B’s 2nd. 

16. R. takes R. (ch.) 

17. Q. takes P- 

18. Q. Kt. to B’s 3rd* 

19. R. to K’s sq. 

20. P. takes P, 

21. Q. Kt. to Q. Kt.'8 5th.4 

22. B. takes B. 

23. Q. to her B’s 8th (ch.) 

24. Q. takes Q. Kt. P. 


24. K. to R’s 2nd. 

White abandoned the game. 


Game VII. — ^Between Messrs. Horwitz and StauntxDo. 


WHITE. (Mr, H.) 

. P. to K’s 4th. 

2. K. B. to Q. B’s 4th. 

3. Q. Kt. to B’s 3rd. 

4. P. to K. B’s 4th. 

5. P. to Q. R’s 4th. 

6. K. Kt. to B’s 3rd. 


BLACK. (Mr. S.) 

1. P. to Q. B's 4th. 

2. P. to K’s 3rd. 

3. Q. Kt. to B’s 3rd. 

4. P. to Q. R's 3rd. 

5. P. to K. Kt.’s 3rd. 

6. K. B. to K. Kt.’s 2nd. 


• P. to Q. B’s 4th would, perhaps, have been better play, 
f* Black might also have secured the game thus : — 

21. Q. takes Kt. 

22. Q. takes Q. 22. R. to K’s 8th (ch.) 

23. Q. to K. B’s sq. 23. B. to K. R’s 7th (ch.) 

24. K. takes B. 24. R. takes Q. 

Locking up White’s remaining Pieces, and ivinning eaEil/. 
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7. Castles. 

8. P. to Cl’s 3rd. 

9. Q. to K’s sq. 

10. Q. B. to K’s 3rd. 

11. P. to K. R’s 3rd. 

12. P. to K’s 5th. 

13. P. to Q’s 4th. 

14. Kt. takes P. 

15. P. to Q. Kt.’s 3rd. 

16. Q. to K. B’s 2nd. 

17. Q. R. to Q’s sq.§ 

18. B. takes Kt. 

19. Q. to K’s 2nd. 

20. B. to K. B’s 2nd.** 

21. R. to Q’s 3rd. 

22. K. R. to Q’s sq. 

23. P. to K. Kt.’s 3rd. 

24. K. to R’s 2nd. 

25. Q. R. to Q's 2nd. 


7. K. Kt. to R’s 3ra. 

8. P. to K. B’s 4th. 

9. Castles.* 

10. P. to Q. Kt.’s 3rd. 

11. Q. Kt. to K’s 2nd.t 

12. Q. B. to Kt.’s 2ud. 

13. P. takes P. 

14. Q. to her B’s 2nd. 

15. Q. Kt. to B's 3rd. 

16. Q. R. to Q. Kt.’s sq.^ 

17. Kt. takes Kt. 

18. B. to Q. B’s sq.|| 

19. Q. to her Kt.’s 2nd.f 

20. Kt. to K. B’s 2nd. 

21. K. R. toK’ssq. 

22. B. to K. R’s 3rd.tt 

23. K. B. to his sq. 

24. Q. to B’s 3rd.Jt 

25. B. to Q. Kt.’s 5th. 


* ’This game is opened with remarkable care and pruden *e on both 
sides. 

t Threatening to win a Piece shortly, by advancing the Q. P. two 
squares. 

X Imperative, for preserving the Kt. P. 

§ He might have gained three Pawns for a Piece by taking the K. P. 
with his Kt. 

II The only move to save the P., for Q. to her B’s 3rd would have been 
unavailing. 

^ Black is driven to this abject defence for a time to preserve his Pawns. 

** Well played. To under.stand the merit of this move, the student 
should observe that during the whole of the attack and defence on the 
Q's side, Black has been looking for that moment to throw forward his 
Q. P., when White, by taking it en passant, would expose an unprotected 
Piece to the range of the Black K. B. Hitherto White has very cleverly 
thwarted him, and effectually prevented his advancing the P. benehcially; 
but now, having his Q. R. bearing on the file, he changes his tactics, and 
seemingly affords his adversary the very opportunity desired ; since if 
Black at this point plays on his Q. P., White cannot take it in passing 
without losing his Kt. Upon looking into the position, however, it will 
be seen that if Black throws forward his Q. P., White, instead of taking it 
e» passant, would simply take it with his Kt. ; and if the Kt. were taken, 
would win the adverse Queen by the check of the Bishop. 

tt An important move, far better than playing the Bishop to his square 
at once, because it compels his adversary to make a move in some degree 
prejudicial to his game. 

Xt Black has now an irresistible position. He threatens to gain a 
Piece by pushing on the Q. Kts P., and also to play his B. to Q. Kt. 
end. 
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26. B. to Q’b 4th. 

27. B. takes B. 

28. R. to Q^s 6th.* 

29. P. takes Kt. 

30. P. takes P. 

31. K. B. takes P. 

32. B. takes P. 

33. R. to Q’s 3rd. 

34. R. takes Q. 

35. B. takes P. (oh.) 

36. P. to CPs 7th. 

37. P. to K. R's 4th. 

38. B. to Q. B’s 4th. 

39. B. takes B. 

40. K. to R’s 3rd. 

41. R. to Q. B’s 6th. 

42. R. to B’s 7th (ch.) 

43. R. to Q. B’s 4th. 


26. B. takes Kt. 

27. P. to Q. Kt.^8 4tli. 

28. Kt. takes R. 

29. B. to Q. Kt.’s 2nd,t 

30. P. takes P. 

31. Q. takes Q. B. 

32. B. to K. B’s 6th. 

33. B. takes Q. 

34. K. R. to Q’s sq. 

35. K. to B’s sq. 

36. B. to Q. Kt.’s 4th. 

37. B. takes P. 

38. B. to Q. Kt.’s 4th. 

39. R. takes B. 

40. P. to K. R’s 4th. 

41. K. to Kt.’s 2nd. 

42. K. to R’s 3rd. 

43. K. R. to Q’s 8th. 

44. Q. R. to Q’s 4th. 

45. Q. R. to Q’s 7th (cli.') 

46. Q. R. to Q’s 5th. 

47. Q. R. takes P. 

48. K. R. to Q’s 5th. 


44. P. to Q. Kt.’s 4th. 

45. K. to Kt.’s 2nd. 

46. K. to B’s 3rd. 

47. R. to Q. B’s 8th. 

48. K. to his 3rd. 

And after a few more moves, White surrendered. 


Game VIII.— Between the same players. 

WHITE. (Mr. H.) BLACK. (Mr. S.) 


1. P. to K’s 4th. 

1. P. to Q. B’s 4th. 

2. P. to K. B’s 4th. 

2. P. to K’s 3rd. 

3. K. Kt. to B's 3rd. 

3. Q. Kt. to B’s 3rd. 

4. P. to Q. B’s 4th. 

4. P. to Q’s 3rd. 

5. K. B. to K’s 2nd. 

5. K. Kt. to K’s 2nd. 

6. Castles. 

6. K. Kt. to his 3rd. 

7. P. to Q’s 3rd. 

7. K. B. to K’s 2nd. 

8. Q. Kt. to B’s 3rd. 

8. B. to K. B’s 3rd. 

9. Q. to K’s sq. 

9. P. to Q. R’s 3rd. 

10. K. to R’s sq. 

10. (’astles. 

11. Q. B. to K’s 3rd. 

11. Q. R. to Kt.’s sq. 

12. P. to Q. R’s 4th. 

12. Kt. to Q’s 5th. 

13. K. B. to Q’s sq. 

13. Q. B. to Q's 2nd.t 


♦ The ingenuity of desperation; he sacrifices “the ezchango/' fot 
the purpose, if possible, of playing his Q. to K’s 5th. 
t He would evidently have lost the game by taking the Bishop. The 

E resent move not only gives White no time to plant his Q. at the K’s 5tlu 
ut prevents another very dangerous move, viz., R. to Q’s 5th. 

X It would, perhaps, We been prudent to return the Kt. to Q. B’s 
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14. Q. B. takes Kt. 

15. Q. Kt. to K's 2iid. 

16. Q. B. P. takes P. 

17. P. to Q. R* * * § s 5th. 

18. P. to K. B’s 5th. 

19. P. to K. Kt’s 4th. 

20. K. K. to Kt.’s sq. 

21. B. to Q. Kt.’s Srd.f 

22. K. R. to Kt.’s 2nd. 

23. P. to Q. R’s 6th. 

24. P. to K. Kt.’s 5th. 

25. Q. to K. R’s 4th. 

26. Q. R. to K. B’s sq § 

27. K. R. to Kt.’s 3rd. 

28. B. takes K. B. P.Ij 

29. Q. to K. R’s 5th. 

30. Kt. to R’s 4th. 

31. R. to K. R’s 3rd. 

32. Q. to Kt.’s 4th. 

33. Q. to Kt.’s 2nd. 

34. Kt. takes P. (ch.)Jt 

35. P. takes R. 

36. Q. takes R. 


14. P. takes B. 

15. P. to Q. Kt.’s 4th, 

16. P. takes P. 

17. P. to K’s 4th.* 

18. Kt. to K’s 2nd. 

19. Kt. to Q. B’s 3rd. 

20. B. to K. Kt.’s 4tli. 

21. B. to K's 6th. 

22. Q. R. to his sq. 

23. Kt. to Q. Kt.’s sq. 

24. K. to R’s sq.J 

25. Q. R. takes P. 

26. Kt. to Q. B’s 3rd. 

27. Kt. to Q. Kt.’s 5th. 

28. K. R. takes B. 

29. Q. to K. Kt.’s sq.^f 

30. P. to Q’s 4th.** 

31. P. to K. Kt.’s 3rd.tt 

32. Kt. takes Q. P. 

33. Q. P. takes P. 

34. R. takes Kt. 

35. R. takes R. (ch.) 

36. Kt. to B’s 7th (ch.)§§ 


* Black’s necessity to sustain the doubled Pawn gave White an oppor- 
tunity of opening a powerful attack on the King’s side. 

t Very well played. 

X A little examination will show that this was indispensable. 

§ White plays here with becoming care and foresight. He knew well 
the importance of getting his K. R. to Kt.’s 3rd, with the object ol 
afterwards placing it behind the Q. on the R’s file, and he saw the diffi- 
culty of accomplishing it while Black’s B. could be played to K. B’s 
7tli, a move effectually barred by the Q. R. being stationed at K. B’s sq. 

II This is an error. White forgot that on pushing forward his Kt. P 
as he meditated. Black could exchange Queens. His best move, we 
believe, was P. to K. B’s 6th, from which many beautiful variations 
spring. He might also have played K. R. to his 3rd, and in eithe»» ease 
would have had an irresistible attack. 

% Played with the conviction that White, overlooking the Q. R. in 
reserve, would dash at a mate with his Kt. 

** TTiis may be called “ The game move.” By bringing tbe banished 
Rook into operation at the proper moment. Black completeh paralyses his 
opponent’s attack. 

tt Leaving White nothing but to retreat. 

Xt He would obviously have lost his Q. had he taken the doubled P, 
with her. 

$§ We have here one of those positions, whera the young player, 
flushed with success, is too apt to suffer a victory within his reach to 
(dude him. Niue out of ten inexperienced amateurs would now snatch af 
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37. Q. takes Kt. 

37. B. takes Q. 

38. R, takes P. (ch.) 

38. Q. takes R. 

39. P. takes Q. 

39. K. takes P. 

40. K. to Kt.^s 2nd. 

40. P. to K’s 6th, 

41. K. to B’s 3rd. 

41. B. to Q. B’s 3rd (dh-) 

42. K. to Kt.’s 4th. 

42. P. to Q’s 6th. 

White resigns. 

Game IX. — Between the same players. 

WHITE. (Mr. H.) 

1. P. to K’s 4th. 

BLACK. (Mr. S.) 

1. P. to Q. B’s 4th. 

2. P. to Q. B’s 4th. 

2. P. to K’s 3rd. 

3. P. to K. B’s 4th. 

3. P. to Q’s 3rd. 

4. K. Kt. to B’s 3rd. 

4. K. Kt. to R’s 3rd. 

5. K. B. to K’s 2nd. 

5. P. to K. Kt.’s 3rd. 

6. P. to K. R’s 3rd. 

6. P. to K. B’s 4th. 

7. P. to K’s 5th. 

7. Q. Kt. to Q. B’s S.-u. 

8. P. takes P. 

8. B. takes P. 

9. P. to Q’s 3rd. 

9. Q. to B’s 2nd. 

10. Q. to her 2nd. 

10. Castles. 

11. Castles. 

11. K. Kt. to B’s 2nd. 

12. Q. Kt. to B’s 3rd. 

12. P. to Q. R’s 3rd. 

13. K. to R’s sq. 

13. Q. R. to Kt.’s sq. 

14. P. to Q. Kt.’s 3rd. 

14. P. to Q. Kt.’s 4th.* 

15. P. takes P. 

15. P. takes P. 

16. P. to Q’s 4th. 

16. Q. Kt. to R’s 2nd.t 

17. P. takes P. 

17. B. takes Q. B. P. 

18. Q. B. to Kt.’s 2nd. 

18. K. R. to Q's sq. 

19. Q. to B’s 2nd.^ 

19. B. to K’s 6th. § 

20. P. to Q. Kt.’s 4th. 

20. Q. B. to Kt.’s 2nd. II 


the R., conceiving the check with the Kt. sheer loss of time; and would 
be astounded to learn that they had lost the game by their impetuosity. 
Let us suppose Black to have played in this manner : — 

36. B. takes R. 

37. Q. to B's 6th (ch.) 37. Q. to Kt.'s 2nd, 

38. Q. to her 8th (ch.) 38. Q. to Kt.'s sq. 

39. P. to K. Kt.'s 7th (ch.) 39. K. must take P. 

40. Q. to K. B^s 6th. 

Mate ! ! 

* This move was not sufficiently considered. B. to Q’s 2nd would 
have been better play. 

t By taking the Q. P. he would have lost two Pawns for one. 

t If properly taken advantage of, this move should have lost the game. 

$ With the intention of winning the Kt. by playing the P. to Q. Kt.’s 
5th. 

{] It would have been better olay to take the K. B. P., we tliiixk. 
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21. 

Q. to Kt.’s 3rd. 

21. 

Q. takes K. B. P. 

22. 

Q. takes K. P. 

22. 

K. R. to K’s sq. 

23. 

Q. to K. B'i 6fh.* 

23. 

Q. to K. R’s 3rt]. 

24. 

Kt. takes Q. Kt. P. 

24. 

B. takes K. Kt.t 

25. 

R. takes B. 

25. 

B. to K. Kt.’s 4th. 

26. 

Q. to her B’s 3rd. 

26. 

Kt. takes Kt. 

27. 

B. takes Kt. 

27. 

R. takes B.J 

28. 

P. to Q. R’s 4th. 

28. 

Q. R. to K’s 4th. 

29. 

P. to Q. Kt.’s 5th. 

29. 

B. to Q’s 7th. 

30. 

Q. to her B's 6th. 

30. 

Q. R. to K’s 3rd. 

31. 

Q. to B’s 4th. 

31. 

B. to Q. R’s 4th. 

32. 

B. to Q. B’s 3rd. 

32. 

R. to K’s 5th. 

33. 

Q. to her B’s 5th. 

33. 

B. takes B. 

34. 

Q. takes B. 

34. 

Kt. to K’s 4th. 

35. 

Q. to Kt.’s 3rd (ch.) 

35. 

K. to Kt.’s 2nd. 

36*. 

Q. to Kt.’s 2nd. 

36. 

Q. to K. R’s 5th. 

37. 

P. to Q. R’s 5th. 

37. 

K. to R’s 3rd. 

38. 

K. R. to B’s sq. 

38. 

Kt. to K. Kt.’s 5th, 

39. 

Q, to her 2nd (ch.) 

39. 

K. to R’s 4th. 

40. 

K. to Kt.’s sq.§ 

40. 

Kt. to K’s 6th. 

41. 

K. R. to Q. Kt.’s sq. 

41. 

Kt. to Q. B’s 5th. II 

42 . 

Q. to K. B’s 2nd. 

42. 

Q. to K. Kt.’s 4th. 

43. 

P. to Q. R’s 6th. 

43. 

R. to K’s 7th. 

44. 

Q. to B’s 3rd (ch.) 

44. 

K. to R’s 3rd. 

45. 

P. to Q. R’s 7th. 

45. 

Kt. to Q. Kt.’s 3rd. 

46. 

P. to Q. R’s 8th (becoming a Q.) 

46. 

Kt. takes Q. 

47. 

R. takes Kt. 

47. 

Q. takes K. Kt. P. (ch.' 

48. 

Q. takes Q. 

48. 

R. takes Q. (ch.) 

49. 

K. takes R. 

49. 

R. takes R. 

50. 

K. to B’s 3rd. 

50. 

K. to Kt.’s 4th, 

51. 

K. to his 3rd. 

51. 

K. to R’s 5th. 


♦ Threatening to win at least a Piece by playing Q. Kt. to Q^s 5th 
next move. 

t If he had taken the Q. Kt., White would have won the game by 
moving K. B. to Q. B’s 4th. 

X Black has now the advantage of a Kt. for a P., quite sufficient, with 
ordinary care, to win the game. 

$ Intending to take the Kt. (checking) next move, 

II Instead of this move he should have taken the K, Kt. P. with his 
Kt., and then he must have won easily, (e. g,) 

41. Kt. takes K. Kt. P. 

42. Q. takes Kt., or (A.) 42. Q. R. to K's 6th. 

And White cannot save tne game. 

(A.) 

42. Q. to her sq. (ch.) 42. R. to K’s 7th, &c. 

White has many ways of playing besides the two given, bnt none which 
can preveiut the ultimate loss the game. 
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62. 

P. to Q. Kt.’s 6th. 

52. 

P. to 

K. Kt.’s 4th- 

63. 

P. to Kt.’s 7th. 

53. 

R. to 

Q. Kt.’s sq. 

64. 

K. to B’s 3rd. 

54. 

P. to 

K. R’s 4th. 

,66. 

K. to Kt.’s 2nd. 

55. 

P. to 

Kt.’s 5tL. 

66. 

P. takes P. 

56. 

R. P. 

takes P. 

67. 

R. to Kt.’s 5th. 

57. 

P. to 

B’s 5th. 

58. 

K. to B’s 2nd. 

58. 

P. to 

B’s 6th. 

59. 

R. to Q. Kt.’s sq. 

59. 

K. to 

Kt.’s 4th. 

60. 

K. to Kt.’s 3rd. 

60. 

K. to 

B’s 4th. 

61. 

R. to Kt.’s 4th. 

61. 

K. to 

his 4th. 

62. 

R. takes P. 





Drawn game. 


Qa.me X. — Between V, H. der Laza and Mr. H. of Berlin. 


WHITE. (Mr. H.) 

1. P. to K^s 4th. 

2. P. takes P. 

3. K. B. checks. 

4. B. to Q. B's 4th. 

5. B. to Q. Kt.'s 3rd 

6. P. to K. B's 3rd. 

7. Q. Kt. to B's 3rd.* * * § 

8. Q. Kt. to K's 4th. 

9. B. takes Kt. 

10. K. Kt. to K's 2nd. 

11. K. Kt. to B’s 4th. 

12. Q. Kt. to K. Kt.’s 3rd. 

13. K. Kt. to K’s 2nd. 

14. P. to Q's 4th. 

15. K. Kt. takes Q. P. 

16. Q. takes B. 

17. Q. B. to K. B’s 4th.t 

18. Q. to her 3rd. 

19. K. to B’s 2nd. 

20. B. to K’s 3rd.§ 

21. Q. takes R. 

22. Q. takes Q. 

23. P. takes P. 

24. K. R. to Q’s sq. 

25. K. R. to Q’s 2nd. 


BLACK. (V. H. d. L.) 


1. 

P. 

to Q’s 4th. 

2. 

K. 

Kt. to B’s 3rd. 

3. 

B. 

to Q’s 2nd. 

4. 

P. 

to Q. Kt.’s 4th. 

5. 

B. 

to K. Kt.’s 5th. 

6. 

B. 

to his own sq. 

7. 

P. 

to Q. Kt.’s 5th. 

8. 

Kt 

;. takes P. 

9. 

Q. 

takes B. 

10. 

P. 

to K. B’s 4th. 

11. 

Q. 

to her Kt.’s 4th. 

12. 

P. 

to K’s 4th. 

13. 

K. 

B. to Q. B’s 4th.t 

14. 

P. 

takes P. 

15. 

B. 

takes Kt. 

16. 

Castles. 

17. 

Q. 

Kt. to B’s 3rd. 

18. 

K. 

R. to K’s sq. (ch.) 

19. 

Q. 

to Kt.’s 3rd (ch.) 

20. 

R. 

takes B. 

21. 

P. 

to K. B’s 5th. 

22. 

P. 

takes Kt. (ch.) 

23. 

Q, 

R. P. takes Q. 

24. 

B. 

to K. B’s 4th. 

25. 

K. 

to B’b 2nd. 


* Instead of this move, he ought to have played Q. to K's 2nd. 

t By this move, White is deprived of the power to castle. 

^ He has perhaps no better move in his present bad position. 

§ To avoid the shutting up of his K. R.» he is oblig^ to sacrihce two 
minor Pieces for a R. and P. 
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26. 

P. 

;o K. Kt.’s 4th. 

26. 

B. to K’s 3rd. 

27. 

P. 

to Q. R’s 3rd. 

27. 

P. takes P. 

28. 

P. 

takes P. 

28. 

Kt. to K’s 4th. 

29. 

K. 

to Kt.’s 3rd. 

29. 

P. to K. R’s Sri. 

30. 

K. 

to R’s 4th. 

30. 

Q. R. to his 5th. 

31. 

K. 

R. to K’s 2nd. 

31. 

Kt. takes K. Kt. P. 

32. 

P. 

takes Kt. 

32. 

R. takes P. (ch.) 

33. 

K. 

to R’s 5th. 

33. 

R. to Kt.’s 4th (ch.) 

34- 

K. 

, to R’s 4th. 

34. 

R. to Kt.’s 5th (ch.)' 




Drawn game. 



Game XI.- 

-Between the 

same players. 

WHITE. (Mr. II.) 

BI 

ACK. (V. H. d. L.) 

1. 

P. 

to K’s 4th. 

1. 

P. to Q’s 4th. 

2. 

P. 

takes P. 

2. 

K. Kt. to IPs 3rd.t 

3. 

B. 

checks, t 

3. 

B. to Q’s 2nd. 

4. 

B. 

to Q. B’s 4th. 

4. 

P. to Q. Kt.’s 4 til. 

5. 

B. 

to Q. Kt.’s 3rd. 

5. 

B. to K. Kt.’s 5th.§ 

6. 

P. 

to K. B’s 3rd. 

6. 

B. to his own sq. 

7. 

Q. 

to K’s 2nd. II 

7. 

P. to Q. R’s 3rd. 

8. 

P. 

to Q. B’s 4th. f 

8. 

P. to Q. B’s 3rd. 

9. 

Q. 

Kt. to B’s 3rd,** 

9. 

P. takes Q. P. 

10. 

P. 

takes Q. P.ft 

10. 

B. to Q. Kt.’s 2iJd. 


* Here Black proffered to make the fjarae drawn, remarking that ho 
might perhaps win by venturing R. to K. B's 5th. 

f It is with this move the Centre Gambit begins : if, instead of playing 
the Kt., the first player takes the P. with his Q., he is obliged by Q. Kt. 
to B’s 3rd, to retreat his Q., which is followed by Q. P. two* * * § ** , taid his 
opponent has the superior game. 

X It may be remarked here, that if the first player wishes to avoid the 
complicated manoeuvres of this Gambit, and prefers giving up the gained 
P., which will probably be the case in actual games, he should play for 
his 3rd move Q. P. two ; and, when the Kt. takes the gambit P. bring 
K. Kt. to B’s 3rd. 

§ Black might play P. to Q. R's 4th (and White must answer witfi 
P. to Q. R^s 3rd), then Q. B. to K. Kt.^s 5th, then Q. B. to his own sq., 
and afterwards B. to Q. R'a 3rd, by which he acquires another position, 
presenting new difficulties for the defence of the gambit P., which are not 
easily got over. 

II Tliis is better than the move of the Kt. in the last game. 

^ Better than P. to Q. R’s 4th, as in the first of these games 

** He might also take Q. B. P. with Q. P. 

tt If Q. B. P. takes Q. Kt. P., Black plays — 

10. P. to Q’s 5th. 

11. Q. Kt. to K's 4th. 11. P. to Q's 6th. 

12. Kt. takes Kt. (ch.) 12. K. Kt. P. takes Kt 
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u. 

Q. to K’s hth.* 

11. 

Q. Kt. to Q’s 2ud. 

12. 

Q. to her 4th. 

12. 

Q. to her Kt.’s SrJ.f 

13. 

Q. to K’s 3rd.t 

13. 

P. to Q. Kt.’s 5th. 

14. 

Kt. to Q. R's 4th. 

14. 

Q. to her R’s 4th. 

15. 

P. to Q’s 6th. § 

1.5. 

Q. B. to his 3rd. 

16. 

P. to Q. R’s 3rd.il 

16. 

P. to K’s 3rd.1[ 

17. 

Q. R. P. takes P.** 

17. 

Q. takes P. 

18. 

Q. to her B’s Srd.ff 

18. 

Q. takes P. 

19. 

P. to Q’s 4th.Jt 

19. 

K. Kt. to Q’s 4th. 

20. 

B. takes Kt. 

20. 

Q. takes B. 

21. 

K. Kt. to K’s 2nd. 

21. 

B. to Q. Kt.’s 4th.§$ 

22. 

K. Kt. to K. B’s 4th. 

22. 

Q. to K. B’s 4th. 

23. 

K. to B’s 2nd. 

23. 

K. B. to Q’s 3rd. 

24. 

P. to K. Kt.’s 4th. 

24. 

Q. to K. B’s 3rd. 

25. 

Q. to K’s 3rd. II 11 

25. 

Castles on K’s side. 

26. 

P. to K. R’s 4th.%^ 

26. 

P. to K’s 4th. 

27. 

K. Kt. to R’s 5th. 

27. 

Q. to K. Kt.’s 3rd. 

28. 

Q. to K’s 4th. 

28. 

P. to K. B’s 4th. 

29. 

Q. to her 5th (ch.) 

29. 

K. to R’s sq. 

30. 

P. to K. Kt ’s 5th. 

30. 

P. to K. B’s 5th. 


13. Q. to K’s 4th. 

13. Q 

,. R. to Q. R’s 2nd. 


14. K. B. to Q. B’s 4th. 

14. Q 

1. R. to Q’s 2nd. 


and White will not he able to rid himself of the P. at his Q's 3rd, whial 
completely locks up his game. 

♦ To defend the P. If he attempts to do so by Q. to her 3rd, BlSik 
plays K. P. one. 

t Tf Black replies with Q. Kt. to his 3rd, Wliite may jday Q. R. P. two. 

X White retires his Q., that if Black exchanges he may unite his P’s — 
K. Kt. to K’s 2nd would, however, have been better, the P. at Q’s 5th 
being no longer defensible. 

§ The only way to preserve the P. for a move or two. 

j| By this move the Kt., which appears to be lost, is indirectly but yet 
securely defended. 

^ If Black persevere in his endeavours to win a Piece by playing Q. R. 
to Q. Kt.’s sq.. White can answer with — 

17. Q. R. P. takes P. 17. R. takes P. 

18. Q. to Q. B’s 3rd, 
having a better position. 

*♦ It would be unsound to sacrifice the B. now by taking the K. P. 

ft To drive Black to take the P. at Q’s hth, by which the development 
of his Pieces is somewhat retarded. 

Xt K. Kt. to K’s 2nd appears to be better. 

§§ The best move — preventing White from castling. 

III! The Q. is not well placed — Kt. to K. Kt.’s 2nd would have pro- 
longed tb* defence. 

He might also have played Q. Kt. to B’s 3rd or K. R. to K’s sq. j 
but neither would have oeen of much avail. 
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31. K. R. to Q'8 sq. 

32. Q. takes K. B. 

33. K. to Kt.'s sq. 

34. K. to R’s sq. 

35. K. to Kt.'s 2nd. 

36. K. to R’s sq. 


31. Q. takes Kt. 

32. Q. takes K. R. P. (cli.) 

33. Q. takes V. (ch.) 

34. Q. to R’s 5th (ch.) 

35. Q. to Kt.’s 6th (cL.) 

36. K. R. to B’s 4th. 


And White loses the game. 


Game XII. — Between Messrs. Ilorwitz and Stauntoi 


WHiTK. (Mr. S.) 

1. P. to Q’s 4th. 

2. P. to K’s 4th.* * * § 

3. Q. Kt. to B’s 3rd. 

4. Q. B. to K. Kt.’s 5th. 

5. B. takes Kt. 

6. Kt. takes P. 

7. Kt. to K. Kt.»s 3rd. 

8. B. to Q’s 3rd. 

9. K. Kt. to K’s 2nd. 

10. P. to K. B’s 4th. 

11. P. to Q. B’s 3rd. 

12. P. takes P. 

13. K. to B’s 2nd. 

14. K. R. to K. B’s sq. 

15. K. to Kt.’s sq. 

16. B. to Q. Kt.’s hth.J 

17. B. takes Kt. 

18. R. to K. B’s3rd.§ 

19. P. takes P. 

20. K. to R’s sq. 

21. K. R. to Q. Kt.’s 3rd. 

22. P. to Q. R’s 4th. 

23. Kt. takes K. B. P. 

24. R. takes B. 

25. Kt. to K. Kt.’s 3rd. 

26. Q. takes Q. P, (eh.) 


BLACK. (Mr. H.) 

1. P. to K. B’s 4th. 

2. P. takes P. 

3. K. Kt. to B’s 3rd. 

4. P. to Q. B’s 3rd. 

5. K. P. takes B. 

6. P. to Q’s 4th. 

7. B. to Q’s 3rd. 

8. Castles. 

9. P. to K. B’s 4th. 

10. P. to Q. B’s 4th. 

11. P. takes P. 

12. B. to Q. Kt.’s 5th (cli.) 

13. Q. Kt. to B’s 3rd. 

14. B. to Q. R’s 4th.t 

15. B. to Q. Kt.’s 3rd. 

16. Q. to K. B’s 3rd. 

17. P. takes B. 

18. P. to Q. B’s 4th. 11 

19. B. takes P. (eh.) 

20. Q. B. to Kt.’s 2nd. 

21. K. B. to Q. Kt.’s Srd.f 

22. P. to Q. R’s 4th ** 

23. Q. takes Kt. 

24. B. to Q. R’s 3rd. 

25. Q. takes K. B. P. 

26. K. to R’s sq. 


* This strikes us as a novelty not to be found in “ the books.” 

t Preparatory to an attack on the Q. P. with B. and Q. 

t The only move apparently to save the Q. P. 

§ Partly in anticipation of Black’s playing Q. B. to R’s 3rd. 

II To get the advantage of a ” passed” Pawn, and give free range 
prxisently to his Q. B 

f Had he protected the Q. B. with either of his Rooks, White would 
have won both Bishops for his Rook, 

** By this nmde of play Black loses a Pawn, but we doubt if he had anj 
other less disadvantageous to him. 
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27. Q. takes Q. R. P.* 

28. Q. to K’s sq.:^ 

29. Q. to K. Kt.’s sq. 

30. P. to Q. R’s 5th. 

31. P. to Q. R's 6th.ll 

32. Q. R. to Q’s sq. 

33. Kt. to B’s sq. 

34. R. takes B. 

35. Kt. to K’s 3rd. 

36. Kt. takes R. 

37. P. to Q. R’s 7th. 

38. R. to K’s 6th. 

39. Q. to K’s 3rd. 

40. R. to K’s 8th (ch.) 

41. Q. takes R. (ch.) 

42. Q. to K’s 4th (ch.) 

43. Q. to K’s 3rd. 

44. P. to K. R’s 3rd. 

45. P. to Q. Kt.’s 4th. 


27. Q. R. to Q. B’s sq.f 

28. K. R. to K’s sq. 

29. B. to Q’s 6th. § 

SO. B. to Q. B’s 5tlu' 

31. B. to Q’s 4th. 

32. Q. to K’s 4th. 

33. R. to Q. B’s 7th. 

34. Q. takes R. 

35. Q. to her 7th. 

36. Q. takes Kt. 

37. Q. to her B’s 2nd. 

38. R. to Q. R’s sq. 

39. P. to K. R’s 3rd. 

40. R. takes R. 

41. K. to R’s 2nd. 

42. P. to K. Kt.’s 3rd. 

43. Q. to her Kt.’s 2nd. 

44. P. to K. R’s 4th. 


And White won the game. 


(jiME XIIT, — Played some years since, in a match by corres* 
pondence, between the leading players of Bristol and Mi. 
Stavaiton. 


WHITE. (Mr. S.) 

1. P. to K. B’s 4th. 

2. K. Kt. to B’s 3rd. 

3. P. to K’s 3rd. 

4. K. B. to Q. Kt.’s 5th. 

5. B. takes Kt. (ch.) 

6. Castles. 

7. P. to Q. B’s 4th.^ 

8. Q. to K’s 2nd. 

9. Q. Kt. to B’s 3rd. 


BLACK. (Bristol.) 

1. F. to Q’s 4th. 

2. P. to Q. B’s 4th, 

3. Q. Kt. to B’s 3rd. 

4. P. to Q. R’s 3rd. 

5. P. takes B. 

6. P. to K’s 3rd. 

7. K. Kt. to R’s 3rd. 

8. X. B. to Q’s 3rd. 

9. Q. to K’s 2nd. 


* This move involved so many remote contingencies, that it required 
some nerve and the nicest calculation to venture on it. 

t Ingeniously played. 

X His onlv safe move. 

§ Black’s game was to bring this B. to bear on the adverse K. Kt. P. \ 
ne would have saved time, therefore, by moving it at once to its 5th. 

11 If White had played his R. to Q. Kt-’s 7th, with the view of winning 
the K. Kt. P., Black might have played R. to K’s 3rd, leaving the P. to 
be taken, and then R. to K. R’s 3rd. 

^ If Black take this P., their opponent obtains more tlian an equiva- 
lent, as he separates their Pawns, and gains one of them immediately. 
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10. P. to Q. Kt.'8 5rd. 

\l. P. to Q's 3rd.^ 

12. P. to K*s 4th. 

13. Q,. P. takes P. 

14. P. to K. B^s 5th.t 

15. K. Kt. to K. R'» 4th. 

16. R. to B's 3rd. 

17. Q. B. to K's 3rd. 

18. Ct R. to K. B's sq. 

1 9. R. to K. Kt.'8 3rd. 

20. Q. to K. Kt.*8 4th. 

21. K. Kt. to B^s 3rd. 

22. K. Kt. takes Kt.§ 

23. P. to K. R’s 4th. 

24. P. takes P. 

25. P. to K. Kt.^8 6th. 

26. K. R. to his 3rd. 

27. Q. to K’s 2nd. 

28. Kt. to Q. R’s 4th. 

29. Q. to her B’s 2nd. 

30. P. to K. Kt.’s 4th. 

31. B. takes P. 

32. Kt. takes B. (ch.) 

33. R. to Q’s 3rd. 

34. Kt. takes R. 

35. R. to Q’s sq. 

36. R. to Q’s 2nd. 

37. Q. takes Q. 

38. K. to B’s 2nd. 


10. P. to K. B’s 3rd. 

11. Castles. 

12. Q. P. takes K. P. 

13. P. to K’s 4th. 

11. Kt. to B’s 2nd. 

15. Q. B. to Q's 2nd. 

16. K. R. to Q’s sq.:! 

17. Q. B. to K’s sq. 

18. K. Kt. to K. Kt.’s 4th 

19. P. to K. R’s 3rd. 

20. K. R. to Q’s 2nd. 

21. K. to B’s sq. 

22. K. R. P. takes Kt. 

23. B. to K. B’s 2nd. 

24. K. to his sq. 

25. B. to K. Kt.’s sq. 

26. K. to Q’s sq. 

27. K. to Q. B’s 2nd. 

28. K. R. to Q’s sq. 

29. K. to Q. Kt.’s 2nd. 

30. Q. to Q. B’s 2ud. 

31. B. takes B. 

32. K. to Q. B’s sq. 

33. R. takes R. 

34. Q. to her 3rd. 

35. K. to B’s 2nd. 

36. Q. to her 5th. 

37. P. takes Q. 

38. R. to Q's sq. 


39. K. to his B’s 3rd. 


And wins. 


* Better tlian moving the P. to Q’s 4th, as Black would then have 
released the doubled Pawns. 

t Far more effective than taking the K. P. 
t Q. R. to Q’s sq. would, perhaps, have improved tneir game. 

§ If A^hite had attacked the Kt. with K. R. P., instead of taking it, ho 
would have lost his Queen. 


END OF BOOK V, 
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SYNOPSIS OF BOOK VL 


ENDINGS OF GAMES. 

CUAPTEH I. 

King and Queen against King. 

King and Rook against King. 

King and two Bishops against Kmg. 

King, Bishop, and Knight against King. 

King and two Knights against King. 

King and Pawn— Bang, Bishop, and Pawn—and King, Knight, and 
Fawn, against King. 

Chapter II. 

Queen against a Knight or Bishop. 

Queen against Rook. 

Queen against Rook and Pawn. 

Queen against two Bishops. 

Queen against two Knights. 

Queen against Knight and Bishop. 

Queen against Queen and Pawn. 

Queen against Pawn. 


Chaptrr 1II» 

Rook against Bishop. 

Rook against Knight. 

Rook and Pawn against Bishop. 

Rook against three minor Pieces. 

Rook and Pawn against Rook. 

Rook against one or more Pawns. 

Rook against two Rooks. 

Rook against Rook and Bishop. 

Rook against Rook and Knight. 

Chapter IV. 

Endings of games with Kings and Pawns only. 

King and Pawn against King and Pawn. 

King and two Pawns against King and Pawn. 

King and two Pawns against King and two Pawns. 
King and two Pawns against King and three Pawns. 
King and Fawns against King and three Pawns. 

Chapter V, 

Chess* Notation adopted in Germany and France. 
Chess Problems 



BOOK VI. 

<EnVtngi< of &ainr<. 


To play wifli correctness and skill the ends of games, is an important bnl 
a very rare accomplishment, except among the magnates of the game. 
To the inexperienced player, a want of knowledge of the principles which 
should govern the action of his forces when the field is comparatively 
vacant, is a constant source of embarrassment and mortification. How 
often, while he is exulting in a fancied victory, when in fact it seems 
within his grasp, and he is dismissing the last uncertainty of its result, 
do we see it snatched from him in a moment ! The well-timed advance 
of some unheeded Pawn — the perpetual and unavoidable check of the 
sole remaining Piece of his opponent — or the still more tantalizing di- 
lemma of a forced stalemate — will often reverse the fortunes of the day 
or make the contest null. You should, therefore, make it an especial 
point of study, to comprehend the various classes of positions which most 
frequently occur towards the terminating stages of the conflict. To 
enable you to do so, we will now begin with the simpler class of check- 
mates, consisting of the King alone against an adverse force of different 
degrees, proceeding onward to the more difficult and complex situations 
which arise, when both parties are left with nearly equal forces at the end. 


Chapter 1. 

KING AND QUEEN AGAINST KING. 

This is one of the simplest of all checkmates. It is only necessary to 
force the single King to the nearest side of the chess-board, and then 
bringing up your own King, you mate in a very few moves. There is, 
however, one danger to be guarded against, viz., that of stalemating your 
adversary. The power of the Queen being so great, renders you very 
liable to this error. Place your Pieces as in Diagram 1, and find how to 
effect mate in two moves — observing the probability there is of your 
giving stalemate. 


KING AND ROOK AGAINST KING. 

This is also a very easy checkmate, though less so than the preceding one. 
A little practice, however, will enable you readily to master it. In fact, 
in the most favourable position for the single King, he cannot protract 

2p2 
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biate beyond eighteen or nineteen moves. As before, he must be driven 
to the side of the board, and then your King being placed in front of him, 
with one square between, mate is given by a check from the Rook on the 
fame side line upon which the King stands. An example (see Diagram 2 ) 
will make this quite plain. 


WHTTB. BLACK. 

1. R. to K, R's 7th. 1. K. to K. B’s sq. 

2. K. to K*s 2nd. 2. K. to K, Kt.^s sq. 

3. R. to Q. R’s 7th. 3. K. to K. B^s sq. 

4. K. to K’s 3rd. 4. K. to K’s sq. 

5. K. to K’s 4th. 5, K, to Q’s sq. 

6. K. to Q’s 5th. 6. K. to Q. B's sq. 

7. K. to Q’s Gth. 7. K. to Q. Kt.’s sq. 

8. R. to K. R’s 7th. 

(8. R. to Q. B’s 7 til is still better, but the present move exhibits the 
principle more clearly.) 

8. K. to Q. B’s sq. 

9. R. to K. Kt.’s ;th. 9. K. to Q. Kt.’s sq. 

10. K. to Q. B’s fith. 10. K. to R’s sq. 

11. K. to Q. Kt.’s fitb. 11. K. to Kt.’s sq, 

12. R. to K. Kt.'s 8th (checkmate.) 


Diagram 1. 


Diagram 2. 




In the following situation (see DiHc:ram 3). examine now to give mate 
In three moves. 
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KING AND TWO BISHOPS AGAINST KING * 

The two Bishops also win, without much difficulty, against the King 
alono ; but in thia case the King must be forced, not only to a side of the 
board, but into one of the corners, or, at any rate, into a square adjoining 
a comer one. The following example (see Diagram 4) will be a sufficient 
illustration : — 

WHITE. 

1. K. B. to K. R’s 3rd. 

2. Q. B. to K. B’h 4th. 

3. K. to h]& 2nd. 

4. K to K. B’s 3rd. 

5. K. B. to K. B's 5th. 

6. K. to his Kt.’b 4th. 

7. K. to his Kt.’s 5th. 

8. K. to his B’s 6tb. 

9. Q. B to Q. B's 7th. 

10. K. B. to Q’b 7th. 

11. K. to his Kt.’s 6th. 

12. Q. B. to Q’s 6th (ch.) 

13. K. B. to K’s 6th (ch.) 

14. Q. B. checkmates. 

Diagiam 3 Diagram 4. 


B1 ACK. 

1. K to Q’s sq. 

2. K to K's 2nd. 

3. K. to K. irs3id. 

4. K to K’s 2n(l. 

5. K to K. B’s 3rd. 

6. K. to his 2nd 

7. K to Q’s sq. 

8. K. to K’s sq. 

9. K. to B’s sq. 

10. K. to Kt ’s sq. 

11. K. to B’s sq. 

12. K. to Kt.’s sq. 

13. K. to R’s sq. 


BLAl K. 


BLACK. 
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KING, BISHOP, AND KNIGHT AGAINST KING.* 


This is a much more difficult checkmate than any of the preceding ones, 
and should you be left with suca a force at the termination of a game, 
you would probably find it quite impossible to win within the stipulated 
number of moves. This position merits a close examination, and you 
will then see that in this case, the King must not only be driven into a 
corner of the board, but into one of them which is commanded by your 
Bishop. 

You will observe in this position (see Diagram 5), that the Black King 
is in the most unfavourable situation for you, since he occupies a comer 
square which is not commanded by your Bishop. 



WHITE. 

BLACK. 

1. 

Kt. to K. B’s 7th (ch.) 

1. K. to Kt.’s sq. 

2. 

B. to K’s 4th. 

2. K. to B’s sq. 

3. 

B. to K. R’s 7th. 

3. K. to his sq. 

4. 

Kt. to K’s 5th. 

4. K. to his B’s sq., or (A.) 

5. 

Kt. to Q’s 7th (ch.) 

5. K. to his sq. 

6. 

K. to his 6th. 

6. K. to Q’s sq. 

7. 

K. to Q’s 6th. 

7. K. to his sq. (best.) 

8. B. to K. Kt.’s 6th (ch.) 

8. K. to Q’s sq. 

9. K. to Q. B’s sq. 

9. 

Kt. to Q. B's 5th. 

10. 

K, B. to his 7th. 

10. K. to Q’s sq. 

11. 

Kt. to Q. Kt.’s 7th (ch.) 

11. K. to Q. B’s sq. 

12. 

K. to Q. B’s 6th. 

12. K. to Q. Kt.’s sq. 

13. 

K. to Q. Kt.’s 6th. 

13. K. to Q. B’s sq. 

14. 

B. to K’s 6th (ch.) 

14. K. to Q. Kt.’s sq. 

15. 

Kt, to Q. B’s 5th. 

15. K. to Q. R’s sq. 

16. 

B. to Q’s 7th. 

16. K. to Q. Kt.’s sq. 

17. 

Kt. to Q. R’s 6th (ch.) 

17. K. to Q. R’s sq. 

18. 

B. to Q. B’s 6th (checkmate.) 

(A.) 

4. K. to Q’s sq. 

5. K. to Q. B’s 2nd. 

5. 

K. to his 6th. 

6. 

Kt. to Q’s 7th, 

6. K. to Q. B’s 3rd. 


(This is his best move, to avoid the corner square ; if, instead of this, he 
play his K. to Q. Kt.’s 2nd, your best move is the B. to Q’s 3rd, and 
if he then play K. to Q. B’s 3rd, you can move your B. to Q. B’s 4tli, 
and after his next move, B. to Q. Kt.^s 5th.) 


7. B. to Q’s 3rd. 

8. B. to Q. Kt.’s 5th. 

9. Kt. to K^s 5th. 

10. Kt. to Q. B’s 4th. 
IL K. \o Q’s 6th. 


7. K. to Q. B’s 2nd (best.) 

8. K. to Q’s sq. 

9. K. to B’s 2nd. 

10. K. to Q’s sq. 

11. K. to Q. B’s sq. 


* Chess Chronicle, vol. ii. p. 185 
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12 Kt to Q R's 5th 

13 Kt to Q Kt/s 7th (ch ) 
14. K to Q B's 6th. 

15 Kt to Q's 6th 

16 K to Q B's 7th. 

17. B to Q B's 4th 

18 Kt toQ B^8 8th(ch) 

19 B to Q’b 5th (checkmate ) 


12 K to Q’s sq 
H K loQ B'ssq, 

14 K to Kt 's 8q 

15 K toR’s2nd. 

16 K to R^s sq 

17 K toR^8 2nd. 

18 K to R’s sq. 


It not imfrequently happens, however, that when your opponent has ft 
1 '\wn besides the King, checkmate can be given without the necessity of 
diiving him to the corner commanded by your Bishop, because you do not 
then incur the risk of stalemating him The following position, from the 
* Palam^de,** (December, 1842, p. 288,) illustrates this (See Dia- 
gram 6 ) 


Diagram 5 Diagram 6 

BLACK. BLACK 



White to move, and give mate in six moves 


WHITE 

1 B to Q Kt 's 4th 

2 B to Q B's 5th (ch ) 

3 K to Q Kt ^s 6th 

4 K to Q R’s 6th 

5 B to Q's 6tli. 

6 Kt. mates. 


BLACK 

1 K to Q R's 2nd 

2 K to R’s sq (best.) 

3 P to Q Kt 's 5tb 

4 . P to Q Kt 's 6th. 

5. P. to Q Kt ’s 7th. 
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KING AND TWO KNIGHTS AGAINST KING 

Thb two Knigh'-s, with the as^nstaoce of the King, cannot force checK* 
mate , unless, indeed, the adversary has a Fawn, which may sometinies 
be made the means of effectmg it with only a single Kmght, as will bo 
seen hereafter Many singular positions occur with the I^ights, where 
the adverse Pawns, or even Pieces, may be made to assist m crowding, 
and finally m checkmating, the^r own monarch. The following ib an 
Biample — 


Diagram 7 


BLACA 



WHITE 


White mates in SiX moves, thus — 


WHITI 

1. Kt from K b 3id to Q B’s 4th 
2 P to Q Kt ’b 4th 
8. K to Ins 2nd 

4 . K to hi'^ eq 

5. Kt to K'b 5th 

6. Kt. to Q*b 3rd (checkmate.) 


HI ACK. 

1 P to Q li’s 4th. 

2 P takes P 

3 P to Q Kt 6th. 

4 P to Q Kt '8 7th 

5. P. Queens. 
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^lING and paa\n,— king, bishop, and pawn,— and 

KING, KNIGHT, AND P\WN,— AGAINST KING 


W HEN one Pawn only is left on the board supported by its King and the 
adverse King is either 'n front of the Pawn, or withm su(h distance as to 
be able to intercept it, it becomes a point ol gi cat nicety in some cases, to 
calculate whether or not you have the power of Queening the Paun and 
therefor#* of winning the game This frequently depends upon your 
gaming the opposition, which you cannot always do 

In the annexed position (see Diagram 8) you have the opposition, and 
if Black have to play you will win Thus — 

1 K to his sq 

2 P to K’s 7th 2 K to biH 2nd, m 

3 K to BN 7th, and 

4 P Queens 

But if you move first, the game is drawn for if you play P to KN 7th 
((h.), Black moves King to his square, and you must either abandon the 
Pawn or give stalemate You will find on tnal that any other mode of 
play on your part will produce the same result — from w hit h is deduced 
this important general rule lhat if you can advinci the Piwn to its 
7 th sq , not gixtng cheeky you will wm, but that it the Pawn checks at 
this point, you wiU only draw 


Diagram 8 

BLACK 



WHITE 


Diagraw 9 

BLACK. 


i 

LlJ 

^ A 





□ 

j O L 

„ ! 

13 

wim 

£3 

\ A 1 ^ ^ 


WHIIE 


In this position (see Diagram 9) you wil win either with or witho it 
the mov* , for if Black have to play, he is forced to allow vour Kmg to 
be moved either to BN 7th or QN 7th sq , and if you move you gam the 
opposition, by playing K to B’s 6th or Q s 6th, and then P to KN 6th. 
It 18 evident that this would equally hold good if your Pawn were any 
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number of squares less advanced ; so that you invariably win, if you can 
succeed in placing your King on the sixth square of the file occupied by 
your Pawn, and in front of it ; providing, of course, that the single King 
cannot attack the Pa^p^n, so as to compel you to retreat in order to support 
it. It is perhaps scarcely necessary to observe, that if the Pawn be upon 
either of the Rooks’ files, these remarks will not apply — this contingency 
will be considered hereafter. 

Recurring to the last position (Diagram 9), place your King and Pawn 
each one square further back, that is, King at his 5th, and Pawn at King’s 
4th square. If now you have to move you win, by playing King to his 
6th as before ; but if Black play first he will draw the game. (e. g.) 


WHITE. 

2. K. to K. B’s 5th. 

3. P. to K’s 5th. 

4. P. to K’s Cth. 


BLACK. 

1. K. to his 2nd. 

2. K. to B’s 2nd. 

3. K. to K’s 2nd. 

4. K. to K’s sq. 


It is obvious, that if instead he had moved K. to Q’s or K. B’s sq., you 
would have won, as in the first example. 


5. K. to B’s 6th. 


5. K. to B’s sq. 
And draws as before. 


The student is recommended to devote a little time to the careful exa . 
mination of the preceding positions and variations, with such others 
arising out of them, as will readily suggest themselves ; after which, he 
will not find much difficulty in understanding the following one. (See 
Diagram 10.) 

This position was first given by Lolli, and has been subsequently 
quoted by most of the later authors. An analysis of it will exhaust the 
principal varieties of this branch of the subject. The winning of it for 
White, depends altogether upon his having the move or the contrary. In 
the first place, suppose White plays first :«-> 


WHITE. 

1. K. to Q’s 2nd. 

2. K. to his 3rd. 

3. K. to his 4th. 

4. K. to Q’s 5th. 

5. K. to his 5th. 

6. K. to Q’s 6th. 


BLACK. 

1 . K. to his 2nd. 

2. K. to his 3rd. 

3. K. to B's 3rd. 

4. K. til K’s 2nd. 

5. K. bi B’s 2nd. 


If be play K. to B’s 3rd, you advance P. to K’s 4th, then to K’s 5th, 
and on his afterwards moving K. to his sq., you gain the opposition, 
as shown before. 

6. K. to his sq., or to B’s sq 

7. K. fo K’s 6th. 


And then advances Pawn, winning. 
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ilextt suppose Black has the mo^e, and he will draw — 


WHIFF 

2 K to Q s 2nd 

3 K to his 3i d 

4 K to Q s 3rd 

5 P to K s3id, orto K’a 4 

And it IS clear that, play as you 


BLACK 

1 K to K's 2nd 

2 K to his 3rd 

3 K to his 4th 

4 K to Q 8 4th 
(ch ) 6 K to 4th 

ay, you can only draw the game; 


The only exception in all the foregoing cases is to be found, as as 
already been remarked when the Pawn is upon either of the Rooks’ files. 
In these instances, Black will invariably draw the game when his King 
can be placed on any part of the file in front of the Pawn, it being quite 
immaterial at what distance the adverse King and Pawn may be Even, 
as in the next example which is to be found in Ponziani the player of the 
single King will draw the game, if he have not the move, against two 
Pawns in a somewhat similar position For White being to move he can 
only play K to R s 8th, to which Black must reply by K to B’s sq , 
and if White then advance B s Pawn, it will be taken , or if he play 
R’s Pawn Black returns K. to B’s 2nd, and his adversary is stalemated. 
(See Diagram 11 ) 


Diagram 10. Diagram 11 


BLACK BLACK 



WHITE WHITE 


Two united Pawns, with their King, always win against King alone. 
Another advantage m having two Pawns thus situated is, that they can 
always maintam themselves until the arrival of the King to their support, 
for should one be taken, the other will advance to Queen In the next 
position (see Diagram 12), White wins by advancing K to Kt 's 6 th, 
then Queemng Rook’s Pawn, and upon that being taken, playing K to 
R’s 6th, or B’s 6th, having the opposition It is cunous, however, that 
if White had a Bishop m place of a Pawn, at his R’s 7th sq , he could omv 
diuw the game, for he could not dnve the adverse King trom the comer , 
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and should he sacrifice the Bishop at Kt.’s 8th, he could not afterward! gain 
the op])Osition. 

Of course, in all ordinary cases, a Pawn, with the support of one of the 
minor Pieces in addition to the King, must win with ease. Besides the 
case just mentioned, however, there are one or two important exceptions 
to this rule, — an acquaintance with which will sometimes enable you to 
save an otherwise desperate game. Of these, the one of most consequence 
has reference to the Bishop, and may be thus expressed : That if you are 
left with a Pawn on the Rooks* file, and a Bishop which does not command 
the 8th square of that file, or, in other words, the square on which your 
Pawn should go to Queen, you will not be able to win, unless the adverse 
King can be prevented from getting before the Pawn. 


Diagram 12. Diagram 13. 

BLACK. BLACK. 



WHITE.” ' WHITE. 


In this position (sec Diagram 13), Black having to play, the game, you 
Kill find, can oniy be drawn. Thus : — 

WHITE. BLACK. 

1. K. to his 2nd. 

(If he play the King to his sq., you can win.) 

2. B. to Q. B's 4th, or (A.) 2. K. to B*s 3rd. 

And play as you muyy the game is drawn. 

(A.) 

1. K. to his 2nd. 

2. P. to K. R*s 6th. 2. K. to B*s 2nd. 

And draws the game. 

The peculiarity of this latter variation is, that if Black, after the P. ii 
moved, play K. to B’s 3rd, you win by B. to K. R’s 5th. 
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We in ly conclude this Chapter with two ingenious pos tion«> from the 
excellent German Treatise so often referred to already, ^scc Rook II , 
page 11,; m which a single King draws the game against Knight and 
Pawn 


Diagram 14 


Diagrim 15. 


The first of tluse positions (Diagram 14) strikingly exemplifies an 
important petuhaiity of the Knight, vu , that lie can never ^iip a move. 
White would now win if Black had to move , out having htmstlf to play, 
the ( ise IS diffcrint for in Older to force away the Black King, the 
Knight must be able to occupy one of the squares commanding Kirg^s 
Bishop s squiu, or King's Bishop's 2nd squau, not giving check, which, 
(since the moves required by a Knight to reach a given pome c innot be 
altered from an even to an odd numbei) you will find he can never do 
Suppose, — 


WHTTL 

1 Kt to Q's 6th 

2 Kt to k's 4th (ch ) 

3 Kt to Q's 2nd (ch ) 


BLACK 

1 K to B s 7th 

2 K toBsSth 

3 K to B's 7th 


Diagram 15 Here also it is clear that White cannot win, for the 
Knight cannot command the Rook's 8th square without It iinrg the Pawn 
to be taken, and snonld the King attempt to support at, you mevitably 
give stalemate. 
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Chapteb II. 

Endings of games in which there are Pieces or Pawns on })oth sides, ara 
of course much more difficult and complicated in their ii/»ture than such 
as have yet been examined. In many cases, indeed, th< i ariations are 
too numerous to admit of complete demonstration, wlni^t in others, the 
result continually changes according to the different puts of the board 
which, the same Reees may oeeupy. All that we can attt nipt liere, there- 
fore, is to mention the principal instances, in whieli tlu i.Mie is determi- 
nate' and fixed ; and to give as accurate an approximation is possible in 
those that remain. We need only premise further, tlmt tlie reader will 
find a careful study of these peculiar endings of the greatest advantage, not 
only as regards his acquaintance with the positions aetualh given, many of 
which in play may never occur, but still more particnlnly as to his 
general knowledge of the powers and range of the various Pieces, and of 
the methods of most effectually combining and playing them. 


QUEEN AGAINST A KNIGHT OR BISHOP. 


(In all cases, each party is of course understood to have a King in 
addition to the Pieces named.) 

The Queen wins easily against one of the minor Pieces, except when 
in such a position that the weaker party, by the sacrifice of the Piece, 
may force a stalemate. As an example, see Diagram 16. 

WHITE. BLACK. 

1. Q. to her 4th (ch.) 1. K. to his .3rd. 

2. K. to his 4th. 


If he move the Kt. to Q. IVs 3rd, you should check with your Q. at 
her 5th, and then take the Kt. ; but if he play — 


3. Q. to her Kt.’s 6th (ch.; 

4. K. to B’s 5th. 

5. K. to Kt.’s 5th. 

6. Q. to her 6th. 

7. Q. to K. B’s 6th (ch.) 

8. Q. to K’s 6th. 

9. K. to B’s 6th. 

10. Q to Q. B’s 6th. 

And you must 


2. Kt. to K. Kt.’s 3rd. 

3. K. to B’s 2nd. 

4. Kt. to K’s 2rid (ch.) 

5. Kt. to Q's 4th. 

6. Kt. to K’s 2nd. 

7. K. to his sp. 

8. K, to Q’s sp. 

9. Kt. to Q. B’s sp. 

rin the Kt. 


Whenever the Knight is at a distance from the King, you may generally 
win it in a few moves by a divergent check, or by attacking and confining 
the Knight ; but you must always be careful to prevent your King and 
Queen being attacked at the same time the adverse Knight ; and tc 
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«ivoid jK)sitions in which Black may draw by giving up his Knight, as in 
the following (see Diagram 17), where Black having to move, can make 
a drawn game. 


Diagram 16. Diagram 17. 

niACK. BLACK. 



WHITE. WHni- 


In the same manner, the Queen easily wins against a Bishop 


QUEEN AGAINST ROOK. 

Here also, as in the last case, the Queen wins in all general positions, the 
exceptions being of the same nature as before, vi/ , be mg founded on the 
possibihty of making a stalemate, — an instance of which has been given m 
the Introduction (see page 33) 

Philidor gives this position (see Diagram 18), and the method of play- 
ng it. Black being already in check, he plays — 

WHITE BI ACK. 

1. K to Kt 's 6th. 

2. K. to Q^s 6th. 2. R to Q B’s 7in 

^Should Black play 2 R. to B^s 5th, White’s replj is 3. Q. to K'g sq. 
and then to advance his King ) 

3 K to Q’s 5th. 

(To check would be a loss of time ' 

3 K. to Kt ’s 7th. 

4 K. to Q’s 4th 4. K. to R^s 8th 

(Invitmg White to take the Rook, and tlius give stalemate.^ 

5. K. to Q’s 3rd. 5. R to Kt ’s 7th. 

6. Q to K. R's 4tb (ch.) 6 K. to Kt ’s 8th, or (A.) 

7 K. to B’s 3rd. 7. K. to K. R’s 7tli. 
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8. Q. to Kt.’8 5th (ch.') 8. K. to R'a 8th. 

9. Q. to R's 6th (ch , 9. K. to Kt.’s 8th* 

10. Q. to Kt.’s 6th (ch.) 10. K. to R’s 7th. 

11. Q. to R's 7th (ch.) 11. K. to Kt's 8th. 

12. Q. to Kt.’s 8th (cK) 

Then takes Rooic, and wins 

(A.) 

6. R. to Q. R’s 7tli. 

7, Q. to Q’s sq. (ch.) 7. K. to Kt.’s 7th. 

8. Q. to Q. B’s 2nd (ch.) 8. K. to R’s 6th. 

9* Q. to Q. B’s 3rd (ch ) 9. K. to R’s 5th. 

10. K. to Q. B’s 4th. 

And wins. 


Diagram 18. Diagram 19* 

BLACK, BLACK. 



WHITE. WHITE. 

With the exceptions already refened to, yon can always force the single 
King to a side of the board, and afterwards win the Rook, either by a 
divergent check, or as in the last vanation. We give one other example 
of the same kmd (see Diagram 19), with the method of playmg it. 

WHITE. BLACK. 

1. Q. to K. Kt.’s 4th. 

If he play R. to K. R’s 2nd, White moves Q. to K. B’s 5th, and if ; 

1. R. to Q. B’s 7th. 

2. Q. to Q’s sq. (ch.) 2. R. to Q. B’s 8th. 

3. Q. to Q. Kt.’8 3rd (ch.) 3. K. to R’s 8th. 

4. Q. to Q. R’s 4th (ch.) 

tf instead you play K. his 2nd, Black moves R. to B’s 7th (cb \ and 
will draw tne game. 
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4. 

K. to 

Kt.'s 7th. 

y 

K. 

to 

Q'g 2nd. 

5. 

R. to 

Q. Kt.'8 8th. 

b. 

Q. 

to 

Q. Kt.’8 5tli (ch.) 

6. 

K. to 

R's 7th. 

r. 

Q. 

to 

Q. R's 6th (ch.) 

*T 

0 . 

K. to 

Kt.'s 6th 

8 . 

Q. 

to 

Q. R's 5th. 

8. 

R. to 

Q. Kt.'s 7th (A, 

M. 

K. 

to 

Q's 3rd. 

9. 

R. to 

Q. Kt.’8 8th. 

10 

a. 

to 

Q. Kt.’s 5th (ch.) 

10. 

K. to 

R's 7th. 

11. 

Q 

to 

Q. R’s 4th (ch.) 

11. 

K. to 

Kt.'s 7th. 

12. 

K. 

to 

Q's 2nd. 





And wins. 


Diagppajn 20. 


BLACK. 


M H 

r 

0 j 




pi : 

''Afum 

% 


LaJt _ 

O FI n J 


W\ R 

n 

^ 3 1 



WHITK. 


In this position (see Diagram 20), uhich is given by Ponziani, Blaek 
inng the move, v> ill draw the game ; thus, — 


WHITE 

2. K to Kt.'s 2nd. 

3 K. toB’sSrd. 

4. K. to Kt.’h 4th. 
f). K. to B's 5th. 

6 K. to Kt 's 6th. 

7 K. toR'sGth. 

&c., ^or if White bhould take the 


BI ATX 

1 R to R's 2nd (ch.) 

2 R to Kt ’s 2nd (ch.^ 

3 R to B's 2nd ((h) 

4 R to Kt 's 2nd (cL) 

5. R to B’b 2nd (ch ) 

6. R to Kt 'b 2n(l (cL) 

7. R. to R’s 2nd (ch.) 

his adverbaiy is btalcmated. 


2 E 
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QUEEN AGAINST ROOK AND PAWN. 

ITH fe^ exceptions, arising from peculiar situations, the Queen wim 
ai^o against a Rook and Pawn, though with greater difficulty than before. 
Tl e two following positions, illustrating both a won and a drawn game, 
are from Phihdor. 

Diagram 21. 


BLACK. 



WHITE. 


Here White having to play, will win. The following is Philidors 
analysis, and seems satisfactorily to prove this — 

"WHITE. BLACK. 

1. Q. to R’s 7tli ((h) 1, K. to K's 3rd (best-' 

2. Q. tl Q. B’s 7tli. 2. R. to Q. B’s 4th. 

3. Q. to Q’s 8th * 3. R. to K’s 4th. 

4. Q. to K’s 8th (cli ) 4. K. to Q’s 4th. 

5. Q. to Q B’s 8th. 5. R. to K’s 5th (ch.) 

(Had tlie Rook instead been placed to his 4th square. White would have 
checked with Queen at hei Rook’s 8th, and in two or thiee more moves 
would win the Pawn at least.) 

6. K. to K. B’s 5th 6. 11. to K’s 4th (ch.) 

7. K. to K. B’s fith. 7. R. to K's 5th. 

Clf instead ne had ])Ia\ed K. to Q’s 5th, the Queen would advance to 
hei Bishop’s 6th.) 

♦ This IS the position which W hite mu'-t endeavour to gain, m ordei 
to force the King to his Queen’s 4tK, m front of the Pawn. 
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8. Q. to K. B^s 5tb (ch.) 

D. Q. to Q’s 3rd (c*i.) 

10. Q. to Q’s 2nd. 

11. Q. to Q^s 4tli. 

(He might also have played to 

12. Q. to Q. B's 4th. 

13. Q. to K. B’s 7th (ch.) 

14. K. to his 7th. 


8. R. to K’s 4th. 

9. K. to Q. B’s 4ih. 

10. K. to Q. B’s 3rd. 

11. K. to Q's 2nd. 

t. B’s 2nd. See Variation.) 

12. R. to Q. B's 4th. 

13. K. to Q. B’s 3rd. 


hU IS the important point, to be able to play the King behind the Pa'A’n. 






14. 

R. to K’s 4th (ch.) 

15. 

K. 

to 

Q’s 8th. 

15. 

R. to Q. B’s 4th. 

16. 

Q. 

to 

Q’s 7th (ch.) 

16. 

K. to Q’s 4th. 

17. 

K. 

to 

K’s 7th. 

17. 

R. to Q. B’s 3rd, 

18. 

Q. 

to 

K. B’s 5th (ch.) 

18. 

K. to Q. B’s 5th. 

19. 

K. 

to 

Q’s 7th. 

19. 

R. to Q. B’s 4th. 

20. 

Q. 

to 

K’s 4th (ch.) 

20. 

K. to Kt.’8 6th. 

21, 

K. 

takes P. 




And wins. 


Variation 
On Black's 11^4 move* 

WHITE. BLACK. 

11. K. to Q. B’s 2nd. 

12. Q. to Q. R’s 4th. 12. R. to a B’s 4th, 

13. Q. to Q. R’s 7th (ch.) 13. K. to Q. B’s 3i-. 

14. K. to his 7th. 

And wins, as above. 


In the next position (see Diagram 22) Black may draw the game either with 
Jne move or without it, for liis King cannot be forced in front of the Pawn 
as in the last example. Suppose,— 


WHITE. 

1. Q. to Q. Kt.’s 8th (ch.) 

2. Q. to K. Kt.’s 8th. 

3. K. to his .5th. 

4. K. to Q’s 5th. 

And the gi 


BLACK. 

1. K. to his 2nd. 

2. R. to Q. B’s 3rd. 

3. R. to K’s 3rd (ch.> 

is drawn. 


The Rook, with the aid of two united Pawns, will frequently draw against 
the Queen, and still more easily with one or both of the minor Pieces, 
In the latter case they may sometimes win, as in tlie following situation 
^see D*agram 23) from Ponziani. 

WHITE. BLACK. 

1. B. to Q, R’s 5th (ohO 

2. K. to Q. B’s sq. 2. R. to K’s sq. 

3. Q. to Q. Kt.’s 4th. 

(Or P. to K. Kt.'s 0th. See A.) 

3 B. to Q. B’s 7tii* 


9 . 
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4 . P. to K. B’s 7th. 

;>. Q. takes Kt. (ch.) 

6. K. takes B. 

7. P. to K. Kt.’s 6th, 
3. P. to K. R’s 5th. 


4. R. to Q. R's sq. 

5. K. takes Q. 

6. K. to Q’s 4th^ 

7. K. to K’s 3rd. 

8. K. to B’s 3rd. 


And wins. 


(A.) 

3. P. to K. Kt*8 6th. 

4, P. takes Q. 

6. P. to K. Kt.’s 7th. 

And wins. 


3. R. takes Q. 

4. Kt. to Q’s 6th. 

5. B. to Q. Kt.’s .3rd. 


Diagram 22. 


Diagram 23. 


BLACK. 



BLACK. 



QUEEN AGAINST TWO BISHOPS. 

'j HE Queen usually wins against two of the minor Pieces, at least, i( 
they are on different parts of the board, or at a distance from their King. 
3’here are, however, many instances in which, by skilful play, the weaker 
force may draw tlie game, nor are the principal writers by any means yet 
agreed as to the number and description of such cases. ITie examination 
is a difficult one, and we shall here present the latest discoveries. 

The two Bishops will be able to draw when they can assume a position 
similar to the following (see Diagram 24), or in other words, such a posi- 
tion in front of their King, that the adverse King cannot approach. 

This situation is from Lolli, who gives the following moves to prove 
that White cannot win ; and, indeed, it is pretty evident that the White 
King can never cross the line formed by the two Bishops* 
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Dugram 24 * 

Of ACK. 



II ^ ^ . 

dl6i^ «^,u!k4i ^BKCu4i ^ 

i.A . li t.^. 

Mk ^A f4 


WHITE 


W lute moves first, 

W HITE. 

BLACK. 

1. Q. to Q’s 7th (ch.) 

1. 

K. to B or Kt ’s sq. (be^tj 

2. Q. to K’s 6th. 

2. 

K. to Ivt ’s 2tid. 

3. K. to K. B’s 4th. 

3. 

B to K R’b 2tul. 

4. Q. to Q’s 7th (di.) 

4. 

K. to Kt ’b 3rd. 

5. Q. to K’s 8th (ch ) 

5. 

K. to Kt ’s 2tid. 

6. K. to Kt.’s 4th. 

C. 

B. to Kl.’s lid. 

7. Q. to K’s Gth. 

7. 

B. to R’s 2nd. 

8. Q. checks at Q’s 7th. 

8. 

K. to Kt ’b hd 

M. Q. to K’s 8th (ch ) 

9. 

K. to Kt \ 2nd. 

10. K. to R’s 5tli. 

10. 

Q. B. to K B's 4th. 


The game is drawn. 


In the Handbuch’^ the above moves are quoted, and the author then 
proceeds to show, at some length, and by a detailed examination, that 
should Black on his first move play a Bishop in place ot the Kine:, n 
would lose The reason is, that youi King could then be played to his 
Bishop’s 5th , for instance, — 


WHITE. 

1. Q. to Q’s 7th (ch.) 

2. K. to K. B’s 5th. 

3. Q. to Q. B’s 7th. 

4. Q. to Q. R’b 7th. 

5. Q. to Q. Kt.’s 6th, 
b. Qb to Q's 4th ('ch.) 
:. K. to K. B's 6th. 
8. Q. to Q’s 8th (ch } 


«I ACk. 

1. B to K B’s 2nd. 

2. B. to Q B's ()lh 

3. B to Q R’s bill 

4. B. to Q Kt ’s 7th. 

5. B. to Q R’s Gth 

6. K to Kt.’s sq 

7. K. to B’s sq. 

8. Q. B. to K’s sq. 
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9* K. to K*s 6th. 9. K. B. to Q. Kt.'B 5ta» 

10. Q. to K. B’s 6th (ch.) 10. K. to KVb so. 

11. Q. to K. Kt.»s 5th (ch.) 11. K. to B^g sq 

12. Q. to K. B»8 4th (ch.) 

And wins a Bishop. 

And although Black may vary his defence in many parts, yon will find 
that in a similar manner you can always, after his first error of B. tc 
K. B’s 2nd, force him to assume a position of the same kind, and win ont 
of the Bishops. 


QUEEN AGAINST TWO KNIGHTS. 

The power of the Queen against the two Knights has of late years been 
a subject of considerable discussion. It had been laid down by Lolli and 
other old authors that, with one or two exceptions only, the Queen could 
always win in these cases, and this opinion was entertained until recently 
by all succeeding analysts. MM. V. H. d. lAza and Bilguer, however, 
consider this decision to rest on no sufficient grounds, and with the spirit 
of patient research which distinguishes the whole of their treatise, have 
succeeded, if not in demonstrating, yet in showing a very high degree of 
probability in support of their opimon. 

The kind of exception already referred to as having been so long suy 
posed the only one in which the Knights could draw, is the following (st 
Diagram 25) : — 

Diagram 25. Diagram 26. 


BLACK. BLACK. 



WHITE. WHITE. 


Here it is obvious that the White King can never move from the corner, 
and you will find that so long as Black keeps his King near the Knights, 
and does not play him on to the Rook’s file (in which case White might, 
by occupying the Knight’s file with his Queen, break up the position) the 
game is only drawn. Should Black leave the Knights with his King, the 
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latter would speedily be forced into one of the Rook’s squares, and prc 
vented from moving, and then being compelled to move a Knight, would 
lose at once. 

Another position, strictly analogous to the above, and which, therefore, 
does not invalidate the general principle, has more recently been made 
j ublic by Mr. WaHier. 

Leaving those few instances in which the King of the stronger party 
can be prevented from moving out of the corner and coming into play, it 
was always considered that the strongest situation in which the Black 
foi*ce could be placed, was one where the two Knights should mutually 
defend each other, and be within reach of their King. The opinion 
however, or we may rather say the discovery, of Von H. d. Laza is, that, 
to use his own words, “ it is even more easy to draw the game against 
the Queen with two Knights than with two Bishops, and the whole secret 
consists in placing the Knights before their King in the same position as 
the Bishops, that is to say, side by side, and not so that they may defend 
each other.” 

He then proceeds to support his assertion thus : — ” In the well-known 
position examined by Lolli (see his valuable treatise, p. 427), and pro- 
nounced by subsequent writers as one in which the Queen must win, I 
think the game ought to be drawn.”* The position alluded to is given 
above (see Diagram 26) : — 

WHITE. BLACK. 

” 1. K. to Kt.’a 3rd. 1. K. to Q’s 6th. 

(It would be equally good to play K. Kt. to Q’s 6th.) 

2. Q. to her 5th (ch.) 2. K, to Q. B’s 6th. 

3. K. to B’s 4th. 3. K. Kt. to Q’s 6th (ch.) 

4. K. to B’s 3rd. 


“ Lolli now makes Black play 
which speedily loses him the game. 

5. Q. to her sq. 

6. K. to his 2nd. 

7. Q. to K’s sq. (ch.) 

8. Q. to K. R’s 4th (ch.) 

9. Q. to K. B’s 6th (ch.) 

10. K. to B’s 2nd. 

And I cannot discover he 


1. Kt. to K’s 4th, checking, a move 
Suppose him, however, to play — 

4. K. Kt. to Q. Kt.’8 5th. 

5. Q. Kt. to Q’b 7th (ch.) 

6. Q. Kt. to his 6th. 

7. K. to Q. B’s 5th. 

8. K. to B’s 6th. 

9. Q. Kt. to Q’s 5th (ch.) 

10. K. Kt. to Q’s 4th. 

7 White will win the game. 


” The two following positions (see Diagrams 27 and 28) are certainly 
very favourable for the Q. and K., and yet it is, if not quite impossible* 
at hsast extremely difficult, to bring the K. into action and win the game 


WHITE. BLACK, 

1. Q. to K’s 6th. 1. K. to Kt.’8 2ad. 

2. K. to his B’s 3rd. 2. Q. Kt. to K. R’s 2nd. 

This appears to be a better move than K. Kt. to R’s 5th (ch.) 


♦ See ” Chess Chronicle,” voL iii. p. 79. 
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3. K to Kt/s 4th. 3 Q. Kt to K. B s sq. 

4. Q. to her 6th. 4. K. to B’s 2nd. 

Q. to her 5th (ch ) 5. K. to Kt.’s 2nd. 

6. K. to Kt.^s 5th (a bad move.) 6. Q. Kt. to K. R^b 2nd (ch. 
Winning the Q. next move.’* 

In Diagram 28 the best mode of defence is the following — 

WHITE. BLACK. 

1. Q. Kt. to Q. B’s sq. (eh.) 

2. K. to Q. B's 6th. 2. Q Kt. to K’s 2nd ^^ch.) 

3. K. to Kt.’8 5th. 3. K. Kt. to Q’s 3rd (ch.) 

And I know not how White can wm. 


Diagram 27. Diagrom 28. 


BLACK. BI \CK. 



1 

M ^ M 


1 

Cj 




a... n.u 


.4^ iuJ ^ 






:j □ y □ 

1 ^ 

y cj ^ 


□ Li L 

WHITF. 

WHITE. 


Our author then proceeds to show, with greit minuteness of detail, that 
an this last instance Black has no other successful method of defence. 
All the vanations will be found fully given in the “ Chess-Player’s Chro 
mcle,” vol. 111 . pp 79 — 91, to which we refer those of our readers whc 
may be desirous of further investigating the subject. 


QUEEN AGAINST KNIGHT AND BISHOP. 

This kmd of ending is analogous in character to the last, and the dis 
covery of MM. V. H. d. Laza and BUguer equally applies to it. Except 
m some few positions, such as the following (see Diagram 29), where, as 
With the two ICnights, the White King can be impri'.oned in the comer, 
and that of the adversary is in the neighbourhood of his two Pieces, it has 
always been laid down ^hat the Queen wins. Agam* however, we incline to 
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ig-ee with V. II. d. Laza, that, though with greater difficulty, “ a King 
with Bishop and Knight can in many cases draw the game against a King 
and Queen . ** The system of defence which I am about to lay down," 
he says, “ is the invention of my late friend, Von Bilguer, and has hither- 
to been known only to himself and me." 

“ Let us suppose the Black King to stand on his Rook's 8th sq., then u 
we place his Kt. on K. R’s 7th, the latter attacks thiee squares, viz., 
King’s Knight’s .5th, King’s Bishop’s 6th, and King’s Bishop’s Bth, and 
it u evident that the adverse party can only win by bringing his King 
near the other, which is to be effected by passing over his Book’s 4th, 
Bishop’s 4th, or Bishop’s 2nd squares ; but if we now place Black’s Bishop 
at K. Kt.’s 6th, all the squares around are for a moment defended, and 
before mate could be given. Black must be compelled to quit his entunch- 
ments, and then it remains to be shown that it is impossible for him to 
take up a similar position." 

Diagram 29. Diagram 30. 


BI ACK. BI ACK. 



: I I . ■ = 

WHITE. WHITE. 


Diagiam 30. 

WHITE. BLACK. 

1. Q. to her 5th (ch ) 1. K. to his Kt ’s 3rd. 

2. Q. to K. Kt.’s 2nd (ch.) 2. K. to his B’s 2nd. 

(If mstead of this move White play his Q. to K. Kt.’s 8th, Black muft 
move his B. to K. Kt.’s 4th, or R’s 5th, and then again back to B’l 
3rd, as circumstances may require.) 

3. Q. to K. Kt.’s 4th. 3. B to K’s 4th. 

(bince it IS of great importance to defend the K. Kt.’s 3rd sq. against th« 
Q., Black can only move his B., which he must play to K’s 2nd oi 
4th sq.) 

4. Q. to her B's 4th (ch.; 

5. Q. to K’s 4th (ch.) 


4. K. to his Kt.'s 3rd. 

5. K. to his B’s 3rd. 
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It must now be examined whether A^Tiiite can force the game, or il 
Black cannot again take up a safe position. 

6. K. to Q. W(> Gth. 6. Kt. to K. B^s 4th. 

(In order to cut oif afterwards the White squares from the adverse King.) 

7. Q. to K. B's 3rd. 7. K. to his 3rd. 

8. Q. to K^s 4th. 8. K. to his B’s 3rd. 


f Should White play his K. to Q. B’s 5th, Black, by answering with B. to 
Q’s 3rd (ch.), would gain a position similar to the primitive situation 
of the Pieces, and if he play Q. to her 5th (ch.), the Black K. must 
be moved to his B’s 3rd, the result of which shall be analysed in the 


accompanying variation.) 

9. K. to Q’s 5th. 

10. K. to Q. B’s 4th. 

11. K. to Q’s 3rd. 

12. Q. to her 5th. 

13. K. to his 3rd. 

14. K. to his B’s 3rd. 

15. Q. to her B’s Gth (ch.) 

16. K. to his Kt.’s 4tlL 


9. Kt. to K’s 2nd (ch.) 

10. Kt. to K. B’s 4th. 

11. Kt. to Q’s 3rd. 

12. K. to his B’s 4th. 

13. K. to B’s 3rd. 

14. Kt. to K. B’s 4th. 

15. Kt. to Q’s 3rd. 

16. K. to his 3rd. 


Variation, 


Beginning ni Wkiie^e Sth move. 


WHITB. 

8. Q. to her 5th (ch.) 

9. K. to Q’s 7th. 

10. K. to Q’s Sth. 

11. K. to Q. B’s Sth. 

12. K. to Q’s 7th. 


BLACK. 

8. K. to his B’s 3rd. 

9. Kt. to K. Kt.’B 2nd. 

10. Kt. to K’s 3rd (ch.) 

11. K. to his B’s 4th. 

12. Kt. to K. B’s 5th. 


And White has gained nothing. 


In this position (see Diagram 31) also it would appear that Black, with 
the move, may draw the game, or at any rate the contrary vet remains to 
be proved. Suppose,-^ 


1. B. to Q. Kt.’s 2nd. 
(B. to Q. R’s sq. would be equally good.) 

2. Q. to K. R’s 4th. 2. K. to Q’s 7th. 

3. Q. to K. Kt.’s 5th (ch.) 3. K. to Q. B’s 7th. 

(By returning to K’s 7th, the Bishop would obviously be lost ) 

4. Q. to Q. Kt.’s Sth. 4. B. to K. R’s Sth. 

5. Q. to Q. B’s 4th (ch.) 5. K. to Q’s 7th. 

6. Q. to Q. R’s 2nd (ch.) 6. K. to his Gth. 

7. Q. to Q. R’s 7th (ch.) 7. K. to Q’s 7th. 

8 . Q. to Q. R’s Sth (ch.) 8. K. to Q. B’s 7tlu 

And we do not see that White can win. 
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Diagram 31. 

BLACK. 



In a situation of this kind, however, the nicest play is absolutely ess^nt*e] 
on the part of the two Pieces, as the slightest error would inevitably lead 
to a speedy defeat. Suppose m the last example Black should piay for 
his first move B. to K. R's 8th, M. Yon H. d. Laza proves that he must 
then lose. 


WHITE. BLACK. 

1. B. to K. irs 8th. 

2. Q. to K. R's 4th. 2. B. to Q. R’s sq. 

If m place of his last move, the Bishop is played to K. B's 6th, he is lost 
by the check at K’s 7th ; if to Q's 4th, or Q. Kt.'s 2nd, White equally 
wins him by a divergent check ; and if to Q. B's 3rd, the result is as 
follows ; — 


2. to Q. B’a 3rd. 

3. Q. to K. R's bih (ch.) 3. K, to hts Sth. 

If to B's Sth, White's reply ts Q. to her sq, (ch,) 

4. Q. to K, Kt.'s 6/A. 4. B, to Q. Kt.'s 4/A. 

5. Q. to K, B's 5/A. 

And wins. 


3. Q. to K. R’s 5th (ch.) 3. K. to his 6th. 

(If K. to B’s 8th, White moves Q. to her sq. (ch.), and then Q. to 
her 2nd.) 

4. Q. to K. R’s 6th (ch.) 4. K. to his 7th. 

(If to bis 5th sq., the Queen checks at K. R’s sq. and takes B.) 
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5 Q to K»8 6th (ch ) 5 K to Q's 8th 

(If the King is played to his B^s 8th, the Queen is moved to her B's 4th. 
and then checks at her R’s 2nd ) 

6 Q to Q Kt 's 3rd (ch ) 6. K. to Q’s 7th 

7 Q to Q R’s 2nd (ch ) 

And wins 

On the whole, as regards this part of the subject, it may be safely 
assumed, that when you are left, at the end of a game, with the Queen 
against any two of the minor Pieces, the probability is very great in 
favour of your easily gaming it, and that this probability is converted 
almost into certainty, when the two Pieces are far removed from each 
other or from their King, or when they cannot prevent your King from 
entenng into their game At the same time there appeal to be many 
positions that the weaker force may occasionally take up, in which by a 
very careful and accurate system of defence, they may succeed m main- 
taining their entrenchments, and thus produce a drawn game The innu- 
merable vanations, however, are very far from being exhausted, and have 
ample scope for the researches of future analysts 


QUEEN AGAINST QUEEN AND PAWN, 

In cases of this kind the game is usually drawn without difficulty and 
most generally so by means of a perpetual check, though the same objec t 
may sometimes be attained by an exchange of Queens when your King is 
obU to stop the Pawn When, however, the Pawn is advanced to its 7th 
sou ire and more particularly if defended bv its King, the task is one of 
more difficulty, and many instructive situations occur where the Pawn 
may be Queened and the game therefore won We subjoin an example 
m two of each kind, by way of illustration 

Diagram 32. Diagram 33 


BFACK BLACK 



WHITE. WHITE* 
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Here (see Diagram 32), with the move, White will draw the game for 
sappobe, — 


WHITE. BLACK. 

1. Q. to K. Kt.'s 4th (ch.) 1. Q. to K. Kt.'» 6th. 

2. Q. to K’s 4th (ch.) 2. K. to Kt.’s Sth. 

3. Q. to Q*8 4th. 3. K. to R's 7th. 

4. Q. to K. R*s 8th (ch ) 4. Q. to R's 6th 

5. Q. to K*8 5th (ch.) 5. K. to Kt.’s 8th. 

0 Q. to Kt.’s 5th (ch.) 6. Q. to Kt.’s 7th. 

7. Q. to K’fa 3rd. • 

And he will always be able to make a drawn game. 

In the next case (see Diagiam 33), you would be ready to suppose that 
as Black must Queen the Pawn, he will wm ; it will be seen on examination^ 
however, that the game is really drawn. Black being in check plays — 

1 P Queens 

2. Q. to K. B’s 3rd (ch ) 2 Q from R’s 7th to Kt 's 7th. 

3 Q to K R’s 5th (ch.) 3. Q from Kt ’b 8th to R’s 7tii 

4 Q to K’s sq. (ch.) 4. Either Queen interposes. 

And you evidently give a perpetual check. 

The ingenious position Diagram 34 is given b} Mr Lewis , Black, witl 
the non, ou.,lit to win. You are recommended to endeavoui to dibcovei 
the method ot doing bo before looking at the solution 

WHITE. BI ACK, 

1. Q. to her Kt.’s 4th. 

2 K moves. 

(For it lb clear that the Queen cannot move without allowing the Pawn tv. 
advance.) 

2. K to Q’s 8th 

3. Q to Q. R’s sq. (ch ) 3. P. Quetns. 

And wins. 

Diagram 34, Diagram 35 


BLACK. niACK. 



WHTTK. 


\v II m . 
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White moves and wins (See Diagram 35 ) 

WHITE. BJ ACX. 

1 P. Queens (ch ) 1. K. to K. B's 5th* 

(If instead the King is moved to B’s 4th, White checks at Q’s 5th. nnZ 
then forces the exchange of Queens.) 

2. Q. to K. B's 8th (ch ) 2. K. ^o his 5th. 

d. Q. to K's 7th (ch.) 3. K to K. B's 6th. 

(If to B’s 5th, the Queen checks at K. B's 7ch > 

4. Q. to K B's 6th (ch ) 4 K to his 5th 

5. Q. to K's 6th (ch ) 5 K to K B's 6th. 

6. Q to K. B's 5th (ch.) 6 K. to his 7th. 

7. Q. to her 3rd (ch.) 

I hen forces an exchange of Queens, and wins with his remaining Pawn 


QUEEN AGAINST PAWN. 


In all ordmary situations, the Queen of course easily stops a single Pawn 
and wins against it , if, however, the latter has reached its 7th square 
and has the support ot its King, there are instances in which the game 
must be drawn. Our first position (see Diagram 36) will show the method 
oi winning, and we shall afterwards point out the exceptions 


Diagram 36. 

BLACK 



WHITE 


WHITE 

X. a to K B's 5th (ch.) 
2 Q to K's 4th (ch ) 

3. Q to K. B's 4th (ch.; 

4. Q. to K's 3rd 

S* Q. to K. B's 3rd (ch.) 


BI ACA. 

1. K. to K Kt s 7 cil 

2. K to B's 7th 

3. K to Kt 's 7th. 

4. K to B's 8th. 

5. K. to his Btb* 
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0. K. to Q’s 4th. 6. K. to Q*8 8th. 

7. Q. to her 3rd (ch.) 7. K. to his 8th. 

8. K. to his 3rd. 8. K. to B's 8th. 

Q. takes P. (ch.), and wins. 

The same mode of procedure can always be adopted, unless the tingle 
Fawn should be either on the Bishop’s or Rook’s file, in which case 
Black may usually make a dra^^n game, owing to the power which he 
then has of making a stalemate. His having this alternative, however, 
altogether depends upon the distance which the adverse King may chance 
to be from the scene of action. In the next position (Diagram 37) the 
game is drawn. 

WHITE. BLACK. 

1. Q. to K. Kt.’8 4th (ch.) 1. K. to R’s 8th. 

2. Q. to K. B’s 3rd (ch.) 2. K. to Kt.’s 8tn. 

3. Q. to K. Kt.’8 3rd (ch.) 3. K. to R’s 8th. 

A.nd It is evident, that if White take the Pawn, his adversary is stalemated. 

The result is the same when the Pawn is on the Rook’s file, as you will 
at once see by making the experiment. 

The following position (see Diagram 38), from Lolll, is a very inge- 
nious exception to this rule, and will well repay your attention. 

WHITE. BLACK. 

1. K. to Q. B’s 5th (ch.) 1. K. to Q. B’s 7th (best.; 

2. Q. to K. Kt.’s 2ud (ch.) 2. K. to Q. B’s Cth. 

3. Q. to K. B’s sq. 3. K. to Q. Kt.’s 7th. 

4. a to K’s 2nd (ch.) 4. K. to Q. Kt.’s 6th. 

5. Q. to her sq. (ch.) 5. K. to Q. Kt.'s 7th. 

6. Q. to her 2nd sq. (ch.) 6. K. to Q. Kt.’s 8th. 

7. K. to Q. Kt.’s 4th. 7. P. Queens. 

8. K. to Q. Kt.’s 3rd. 

And wins. 

Diagram 37« Diagram 38. 


BLACK. 


BLACK. 
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ROOK AGAINST BISHOP.* 


It L n'jl very difficult to draw the game with a Bishop against a Rook. 
As it is necessary that the two Kings should be opposite each othei 
( except In the corners of the board), before checkmate can be given with the 
Rook, ii follows, that if you can so play your Bishop as to prevent his 
King facing yours, the game will be drawn. It is seldom good play tc 
interpose the Bishop when the King is checked, and your Bishop should 
generally be at a distance from your King. (See Diagram No. 39.) 


WHITE. 

1. B. to Q. Kt.^s 7th. 

2. B. to Q’s .5th. 

3. B. to Q. B's ()th. 

1. K. to Kt.’s sc|. 


BLACK. 

1. R. to Q. Kt.’s 3rd. 

2. R. to Q. Kt.’s 7th. 

3. R. to K. B’s 7th (ch.) 


If instead you had })layed K. to his sq., you would have lost the gaa-e. 
See (A.) 

4. K. to his 7th. 

5. B. to Q’s .5th. ,5. K. to his 8th. 

C). B. to Q. B’s 6th. 6. R. to K. B’s 3rd. 

7. B. to Q. Kt.’s 7th. 7. R. to K. Kt.’s 3rd (ch.) 

8. K. to K. R’s 2nd. 


Not to K. R’s sq., because he would play K. to K. B’s 7th, and win 
the game.) 

8. K. to K. B’s 7th. 


9. K. to K. R’s 3rd, &c. 

And the game is drawn. 


WHITE. 

4. K. to his sq. 

5. B. to Q R’s 4th. 

6. B. iiiterjioses. 


(A.) 

BLACK 

4. R. to Q. B*s 7th. 

,5. R. to Q. B’s 8th (ch./ 

6. R. to Q. Kt.’s 8th. 

And wins. 


The most secure position, though not, as Philidor asserts, the only safe 
one, tor the weaker force, is that where the King can be played to l 
comer squaie of a different colour to that on which the Bishop runs, as 
VI this situation you have only to move your King or Bishop to Kt.’s sqi 
or Rook’s 2nd, and cannot be compelled to leave the corner. 

liThile with the mo\e gives mate in seven moves.f (See Diagram 40 ) 


WHITE. BLACK. 

1. R. to Q. B’s 2nd. 1, B. to Q. Kt.’s 6th.J 

2. R. to B’s 8th (ch.) 2. B. to K. Kt.’s sq. 


♦ See ** Ches^ Chronicle,” vol. ii. p. 2^8. f Ibid, p. 143 
t If the Pawn is mn\ed instead, the result is the same. 
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5. K* to Q*8 6th. 

4 . K. to Q. B’s 7th. 
5 K. takes B. 

6. K. to his 6tb. 

7. R. mates. 


3. P. to Q. Kt/s 6tD. 

4. B. to Ci’s 4th (oe8t*> 
*). K. to Kt.’s sq. 

6. K. moves. 


Diagram 39. 


Diagram 40. 


BI ACK. 



BLACK 





y^4 


, 11 L 1C 
!n n I ' 



WHur. 


ROOK AGAINST KNIGHT. 

iN ordinary positions, and v^heu the Kniy:ht is neai to, or <annot be jne- 
vented appiodching, his King, the wtakcr paity will be able to draw the 
game. The method of doing so, however, is not veiy t.isy, and theie .iie 
many positions (of which we shall give some eAanijiles) where the Rtiok 
can win. 

Diagram 41. 

White to play. 

•WHITE. BIACK. 


1. 

R. 

to 

Q. R’b 

8+h. 

1. 

K. to Q’s sq. 

2. 

R. 

to 

Q. Kt.’ 

b 8th. 

2. 

K. to Q B’s 2tid. 

3. 

R. 

to 

Q. Kt ’ 

s 4th. 

3. 

K. to Q’s sq. 

4. 

R. 

to 

Q. Kt.’ 

'b 7th. 

4. 

K. to his sq. 

,5. 

R. 

to 

Q’s 7th 

, 

5. 

Kt. to Q. Kt.’s .Ird. 

b. 

R. 

to 

Q. Kt.’ 

s 7th, or (A ) 

6. 

Kt. to Q. B’b sq. 

/. 

R. 

to 

K. B’s 

7th, 

7. 

K. to Q’fa ‘'q. 

8. 

R. 

to 

K. R’s 

7th. 

8. 

Kt. to Q. Kt.’s 3rd. 

9. 

K. 

to 

Q’b Cth. 

9. 

Kt. to Q. B’s sq. (ch.; 

10. 

K. 

to 

Q. B’s 

Cth. 

10. 

Kt. to F i 2nd (ch.) 

11. 

K. 

to 

Q. Kt. 

's 7th, 

11. 

K. to Ins s<p 

12. 

K. 

to 

Q. B’s 

7th. 

12. 

K. to lus B’s sq. 

U. 

K 

to 

Q’s 7th. 

13. 

Kt. to K. Kt’s sq. 


r 
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14. 

K. 

to 

Q's 8th. 


14. 

Kt. to K. B»s 3rd. 

15. 

R. 

to 

K. R's 8th (ch.) 


15. 

Kt. interposes. 

16. 

R. 

to 

K. R’s 4th. 


16. 

K. to K. Kt.'s 2nd. 

17. 

K. 

to 

K^s 8th. 


17. 

Kt. to K. B^s 3rd (ch.) 

18. 

K. 

to 

K^s 7th. 


18. 

Kt. to Kt.’s sq. (ch.) 

19. 

K. 

to 

K's 6th. 


19. 

K. to K. B’s sq. 

20. 

R. 

to 

K. B’s 4th (ch.) 


20. 

K. to his sq. 

21. 

R. 

to 

K. B’s 7th. 


21. 

Kt. to K. R’s 3rd. 

22. 

R. 

to 

K. Kt.^9 7th. 


22. 

K. to B's sq. 

23. 

R. 

to 

K. R’s 7th. 


23. 

Kt. to K. Kt.’s sq. 

24. 

R. 

to 

K. B’s 7th (ch.) 


24. 

K. to his sq. 

23. 

R. 

to 

Q. Kt.*s 7th. 


25. 

K. to K. B’s sq. 




And Black will draw 

the 

game. 





(A.) 



6. 

R. 

to 

Q. B’s 7th. 


6. 

K. to Q’s sq. 

7. 

K. 

to 

Q,'s 6th. 


7. 

Kt. to Q. B’s sq. (cL.) 

(If Black play 7. Kt. to Q. 

R's sq. 

, he would lose the game.) 

8. 

K. 

to 

Q. B^s 6th. 


8. 

Kt. to K’s 2nd. 


Checking, &c., as before. 


Jiy carefully pursuing this system, he will always be able to draw the gan»a 


Diagram 41. 


Diagram 42. 



Diagram 42. 

This position, Black having the move, was considered for some time 
a drawn game. The late lamented Mr. Forth, however, proves that 
’AThite can win. '‘See Mr. R. A. BrDwn’s Collection of Problems,^' p. 73.' 
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WHITE. BI ACK, 

1. K. to K's sq. (best ) 

(For if he play Kt. to K. B*a 3rd, you check with Rook, and then play 
K. to his 6th ; and if instead he move K to Q. B’s sq , you play R 
to R'g 4th, and m a few moves will equally wm the Knight.) 

2. K. to his 6th sq. 2. K to B's sq. 

3. R. to R's 4th. 3 Kt to K’s 6th. 


(Any other move loses the Kt at once ) 

4 . R. to K*8 4th. 4. Kt to Q B’s 7th. 

(If to K Kt.’s 7th, 'WTiite moves K. to K. B’s 6th ) 


5 K. to Q’s 5th 

6. K. to Q. B’s 4th. 

7. R to K’s 2nd. 

3. K. to Kt.’s 4th. 

9. R. to 0. Kt ’s 2nd. 

And 


5. K. moves. 

6. K moves 

7. Kt. to Q R’s 6th (ch ) 
8 Kt to Kt ’s dth 


In the following position (see Diagram 43) White will win eithei wit! 
the mo\e or without it 


Diagram 43. 


BLACK 



WHITE. BTACK 

]. Kt to R’s 2nd (ch.) 

2. K to K. B’s 7th. 2 Kt to Kt ’s 4th (ch.) 

If he move Kt. to B’s sq., you play R. to Q. R’s 8th, for if you at onc^ 
take the Kt. he is stalemated.) 

3. K. to K. Kt.’8 #th. 

And wins. 

2 F 2 
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The two last examples forcibly illustrate the importance of keephi(f the 
Knight near his King, and of not playing either the King or Knight to a 
corner square, or even to a Knight^s squai e, if it can be avoided In all 
^ases the danger increases to the weaker force, as he is compelled to 
recede from the centre squares of any of the side lines The prmciple to 
be observed is, therefore, precisely opposite to the one recommended in 
the case of Bishop against Rook, where the corner squares are the most 
secure ot any. 


ROOK AND PAWN AGAINST BISHOP. 


NoTwiTHSTA-NniNG that the Rook is much more powerful than the 
Bishop, and more paiticuhrly so towards the end of a game, it is 
singular that thei e ai e many positions in hich the former cannot do 
more than draw the game. We give some examples of both results. 


Diagram 44. 


Diagram 45. 


BT ACK 


BLACK. 




Diigiam 44 . 

This situation is given by Philidor, and may either be won by White 
or only diawn, accoidmgly as he plays correctly or otherwise Tn thtf 
first place, suppose — 

WHITF BJACK 

1. R. to Q R’s sq 1. B to Q Kt ’s sq 

(This IS his best mode of play ) 

2 R. to R’s 6th (ch ) 2. B. to Q’s 3rd 

(Tfce object of White is to be able to play his ICing m front of the Fawn, 
which, as you will see, speedily gives him the victory.) 
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8. R. to Q Kt/s 6th. 3. K. to Q\s 2nd. 

4 . K. to Q's 5th. 4. K to K. Kt/s Sth, 

5. R. to Q. Kt.'s 7th (ch.) 6. B. to Q. B's 2nd. 

5 : K-taaB’se*: K-toQ.B’ssq.,orQ>.s., 

And then advances the Pawn, winning easily. 

But If White for his first move had played P. to Q’s 5th (ch.), Black 
might have drawn the game as follows • — 

WHITE. BLACK. 

1. P. to Q's 5th (ch.) 1. K. to Q’s 2nd. 

2. K. to Q's 4th. 2. B. to K. Kt.’s 6th. 

3. R. to Q. R’s sq. 3. B. to K. B’s 5th. 

4 . R. to Q. R’s 7th (ch.) 4. K. to Q’s 3rd. 

5. K. to his 4th. 5. B. to K. Kt.’s 6th. 

(Black must exercise great care here ; had he played 5. B. to R’s 7th. 

White would have moved R. to K. Kt’s 7th, and won the game.) 

6. R. to K. Kt’s 7th. 6. B. to K’s 8th. 

7 . R- to Kt.’8 6th (ch.) 7. K. to Q’s 2nd. 

8. P. to Q’s 6th. 

(Were he to attempt first to support the Pawn by playing King to hi 4 
5tb, is is evident that the check from the Bishop would force him to 
retire.) 

8. K. to Q. B’s 3rd. 

9. K. to his 5th. 9. B. to Q. Kt’s 5th. 

And it is obvious that White can never advance the Pawn without imme- 
diately losing it. 

Diagram 45. 

In this situation, for which we are indebted to Mr. Lewis, Black draws 
die game, either with the move or without it. Suppose White begins, — 

WHITE. BLACK. 

1. R. to Q. Kt.’s 7th, 1. B. to Q. B’s 5th. 

2. R. to Q. B’s 7th. 2. B. to Q. R’s 7th. 

This is the proper square for Black to play liis Bishop to ; if he move 
it to Q. Kt.’s 4th, as recommended by Mr. Lewis, to K’s 7th, w 
Q. Kt.’s 6th, White can win the game. Suppose, in the first case: 

2. B. to Q. Kt.’s 4th. 

3. K. to B’s 5th. 3. B. to K’s 7tli (best) 

4 . P. to B’s 7th. 4. K. to Kt.’s 2nd (best) 

5. K. to his 6th. 5. B. to K. R's 4th (best) 

6. R. to Kt.’s 7th. 6. B. to K. Kt.’s 3r^ 

7 . P. to B’s 8th., becoming 7. K. takes Q. 

a Q. (ch.) 

8. K. to B’b 6th. 


And wina. 
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la tbe ecoond place., — 

3. P. to K. B^s 7tli. 

4. K to £’s 5tli. 


2. B. to K's 7th. 

3 K. to Kt *8 2nd (best) 

4 B to K R’s 4th, or B.to 
Q's 6th (rb.'i 

5 B to K Kt ’s 3rd (best) 

6 K. takes Q. 


5 K to his 6th 5 B to K Kt ’s 3rd (best) 

6 P to B’s 8th, becoming a Q. 6 K. takes Q. 

7 K to B^s 6th 

And wins. 

If, in the third place, he play, — 

2 B to Q Kt 's 6th, 

White wins by moving the King to his Kt ’s 6tli, and afterwands checking 
with the Rook. 

When, howe\er, the Pawn is on the Knight’s file, the Rook, in a 
iimilar position, will win. (See Diagram 46.) 

WHIIF BLACK. 

1. P to K. Kt ’s 7th (ch ) 

Should he take the Pawn, White wins by advancing K. to K. Kt’e 6th, 
therefore, — 


R to Q Kt ’s < 


1. K. to R’s 2nd. 


If he take P witli Bisliop, you check with R at K. R’s sq., and then 
play K. to Kt.’s 6th, therefore, — 


5. R. to Q Kt.’s 4th. 

4. R to K Kt ’s 4th. 

5 K to K Kt ’s Olh 

6 R to K B'& 4tli. 

7. R to 0, B’s 4th, &c. 

Diagram 46. 


Wuuuug. 


2 B to Q’s 5th. 

3 B to K. B’s 7th. 

4 K to Kt ’s sq. 

5 B to Q’s 4th. 

6. B takes P. 


Diagram 47. 
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Diagram 47. 

(White having to play, is to give mate in 10 moves.) 

We close this part of the subject with the above beautiful stratagem of 
the Rev. H. Bolton, which first appeared in the “Chess-Player's Chronicle," 
voL i. p. 305. 

Solution. 


WHITE. 

1. P. to Q. Kt.’s 7th (ch.) 

1 . 

BLACK. 

K. to Q. Kt.'s sq. 

2. B. to K. B’s 4th (ch.) 

2. 

R. to Q,. B’s 2nd. 

3. K. to his Kt.’s 6th. 

3. 

P. to K. R’s 4th. 

4. B. to K’s 5th. 

4. 

P. to K. R’s 5th. 

5. K. to K. R's 7th. 

5. 

P.toK. Kt.'s4th(dis.ch.) 

6. K. to Kt.’s 8th. 

6. 

(best.) 

P. to K. R’s 6th. 

7. K. to B’s 8th. 

7. 

P. to K. R's 7th. 

8. B. bikes R. P. 

8. 

P. to K. Kt.'s 5tli. 

9. B. to K's 5th. 

9. 

P. to K. Kt.’s 6th. 

10. K. to his 8th. 

10. 

P. to K. Kt.'s 7th 

11. K. to Q’s 8th. 

11. 

P. to K. Kt.’s &th 

12. B. takes R. 

Checkmate, 


(Queens.) 


ROOK AGAINST THREE MINOR PIECES. 

Three minor Pieces arc much stronger than a Rook, and in cases where 
two of them are Bishops will usually win without much difficulty, because 
the player of the Rook is certain soon to be comjmllcd to lo^ him for one 
of his adversary's I’ieces. If, however, there are two Knights and one 
Bishop opposed to a Rook, the latter may generally be exchanged for the 
Bishop, and as two Knights are insufficient of themselves to force check- 
mate, the game will be drawn. 


Diagram 48. 

Black will win. For suppose, — 


WHITE. 

1 . R. to Q. R's 3rd fch.) 

2. R. to Q. R's 2nd. 

3. R. to K. R’s 2nd. 

4. R. to Q. R's 2nd. 

5. R. to Q. R's 3rd (ch.l 

6. R. to Q. R’s 2ad 

7. K. to Kt.'s sq. 

S. R. to K’s 2ncU 


BLACK. 

1. B. to K's 6th. 

2. K. to Kt.’s 6th. 

3. B. to K. B's 5th. 

4. B. to K. R's 6th. 

5. B. to K's 6th. 

6. Kt. to K. B's 7th (ch.> 

7. B. to K. Kt.'s 7tb. 

8. Kt. to K. R's 6th (ohecit* 

mate.) 





IHESS-PLATER S HAKDBOOK. 


Diagram 48. 


Diagram 49. 


BLACK. BLACK. 



Diagram 49. 


In this position also Black, with the move, will win, as his adversary 
^vill not be able to exchange his JElook for the Bishop. 

WHITF. 

BLACK. 


1. K. to K. B's 7th. 

2. R. to Q’b sq. 

3. K. to Q Kt.’s 2nd. 

2. Kt. to Q. Kt's 6th Teh ) 

fHad he pliyed K to Q B's 2nd, Black 

would have taken the RooIl 

(hukiiig, and if White retook, have given mate next move.) 


3. B. takes R. 

4 P. to Q. R’s 7th. 

4. B. to K. B’s 6th. 

5. K takcb Kt. 

5. K. to K. Kt.’b 8th. 

6 P to K. R’s 4th, 

6. Kt. takes P. 

7. K. to Q. R’s 4th. 

7. Kt to K. Kt.’s 3rd. 

8. K. to Q B’s 5th. 

8 Kt. to K. B’s 5th. 

9. K. to Q’s t)th. 

9. Kt. to Q’s 6th. 

10. K. to Q. B’s 7th. 

1 0. Kt. to Q. Kt ’s dth. 

71. K. to Q Kt ’8 8tb. 

11. Kt to Q. R’i 6tb «’ob.) 

Hua vraU win 
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ROOK AND PAWN AGAINST ROOK. 

Tm» is a more important ending, as being one of more probable occarrenoe 
in actual play than many of those we have been examining. The single 
Hook will frequently draw against Rook and Pawn when his King is in 
front of the Pavm. 

The tirst position (see Diagram 50) is given by Philidor, and is intended 
to show the method by which Black may draw the game, and also the mode 
of plaj which White must adopt should his adversary not play the correct 
defence. W^hite, having to play, moves — 

WHITE. BLACK. 

1. P. to K’s 5th. 1. R. to Q. Kt.'s 3rd. 

iif he play R. to Q. R’g 8th, Philidor thinks he ought to lose the giunA 
See Variation.) 

2. R. to Q. R*s 7th. 2. R. to Q. B’s 3rd. 

3. P. to K*8 6th. 3. R. to Q. B’s 8th. 

4. K. to K. B*s 6th. 4. R. to K. B’s 8th (ch.) 

And will draw. 


Variation, 

WHITE. BLACK. 


1. 

P. to 

K’s 5th. 

1. 

R. to 

Q. R’s 8th. 

2. 

K. to 

K. B’s 6tb. 

2. 

R. to 

K. B’s 8th (ch.; 

3. 

K. to 

his 6th. 

3. 

K. to 

K. B’s sq. 

4. 

R. to 

K. R’s 8th (ch.) 

. 4. 

K. to 

K. Kt.’s 2nd. 

5. 

R. to 

K’s 8th. 

5. 

K. to 

K’s 8tu. 

6. 

K. to 

Q’s 7th. 

6. 

K. to 

K. B’s 2nd. 

Black here 

check with the Rook. 

White must move K. to his 7th,) 

7. 

P. to 

K’s 6th (ch.) 

7. 

K. to 

K. Kt.’s 2nd. 

8. 

K. to 

his 7th. 

8. 

R. to 

K’s 7th. 

9. 

R. to 

Q’s 8th. 

9. 

R. to 

K’s 8th. 

10. 

R. to 

Q’s 2nd. 

10. 

R. to 

K’s 6th. 

11. 

R. to 

K. Kt.’s 2nd (ch.) 

11. 

K. to 

R's 2nd. 

12. 

K, to 

K. B’s 7th. 

12. 

R. to 

K. B’s 6th (ch.) 

13. 

K. to 

his 8th. 

13. 

R. to 

K’s 6th. 

14. 

P. to 

K’s 7th. 

14. 

R. to 

Q’s 6th. 

^5. 

R. to 

Q. B’s 2nd. 

15. 

K. to 

K. Kt.’s 2nd. 

16. 

R. to 

Q. B’s 7th. 

16. 

R. to 

Q’s 7th. 

17. 

R. to 

Q’s 7th. 

37. 

R. to 

Q. Kt.’s 7th. 

18. 

R. to 

Q’s sq. 

18. 

R. to 

Q. Kt.’s sq. (ch.) 

19. 

K. to 

Q’s 7th. 

19. 

R. to 

Q. Kt.’8 2nd (ch.l 

20. 

K. to 

K’s 6th. 

20. 

R. to 

Q. Kt.’8 3rd (ch. 

21. 

R. to 

Q’s 6th. 

21. 

R. to 

Q. Kt.’s sq. 

22. 

R to 

Q’l 8th. 




And wins. 
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Diagram 50. 

BLACK. 



WHITE. 


Diagram 5i. 
BLACK. 



WHITE. 


In the next case, according to Del Rio (see Diagram 51), Black will 
draw the game, even against two Pawns. But this has subsequently been 
discovered to be an error, since White can win without much difficulty. 

WHITE. BIACK. 

1 K to Q B^s 4th. 

2. R to K R's 8th. 2 K. takes P. 

3 R to Q. B’s 8th (ch ) d. K. to Q. Kt.^s 4th. 

4 K to Q’s 4th. 

Winning easily. 



WHLTK. 


WHIfB. 



ENDINGS OE GAMES. 


443 


Diagram 52. 

Black, having to move, the game is drawn. 

V^HITB. BLACK. 

1. R. to Q. R*8 7th (ch.; 

2. K. to Q. Kt.'8 6th. 2. R. to Q's 7th. 

Ajid Black has only to persist in placing his Rook in front of that of his 
adversary, as if the latter takes it, he gives stalemate. 


Diagram 53. 

In this instructive position White, with the move, will win the game. 


WHITE. 


R. to K. B*s 4th. 

1. 

R. to K*s 4th (ch.) 

2. 

K. to K. B’s 7th. 

3. 

K. to K. Kt.’s 6th. 

4. 

K. to K. R’s 6th. 

5. 

K. to K. Kt.*8 5th. 

6. 

R. to K. Kt.*8 4th. 



R. to ^.'^R's 8th. 

K. to Q’s 2nd. 

R. to K. B‘s 8th (ch.) 
R. to K. Kt.^s 8th (ch.) 
R. to K. R’s 8th (ch.) 
R. to K. Kt.'s 8th (ch.) 


And White wins. 


ROOK AGAINST ONE OR MORE PAWNS. 

Wb have already seen (p. 430) that a Pawn at its 7th square, defended 
by its King, and with the adverse King at a distance, may in some cases 
draw the game against the Queen. It will be obvious that, in a similar 
position, it must be much more easy to do so against a Rook. The latter, 
indeed, must speedily be sacrificed for the Pawn to prevent the loss of the 
game. When, however, the Pawn is not quite so far advanced, and espe.. 
cially if supported by a second one, many cases of the greatest difificedty 
occur, and which demand the utmost nicety and precision of calculation. 

The following examples will serve in some degree to illustrate this, and 
they might easily be varied and increased to an indefinite extent. 

Diagram 54. 

White must lose, even with the move. 

Suppose . — 

white. black. 

1 R. to K's 8th. 1. K. to Q's 2nd. 

2 K. to his 3rd. 2. P. Queens.*' 


&c,, &c. 
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Diagram 54. 

Diagram 55, 


BLACK 

BLACK. 



WHITE. WHITE. 


Diagram 55. 

Here White will win the Pawn, and therefore the game. 

WHITE. BLACK. 

1. R. to K. Kt.^s 6th (ch.) 1. K. to Q's 4th. 

2. K. to Q’s 2nd. 2. P. to Q. B’s 4th. 

3. R. to Q’s 6th (ch.) 3. K. to Q. B’s 5th. 

4. K. to Q. B’s 6th. 4. K. to Q. Kt.’s 5th. 

5. K. to Q’s 5th. 5. P. to Q. B’s 5th. 

6. R. to Q. Kt.’s 6th (ch.) 6. K. to Q. B’s 6th. 

7. R. to Q. B’s 6th. 

And White wins. 

Two united Pawns at their 6th square, supposing the Kings to be at i 
listance, will win against a Rook if they have the move, or even without 
the move, providing they are not at the moment attacked. (See Dia* 
gram 56.' 

Black having to play, moves : — 

WHITE. BLACK. 

1. P. to Q. Kt.’s 7th. 

2. R. to K. B’s sq. 2. P. to Q. B’s 7th. 

3. R. to K. Kt.’s sq. (ch.) 3. K. to K. R’s 6th. 

4. K. to K. B’s 3rd. 4. Either Pawn “ Queens.” 


5cc., 
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Diagram 56. Diagram 57. 

BLACK. BLACK. 



WHITK. WHITE. 


Three united Pawns, defended by their King, must win against a Kook, 
unless the adverse King can be brought at an early period in front of tha 
Pawns. In the present instance (see Diagram 57) the Pawns win, even 
under that disadvantage. 


WHITE. 

2. R. takes P. 

3. K. tJikes Q. 

4. K. to K. Kt.'s sq. 

5. K. to K. R’s 2nd. 


BLACK. 

1. P. to K. B^s 6th (ch.) 

2. R. P. “ Queens'^ (ch.) 

3. K. takes R. 

4. P. to K. Kt.^s 7th, 

5. K. to B’s 7th, and wins. 


Or, 

1. P. to K. B’s 6th (ch.) 

2. K. to R’s sq. 2. P. to K. Kt.’s 7th (ch.) 

3. K. takes R. P. 3. P. takes R., and becomes 

a Kt. (ch.), and wins. 

It is evident that were Black to make a Queen, his opponent would bo 
stalemated. 

Even when, as in the next position (see Diagram 58), the Pawns arc 
one step less advanced, Black, by careful play, will be able to draw the 
game. 

WHITE. BLACK. 

1. R. to K. B’s 2nd. 1. K. to K. B’s 3rd. 

2. K. to K. B’s 4th. 2. K. to K. Kt.’s 3rd. 

3. R. to K's 2nd. 3. K. to K. B’s 2nd. 

4. R. to K’s 5th. 4. K. to K. Kt.’s 3rd. 

5. R. to K’s 6th (ch.) 5. K. to K. Kt.’s 2nd. 

6. R. to Q’s 6th. 

■White dare not play K. to Kt.’s 5th, as Black would then advance 
R’s Pawn, afterwards supporting it with KL’s Pawn.) 
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6. K. to K. B'g 2iJu, 

His best move ; were he to play K. to R’s 2n<l he would lose ; huB,~ 

6 . K. to R*8 2nd, 

7. K, to Kt:8 5th. 7. K. to K. Kt ^8 2nd, 

8 . R. to Kt/s 5th (ch.) 8 . K. to K. R's 2nd. 

9. R. to K. R'8 5th (ch.j 9. A', to K. KVh 2niL 

10. R. to K. R*8 5th. 

And will win. 

7. R. to K. R’s 6th. 7. K. to K. Kt^s 2Di. 

8. R. to K. R’s 5th. 8. K. to K. Kt.’s 3-d. 

9. R. to K. Kt.'s 5th (ch.) 9. K. to K. R^s 3rd 

10. R. to K. Kt.’s 8th. 

(It is clear that, if White take the Pawn, Black must win, through thii 
advance of R^s Pawn.) 

10. K. to K. R's 2Eid. 

11. R. to a»8 8th. 11. K. to K. Kt.'8 3nL 

12. R. to Q’s 6th (ch.) 

And cannot do more than draw the game. 


Diagram 58. Diagram 59« 


BLACK. BLACK. 



WHITK. WHITE. 


Had Black, however, played up his King to support the Pawns, be 
must have lost. (c. g.) 

WHITE. BLACK. 

1. R. to K. B*s 2nd. 1. K. to K. Kt.^s 3rd. 

2. K. to K. B's 4th. 2. K. to K. R’s 4th. 

3. R. to Q’s 2nd. 3. K. to K. R’s 5th. 

4. R. to Q's 6th. 4. K. to K. R’f 4th. 
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5. R. to K’b 6th. 5. P. to K. R’s 7th 

6. R. to K^s 8th. 6. P. “Queens.** 

7. R. to K. R*s 8th (ch.> 

And mns. 


Diagram 59. 

With the move Biick wins. 


WHITE. 

2 K. to Q. R*8 6th. 
9. R takes R 

4 . K. to Q R’s 7tn 

5. K. to Q Kt.*s sq 

6. R. moves. 


BLACK. 

1 R to Q. B’s sq. 

2 K toQ B'sSrd. 
i. P. to Q. R’6 7th. 

4 P. “Queens** (ch ) 

5 Q to Q R*8 3ra. 
6. Q. checkmates. 


ROOK AGAINST TWO ROOKS. 

Thb two Rooks, in all ordinary cases, win with ease against one Rook, 
for you are speedily able to force an exchange of the single Rook for one 
of vours. As in almost every rule which can be laid down in chesb, 
however, occasional exceptions occur. 


Di igram 60. 

BLACK. 









WHITT . 


This ingenious position is first given by Stamma, and has oeen copied 
bv many subsequent writers. With the move, Blaik gives checkmate at 
onte, and even without this advantage, it would at first sight appear 
that he may draw the game, because White cannot at the same time 
defend the checkmate and protect his attacked Rook. Bv the followning 
mode of play, howeve , it will be seen that, having to play. White may 
win the game. 
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WHIIK. 

4. R. to K. R’s 6tli. 

2. R. to Q. R's 6th (ch.) 

3. R to Q. R's 5th (ch.) 

R. takes R. 

And wins. 


BLACK 

1. R. takes R. 

2. K. moves. 

3. K. moves. 


The most important chs<« of coses in which the single Rook is enabled 
to draw the game, is that where his King is placed in a position of stale* 
male by the two Rooks ; the weaker force has then only to persist in 
friviiig a perpetual check, and offenng to sacnfice his Rook as often as the 
opportunity aiises. Diagram 61 is an example. Suppose: — 

WHITE. BI ACK. 

1. R. to Q. Kt.'8 2nd (ch.) 

2. K to his 8th. 2. R. to Q Kt's sq. (ch.) 

3. K. to Q’s 7th. 3. R. to Q's sq (ch.) 

4. K. to a B’s 7th. 4. R. to Q. B's sq. (ch ), Ac. 

And it IS obvious that White cannot avoid the check without stalemating 

ms adveisar}. 

Diagram 61. Diagram 62* 


biack. black. 



Diagram 62. 

Here, with th® move, White wins the game. 

WIIITF. BI ACK. 

1. P. to K. B's 7th, 1. R. to K. B's sq. 

(Hal he moved instead, P. to Q. B’s 7th, White would ^in by 2. P. ti 
K. B’s 8th, becoming a Queen.) 

2. R. to K. B's 2nd. 2. R. takes K. B. P. 
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(In lieu of 2 R takes P Black might have played P to Q B’g 7th ; 
had he done so, White would have taken the Pawn, and then moved 
R to K’s 2nd.) 

3 R* takes R S. K to Kt.'8 sq. 

4. R. to Q B’s 7th. 

And wins. 


ROOK AND BISHOP AGAINST ROOK 

Thb long pending controversy, whether the King Rook, and Bishop can 
win by force fiom any indifferent position against the King and Rook 
alone, appears at length to be dehnitively settled in the negative The 
ment of this interesting discovery, which may be said to set at rest a quej>- 
bon upon which the leading ])layers ol Europe have been at issue for 
above two hundred years, is mainly due to the unwearying industry and 
penetration of Mr Kling, a German amateur long domu iled m England 
Before proceeding to the consideration of the many beautiful variations 
adduced by Mr Kling to establish his conclusion, we should recommend 
the student who is desirous of comprehending the peculiar difficulties 
which beset this remarkable enigma, to make himself perfect master of the 
celebrated position from which Philidor so admirably demonstrates th \t 
the BUpenor forces win. (See Diagram ) 

Philidor^s Position. 

Diagram 61 



WHITF BIACK 

]. R to Q B’s 8th (ch ) 1 R to Q s sq 

i R ^o Q B’s 7th. 2 R to Q’s 7th 

CriuB 18 his only play to prevent your winning immediately, for as iviU be 
seen presently, when once you can compd him to move the Rook to 

2 o 
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your Q's sq., or to ycur Q’s 3rd, the only two othei squares open to 
him, the game must be won in a few moTes.) 

3. R. to Q. Kt/s 7th. 3. R. to Q’s 8th. 


(Here you observe that he was obliged to occupy one of the objectionable 
squares, since if he played his R. off the hie, you mated at once.) 

4. R. to K. Kt.'s 7th. 4. R. to K. B*s 8th (or Var. I.) 

5. B. to K. Kt.U 3rd. 5. K. to B^s sq. (or Var. II.) 


^You play the B. thus to prevent his checking when he moves the Rook, 
and at the same time to force him to take up a less advantageous 
position.) 

6. R. to K. Kt.’s 4th. 6. K. to his sq. again. 


fHe returns his King thus, because you now threaten to win directly by 
playing the B. to Q's 6th (ch.), and afterwards R. to K. Kt.’s 8th, 
&c.) 


7. R. to Q. B*s 4th. 

8. B. to K. R’s 4th. 

9. B. to K. B*s 6th. 
10. B. to K’s 5th. 
n. R. to K. R’s 4th. 


. R. to Q's 8th (or Var. III.’i 

8. K. to B’s sq. 

9. R. to K's 8th (ch.) 

10. K. to Kt.'s sq. 


And he cannot possibly save the game. 


Variation I.^ 

Beginning at Black^s 4/A move, 

WHITE. BLACK. 

4 . R. to K. Kt's 7th. 4. K. to B's sq. 

5. R. to K. R’s 7th. 5. R. to K. Kt.'s 8th. 

(By this move he is compelled to play his R. to Kt.'s 8th, in order to 
interpose when you check with yours, and the result is that you win 
his iL by force.) 

6. R. to Q. B's 7th. 6. K. to Kt.'s sq. 

(This is his best move ; if he check with the R. at K. Kt.'s 3rd, you 
interpose the Bishop, and be cannot escape.) 

7. R. to Q. B's 8th (ch.) 7. K. to R's 2nd. 

8* R. to K. R's 8th (ch.) 8. K. to Kt.’s 3rd. 

9. R. to K. Kt.'s 8th (ch.) 

Winning his Rook. 


Variation II., 
Beginning at Btack*s bth move. 


WHITE. 

5. B, to K. Kt.'8 3rd. 

6. B to Q's 6th. 

7 * B. to K's 5th. 


BLACK. 

5. R. to K. B’s 6th. 

6. R. to K's 6th ;^ch«, 

7. R. to K. B's 6th. 
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(If he move the K. to B's sq., instead of playing the R. thus, you have 

only to place your R. on K. R's 7th to ensure the game./ 

8. R. to K's 7th (ch.) 8. K. to B’s sq. 

(If K. to his Q’s sq., your reply must be R. to Q. Kt.’s 7th.) 

9. R. to Q. B^s 7th. 9. K. to Kt.’s sq. 

10. R. to K. Kt.'s 7th (ch.) 10. K. to B’s sq. 

11. R. to K. Kt.*s 4th. 11. K. to his sq. 

(If he play R. to K’s 6th, instead of returning the K. to his sq., you 
answer with R. to K. R’s 4th, &c.) 

12. B. to K. B’s 4th. 

And you must win easily. 

Variation III., 

Beginning at Black's 7th move. 

WHITE. BLACK. 

7. R. to Q. B’s 4th. 7. K. to B’s sq. 

8. B. to K's 5th. 8. K. to Kt.’s sq. 

9. R. to K. R’s 4th. 

Winning. 

In playing over the variations just submitted, it is impossible to avoid 
being struck by the elegance and accuracy of this analysis, but, as Lolli 
and other writers observe, “ the general proposition laid down by Philidor, 
of the Rook and Bishop winning against a Rook, can only be sustained 
on the supposition that the adversary cun always be forced into this or a 
similar position,” and this, though attempted by Philidor in his edition 
of 1777, has never been demonstrated, and in the opinion of every nlayer 
who is conversant with the subject, is an imi)ossibility. 

Lolli has subsequently given three positions, in two of which White 
can win by force, but the third is one where, with the best possible play, 
he can only draw. As these positions are well known, and are besides 
comprehended in one or other of the categories in Mr. Kling’s demon- 
stration, it is not necessary to give them again. In addition to these, 
Mr, Cochrane has given three situations, wdiich it appears were sent by 
two players of Lille to the Caf6 de la Regence, in Paris, as examples 
where White can only draw the game. (See Cochrane, p. 341.) 

In later times Mr. Szen, the celebrated player of Hungary, has also 
put forth a position wherein Black can maintain his defence and draw the 
game. (See Diagram 64.) 

But, still more recently, we have had the admirable analysis of Mr. 
Zytogorski, in which an attempt, all but successful, has been made to 
prove that the superior force should always win. (See the “ Chess-Player’s 
Chronicle,” vol. ii. p. 427, and vol. hi. pp. 13, 45, 74, and 289.) From 
this able article we take one of the most important positions, where 
Mr. Z. conceives he demonstrates that White can win, but which Mr. 
Kling has shown to be an error. (See Diagram 65.) 
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Mr. Zzen's Posh ion. Mr. Zytuoorski’& PobCTioN. 

Diagram 64. Diagram 65. 

BLACK. BLACK. 



As these positions are included in one or other of the classes into which 
Mr. Klmg divides the subject, it is needless to append their manifold 
variations, but the particulai one of Mr Zytogorski’s in which the error 
before alludi d to occurs, it may be well to give. Place the Pieces as in 


Diagram 05. 

w niTE 

1. R. to K’s 8th (ch.) 

2. R. to K's 7th. 

3. R. to Q’s 7th. 

4 . R. to Q. B’s 7th. 

5. B. to K. B’s 0th. 

6. K. to B’s 5th. 

7. B. to K’b 5th. 

8. R. to K. Kt ’s 7th (ch ) 

9. R. to Q’s 7th. 

10. K. to B’s 6th. 

11. B. to Q’s 6th. 

12. R. to K. Kt.’s 7th (di ) 

13. R to K. Kt ’s 2nd. 

14. K. to K. Kt.’s 6th. 

15. B. to Q. B’s 5th. 

16. R. to K. Kt.’s 5th. 

17. K. to B’s 6th (dis. ch.) 

18. B. to K’s 3rd. 

19. R. to K. Kt.’s 7th (ch.) 

20. R. to Q. Kt.’s 7ch. 

It is at this 20th move of Black, 
^ytogoniki’b m'stake occurs. 


BLACK. 

1. R. to K. B’s sq. 

2. R. to K. B’s 8th. 

3. R. to K. B’s 7th. 

4. R. to K. B’s 8th. 

5. R. to K. Kt.'s 8th (ch ) 

6. R. to K. Kt ’s 7th. 

7. R. to Q. R’s 7th. 

8. K. to B’s sq. 

9. K. to Kt.’s sq 

10 R. to Q. R's 3rd (ch.) 

11. R to Q R’s 8th. 

12. K. to R’s sq. 

13. R. to K. B’s 8th (ch.) 

14. K. to Kt.’s sq. 

15. R. to K. B’s 5th. 

16. R. to Q. R’s 5th. 

17. K. to R’s 2nd. 

18. R. to Q. B’s 5th. 

19. K. to R’s sq. 

20. K. to Kt.’8 sq. 

according to Mr. Klmg, that Mr 
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Nothing can be more beautiful and correct tlian the foregoing play, but 
at this point, instead of diiectiug Black to mo\e h’s King as aoove, he 
makes him give check with his R. at Q. B^s 3rd. and by that means lose 
the game. 

21. R. to Q. Kt.'s 8th (ch.) 21. K. to R’s 2nd. 

22. R. to Q. Kt 's 6th. 22. R. to Q. B’s 2nd. 

2.3. B. to QCb 4th. 23. R. to K. B’s 2nd (ch.) 

this is his only move to draw the game; and now, whether you take the 
Rook or not, he will succeed in preventing your winning. 

JWr. Bltng’g “ Sinaljj^iS.” 

First Chapti b. 

The positions found in the following Chapter will show how the playet 
with the Rook and Bisho]) can drive his adversary to the end of the board, 
and at the same tune will point out the suiest method that Black can 
adopt to ariive at a position for drawing the gime. 

First Positiov. (Diagram 66.) 

BI \CK, 



WHITE. 


We start from a position which the Black can always be ( o nja lied ta 
aotupy. 

WHITE. BIACK. 

1. B. to K’s 5tli. 1. R. to Q Kt.’s 2nd. 

2. R. to K. R’s 6th. 2. R. to Q’a 2nd. 

3. B. to Q’s 6th. 3. R. to Q’s sq. (see Var. I 

and III.) 

4. R. to K. B’s 6th (ch.) 4. K. to K. Kt.'8 2nd. 

6. B. to K. B’s 4th. 5. R. tc Q’s 2nd. 

6. K. to K’s 6th. 6. R. to Q’s 8th. 

(This move is bad, and loses the game. See Variation 1 1.) 
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7. 

B. to 

to 

/. 

K. to 

K. R*8 2nJ. 

8. 

R. to 

K. B’s 7th (ch.) 

8. 

K. to 

Kt.’s 3rd. 

9. 

R. to 

Kt.’s 7th (ch.) 

9. 

K. to 

K. R’s 3rd. 

10. 

R. to 

K. Kt.’s 4th. 

10. 

K. to 

K. R’s 2nd. 

11. 

K. to 

K. B’s 7th. 

11. 

R. to 

Q’s 2nd (ch.) 

12. 

K. to 

K. B’s 6th. 

12. 

R. to 

Q. Kt.’8 2nd. 

13. 

K. to 

K. B’s 5th. 

13. 

R. to 

Q’s 2nd. 

14. 

R. to 

K. Kt.’8 sq. 

14. 

R. to 

K. B’s 2nd (ch.) 

15. 

B. to 

K. B’s 6th. 

15. 

R. to 

Q’s 2nd. 

16. 

R. to 

K. R’s sq. (ch.) 

16. 

K. to 

Kt.’s sq. 

17. 

K. to 

K’s 6th. 

17. 

R. to 

K. R’s 2nd. 

18. 

R. to 

K. Kt.’8 sq. (ch.) 

18. 

K. to 

K. B’s sq. 

19. 

R. to 

Q’s sq. 





And wins. 




This variation shows that Black’s 6th move loses the game ; the othei 
variations lead to drawn games. 

Vabiation I. 


WHITE. BLACK. 





3. 

K. to 

K. Kt. 

*8 2nd. 

4. 

R. to 

K. Kt.’s 6th (ch.) 

4. 

K. to 

K. B’s 

2ud. 

5. 

R. to 

K. B’s 6th (ch.) 

5, 

K. to 

Kt.’s sq. 

6. 

K. to 

K’s 6th. 

6. 

R. to 

Q. R’s 

2nd. 

7. 

R. to 

K. B’s 8th (ch.) 

7. 

K. to 

K. R’s 

2ik1. 

8. 

R. to 

K. B’s sq. 

8. 

K. to 

Kt.’s sq. 

9. 

B. to 

K’s 5th. 

9. 

R. to 

Q. R s 

3rd (ch. 

10. 

K. to 

K. B’s 5th. 

10. 

R. to 

K. R’s 

3ra. 

11. 

R. to 

K. Kt.’s sq. (ch.^ 

11. 

K. to 

K. B’s 

2nd. 

12. 

R. to 

K. Kt.’s 7th (ch.) 

12. 

K. to 

K. B’s 

sq. 

13. 

B. to 

K. B’s 6th. 

13. 

R. to 

K. R’s 

7th. 

14. 

R. to 

Q. R’s 7th. 

14. 

R. to 

Q. B’s 

7th. 

15. 

B. to 

K’s 7th (ch.) 

15. 

K. to 

K’s sq. 


16. 

B. to 

Q’s 6th. 

16. 

K. to 

Q’s sq. 


17. 

K. to 

K’s 6th. 

17. 

K. to 

Q. B*8 

sq. 


It now becomes a position of the second class, the defence of whi(jh 
will be found in the Third Chapter. 

Variation II. 

WHITE. black. 

6. R. to Q. R’s 2nd. 

7. B. to K. R’s 6th (ch.) 7. K. to Kt.’s sq. 

8. B. to K. B’s 8th. 8. R. to Q. R’s 3rd rch.) 

9. B. to Q’s 6th. 9. R. to Q. R’s 2nd. 

10. R. to K. B’s 8th (ch.) 10. K. to R’s 2nd. 

11. R. to K. B’s sq. 11. R. to Q. R’s 3rd. 

12. R. to K. Kt.’8 sq. 12. K. to K. R’s 3rd. 

This is now a position of the first class, the defence of which will be 
found in tho following Chapter. 
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Variaiion III. 

WHIT*. BL\CK. 

3 K. to K’s sq. 

4. R. to K*8 6th (ch.) 4. K. to Q's sq. 

5. R, to K. B's 6th. 5. K. to Q. B's sq.* 

6. R. to K. B’s 8th (ch.) 6. K. to Q. Kt.^8 2nd. 

7. K. to K's 6th. 7. R. to K. IVs 2nd. 

8. K. to Q's 5th. 8. R. to K. R’s 4th (ch.> 

9. B. to K's 5th. 9. K. to Q. Kt.'s 3rd. 

10. R. to Q. Kt.'s 8th (ch ) 10. K. to Q. R's 4th. 

Again a position of the first rlabs. 

Second Chaptee. 

First Class. 

The division of the different positions into classes is made to estimate 
then value with regard to the possibility of defence. 

The first and second class give us the easiest method of defence, and 
we shall see that we can arnve at the one or the other by playing the 
correct moves ; we shall also show that one c an be changed to the other. 
If, however, the second player does not plaj \ery well, he can be forced 
into a position belonging to the other classes, which gives to the first 
player a better chance of fornng the game 

We have only made use of tlie Queen's Bishop in the several positions 
— it being evident that the King’s Bishop would lead to similai positions 
on squares of the other colour. 


Diagram 67. Diagram 68. 

BLACK. BLACK. 



First, Second, and Thud Posi- Fourth Position. — This last po- 
tion. — The White Rook occupying sition is the only exception in the 

the same square m the three poai- fiist class, in which W bite can win 

t-ions. by playing K. to Kt.’s 6th. 

* If Black play R. to K. R’s 2nd. it will still resolve into a position oi 
the hist class. 
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The other positions are played as follows. 


First Position. 


This is the one of the most difficult of this class for the defence, the 
Black King being so near the Rook^s square. It is evident that White 
would win, were the Black King placed on Q. R’s square, and his Rook 
on Q. R's 8th — and "W'hite’s King on Q. R’s 5th — B. on Q. R’s 4th — 
K. R. on K. R’s 7th, the position being the same on the left side of the 
board as that^of the fourth position on the right. 


WHITE. 

1. K. to Q. B’s 5th. 

2. B. to Q’s 2nd. 

3. R. to K. R’s sq. 

4. B. to K. Kt.’s 5th. 

5. B. to K. B’s 6tli. 

6. B. to Q’s 4th. 
r. K. to Q’s 5th. 

8. B. to K’s 5th. 

9. K. to K’s 6th. 

10. R. to Kt.’s sq. (ch.) 

11. R. to B’s sq. (ch.) 

12. K. to Q’s 5th. 


BLACK. 

1. K.to Q. R’ssq.(orVar. I.) 

2. R. to Q. Kt.’s 2nd. 

3. R. to K’s 2nd. 

4. R. to Q. Kt.’s 2nd. 

5. R. to Q. R’s 2nd. 

6. R. to Q. B’s 2nd (ch.) 

7. K. to Q. Kt.’s 2nd. 

8. R. to K. B’s 2nd. 

9. R. to K. B’s 7th. 

10. K. to Q. B’s 3rd. 

11. K. toQ. Kt.’8 4th. 

12. R. to K. B’s 4th. 

13. K. to Q. R’s 4th. 


13. R. to Kt.’s sq. (ch.) 

This is a position of the same class, and one more favourable for thf 
defence than the first position. 


Variation I. 


WHITE. 

2. K. to Q. Kt.’s 6th 

3. B. to Q. B’s 5th. 

4. K. to Q. B’s 6th. 

5. R. to K. B’s 7th. 

6. B. to Q’s 6th. 

7. R. to K. B’s 6th. 


BLACK. 

1. R. to Q. B’s 8th (cb.) 

2. K. to B’s sq. 

3. K. to Q’s sq. 

4. R. to K’s 8th. 

5. R. to K’s 3rd (ch.) 

6. R. to K’s 8th. 


'This is not so well defended as the other, but it is still a drawn game, 
as we shall see in the third position of the third class. The best method 
of defence is only given, the variations being too numerous and too 
similar to excite any interest. 


Third Chapter. 

Second Class» 

In this class there is only one ]) 08 ition won for the White. Besides 
the five regular positions, we have added one where the White King 
attacks the adverse Rook at tlie first move, which gains White a movs 
snd the game. 
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This position is solely to show with what precision the Black Rook 
ought to be played. 


F<R9t Position. (Diagram 69.) Second Position. (Diagram 7(.) 

BLACK. BLACK. 



WHITE. 

WHITE. 

Third Position. (Diagram 71.) 

Fourth Position. (Diagram 72.) 

BLACK. 

BLACK. 
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Fifth Position. (Diagram 73.) Sixth Position. (Diagram 74.) 

BLACK. BLACK. 



WHITE. WHITE. 


This fifth position is the only one of this class which is lost for Black. 
The Black Rook is placed on K. Kt.^s .5th — the game being lost on any 
other square on the same line ; were he on the K. Kt.’s 3rd, White 
could give mate in three moves, which would be still worse. 


White to play. 

WHITE# 

1. R. to a R’s 8th (ch.) 1. 

2. K. to K. B’s 5th. 2. 

3. R, to Q. R’s 7th (ch.) 3. 

4. R. to Q. R’s sq. 

Winning. 


BLACK. 

K. to K. R’s 2nd. 
R. to Kt.’s sq. 

K. to R’s .ird. 


The third of these positions (Diagram 71) may be played in the follow, 
ing manner ; — 


WHITE. BLACK. 

1. R. to K. Kt.’s 7th. 2. K. to Q’s sq. 

By this move Black loses the position of the second class and is obliged to 
take one of the thud, which however is still defensible. 


Sixth Position. 


WHITE. 

1. K. to Q’s 5th. 

2. B. to Q. B’s 5th. 

3. R. to K. R’s 7th. 

4. K. to Q. B’s 6th. 

5. B. to Q’s 6th (ch.) 

6. R. to K R’s sq. 

Winning. 


BLACK. 

1. B. to Q. B’s 8th. 

2. K. to Kt.’8 sq.* 

3. R. to K’s &th. 

4. R. to K’s 3rd (ch.) 

5. K. to R’s sq. 


• Tf Black play to Q’s sq.. White plays his Kmg to Q. B’s 6tli, and 
can occupy a winning position in four moves. 
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Fourth Chapter. 

Third Class, 

Although there is only one winning position in the five given in this 
niass, the defence is more difficult than those of the preceding classes. 

First Position. (Diagram 75.) 



WHITE. 

White plays in this position^ 

WHITE. BLACK. 

1. R. to Q's 7th. 1. R. to Q. B’s 7th. 

2. R. to K. R’s 7th. 2. K. to Q. B’s sq. 

This is now a position of the second class, and can be resolved into a 
pc/sidon similar to the one we start from. 


Second Position. (Diagram 76.) Third Position. (Diagram 77.) 

BLACK. BLACK. 



WHfTK. 


WHITE. 
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Fourth Position. (Diagram 78.) 

BLACK. 



WHITE. 


This fifth position is lost for the Black, (e. g») 

WHITE. BLACK. 

1. R. to K. R’s 8th (ch.) 1. R. to K. Kt /s sq. 

2. R. to K. R’s 4th. 2. R. to K. Kt/s 6tb. 

3. R. to Q. R’s 4th. 3. K. to Kt.’s sq. 

4. R. to Q. R’s 8th (ch.) 4. K. to K. R’s 2nd. 

5. R. to K. R’s 8th. 

Winning. 

It is won, because the Black Rook has not so many sqjares to plaj ta 
as in the preceding variations. 


Fifth Position. (Diagram 79.) 

BLACK. 



WHITS 
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FliTH CnAPTEE. 

Fourth Cla88, 

In this Chapter positions out of five are favourable for ’While, tlit 
chird and fifth. 

First Position. (Diagram 80 ) 

BI ACK. 



WHITE. 

^ R to Q B s 7tL. 
2 R to Q s 7th 

3. R. to Q’s 2nd 

4. R to Q b 6th 


WHIT*. 

BLACK 

1 R to K’s -ird 

2 R to Q B^s 3rd 

3 R to Q B’s 8th 


It is now a position of the third class , but if Black for his fiist move 
play R to Q’s 8th, W lute can w in 


Second Position. (Diagram 81 ) Third Position (Diagram 82 ) 


BLACK 


BI VCK 





♦ The game is equally lost if Rook moves to Q. R's 2nd. This move 
gives nse to many vanations, which are given in “ Le Palamedc for 
lSi6f page 493. Stc, 





ENDINGS OF GAMES. 


463 


Third Position. ^Dia^ram 85.) Fourth Posh ion. (Diagram 8C.) 


BLACK. BLACK. 



WHITE. WHITE. 


All the positions of this class are won for White, with the exception of 
the last, which, however, is the most difficult to defend. Some of these 
positions have been analysed by Philidor and Lolli. The last may be 
found in the ** Chess Chronicle,*' and at the time it was thought to be a 
won game by Mr. Kling, and many of our best players ; a profound 
analysis has demonstrated the impossibility of winning. Mr. Kling now 
agrees in the opinion of Lolli, La Bourdonnais, and others, who have 
declared the following position a drawn game. 


Diagram 87. 

BLACK. 



WHITE. 


sliall see that ibis position is nearly the same as Sc. *1 >t lhi^ 'law 
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Lolli, as also La Bourdonnais, give no instruction with regard to the 
manner of playing it. The last says, in his work, pp. 186, 187 (1833) : 
“ It is to be regretted that Lolli has not given the pnncipal moves. This 
position of Lolli is fertile of ^ pats,' and I think that Black, by playing 
correctly, can always hinder their adversary from occupying, with their 
King and their Bishop, the position where the winning of the game is 
shown (viz. K. on K’s 6th, B. on K’s 5th) ; but I conceive also that 
White can easily force the Black King on the other hne, in a positiv,! 
where he will no longer ha\e a defence.’* 

La Bourdonnais, however, has not gnen any proof of his opinion, and we 
show the manner which demonstrates the impossibility. He continues : — 
“ It is a pity that Lolli has not proved his assertion by a demonstration 
That would have facihtated the study of this difficult position.” 

We are now going to give the defence of this position. 


First Position. (Diagram 88 ) 

Bf ACS. 



Here White forces Black to take the first position of the fifth class in 
two moves, and wins the game. 


WHITE. 

1. R. to Q. Kt.’s Cth (ch.) 

2. R. to K. R’s 6th. 

3. R. to K. R’s 8th (ch.) 

4. R. to K. R’s 4th. 


BLACK. 

1. K. to Q. R’s sq. 

2. R. to Q. Kt.’s 8th. 

3. R. to Kt.’s sq. 

4. R. to Q. Kt.’s 8th.* 


* Had Black played R. to K’s sq. the game would equally have 
bocii lost, and had he moved the R. to Q. Kt.’s 2iid, the game would 
continue thus, — 

WHITE. BLACK. 

5. R. to K. Kt’s 4th. 5. R. to Q. R’b 2nd (oh.) 
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5. B. to Q. Kt.’s 4th. 5. K. to Q. Kt/s sq. 

6. K. to Q. Kt/s 6th. 6. K. to B's sq. 

7. K. to Q. B’s 6th, wins. 

; is evident that had Black played K. to Q. B's sq. on the first move, 
White would win by playing R. to Q^s 6th. 


I the Second Position of this Class (see Diagram 84, page 461!) 
White plays, — 


WHITE. 

1. R. to K’s 8th (ch.) 

2. R. to K's 7th. 

3. R. to K. B’s 7th. 

4. R. to Q. R’s 7th. 

5. R. to K’s 7th. 

6. B. to K’s 3rd. 


BLACK. 

1. R. to Q’s sq. 

2. R. to Q’s 7th. 

3. R. to Q’s 8th. 

4. R. to Q. Kt.’s 8th. 

5. R. to Q's 8th. 

6. R. to Q’s Gth. 


f Black play 6. R- to Q’s sq., White replies with R. to K’s 4th, oitd 
wins more speedily.) 


7. B. to Q. Kt.*8 6th. 

8. B. to Q. B’s 5th. 

9. R. to Or B’s 7th (ch.) 

10. R. to Q. R’s 7th. 


7. R. to Q. B’s Gth (rh.) 

8. R. to Q’s 6th. 

9. K. to Q’s sq. 

10. K. to K’s sq. 

11. K. to Q’s sq. 

12. K. to Q. B’s sq. 


11. R. to K’s 7th (ch.) 

12. R. to K’s 4th. 

13. B. to Q’s 4th. 

And wins. 


Third Position. (See Diagram 85, page 463.) 


WHITE. 

1. R. to K. Kt.’s 8th (ch.) 

2. R. to K. Kt.’s 7th. 

3. R. to K. R’s 7th. 

4. R. to Q. B’s 7th. 

5. B. to Q. B’s 3rd. 


BLACK. 

1. R. to K. B’s sq. 

2. R. to K. B’s 7tli. 

3. R. to K. B’s 8th. 

4. R. to Q’s 8th. 

5. R. to Q’s Gth. 


' Black play instead 5. R. to Q’s sq., the answer is 6. R. to Q. 
winning more easily.) 


6. K. to Q. Kt.’s 6th. 

7. K. to Q. B’s 6th. 

8. B. to Q. B’s 7th. 

9. R. to K. R’s 4th, and wins. 


6. R. to Q. Kt.’s 2nd (ch.) 

7. R. to Q. Kt.’s sq.‘ 

8. R. to Q. Kt.’s 2na. 


‘ If Black move — 

K. to Q. R’s 2nd 

B. to Q. B’s 7th. K. to Q. R’s sq. 

B. to K. R’s 4th, and wins. 

P*or several interesting variations to this first position see Pela- 
de ” 1841, pp. 531, 532. 
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6. B. to K. B’s 6tn. 6. R. to K’s 6th (ch.) 

7. B. to K's 5th. 7. R. to Q's 6th. 

8. R. to K*8 7th (ch.) • 8. K. to Q’s sq, 

R. to K. R’s 7th. 9. K. to Q. B’s sq. 

10. R. to Q. B's 7th (^h ' 10. K. to Q's sq. 

11. R. to Q. b’s 4th. 

And wins. 

Fourth Position. (See Diagram 86.) 

[This position t with the leading variation, which deserves the mostattec. 
tive consideration, has already been given in the introductory observa- 
tions to Mr. Kling^s Analysis. (See page 452, and Diagram 65.) ] 

The variations springing from this last position are so numerous that 
it would be impossible to give them all ; we only add two, where Black 
having played incorrectly, has taken a lost position. 

Diagram 89. Diagram 90. 


BLACK. RLACK. 



WHITE. WHITE. 

Diagram 89. 

WHITE. BLACK. 


1. R. to Q. R's 3rd. 1. R. to K. Kt.'s 7th (ch.) 

2. B. to K. Kt.'s 3rd, 2. K. to B’s sq. 

3. K. to K. B’s 6th. 3. K. to Kt.’s sq. 

4. R. to Q. R’s 8th (ch.) 4. K. to R’s 2nd. 

5. R. to Q. R’s 7th (ch.) 5. K. to R’s 3rd (or Var. L] 

6. R. to K. Kt.’s 7th. 6. K. to R’s 4th. 

7. R. to K. Kt.’s 5th (ch.) 7. K. to R’s 3rd. 

8. R. to K. Kt.’s 4th. 8. K. to R’s 2nd. 

9. K. to K. B’s 7th, and wins. 

Vahiation I., 

From JBlacFs bth move. 

5. K. to Kt.'8 sq. 

6. R. to K. Kt.’g 7th (ch.^ 6. K. to R’s sq. 

7. R. to K. Kt.’8 4th. 7. R. to Q. R’s ;th. 
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8. B. to K’s 5th. 

8. K. to K. R’s 2nd.* 

9. 11. to K. Kt.’b 7th (ch.) 

9. K. to R’s sq. 

10. R. to Kt.’s sq. 

10. K. to R’s 2nd. 

n. R. to K. R’s sq. (ch.) 

11. K. to Kt.’s sq. 

12. B. to Q's 4th. 

12. R. to Q. R’s 3rd (ch.) 

13. K. to K's 7th. 

13. R. to K. R’s 3rd. 

14. R. to Kl.*s sq. (ch.) 

15. White gives mate in six moves. 

14. K. to K. R’s 2nd. 

Diagram 90. 

WHITE. 

BLACK. 

1. R. to K. Kt.'8 7th (ch.) 

1. K. to B’s sq. 

2. R. to Q. B’s 7th. 

2. R. to Q. Kt.’s 8th. 

3. B. to Q’s 4th. 

3. R. to Q’s 8tl'.. 

4. B. to K’s 5th. 

4. R. to Q. Kt.’s 8th. 

5. R. to Q’s 7th. 

5. K. to Kt.’s sq. 

6. R. to Q. Kt.’s 3rd 

6. K. to K. B’s 6th. 

7. B. to Q^s 6th. 

7. R. to Q. Kt.’s 8th. 

8. B. to Q. B’s 5th. 

8. R. to Q. Kt.’s 6th. 

9. R. to K. Kt.’s 7th (ch.) 

9. K. to R’s sq. 

10. R. to Kt.’s sq. 

10. R. to K. B’s 6th (cb.; 

11. K. to K. Kt.’s 6th. 

11. K. to Kt.’s sq. 

12. R. to K. Kt.’s 4th. 

12. R. to Q. B’s 6th. 

13. B. to Q’s 6th. 

13. R. to Q. B’s 3rd. 

14. K. to K. B’s 6th (dis. ch.) 

14. K. to K. R’s 2nd. 

15. R. to K. Kt.’s 7th (ch.) 

15. K. to R’s sq. 

16. R. to Q’s 7th. 

16. R. to Q. B’s 8th. 

17. B. to K’s 5th. 

17. R. to Q. B’s 3rd (ch.) 

18. K. to K. B’s 7th (dis. ch.) 

18. K. to R’s 2nd. 

19. R. to Q’s 8th. 

19. K. to R’s 3rd. 

20. B. to K. B’s 6th. 

20. R. to Q. B’s 2nd (ch.) 

21. B. to K’s 7th. 

21. K. to R’s 2nd. 

22. R. to Q’s 4th. 

23. B. to Q’s 6th. 

And wins. 

22. R. to Q. B’s 3rd. 


There are many other methods of varying the moves, but those given 
*re the most interesting, and sufficiently develope the principle of the 
lefence. 

From these it is evident that White can force his adversary's King to 
he extreme line of the board, but it is equally apparent that he cannot 
vin, if the defence be correctly played, — it is also shown that Black can 
dways make a drawn game, even after losing the advantage ot the posi- 
ions of the first and second class, and being driven into one of the other 
ess favourable situations ; those are only exceptions where White has won. 

Mr. Kling concludes his very able and interesting examen (which 
eaves little to be desired beyond a more distinct and methodical anrange- 


» If he play R. to K. B»s 7th (ch.), he is equally lost. See “ Pala- 
dWc,” 1846, pp. 535. 536. 

2h2 



468 


CHESS-PLAYEB S HANDBOOK. 


ment of the matter), by declaring his conviction, after the most laborioiu 
investigation of the subject, that ** the Rook and BUhop agatnei tht Book 
constitute a drawn game,** 

ROOK AGAINST ROOK AND KNIGHT. 

This species of termination has not received one tithe of the attention 
and study which has been bestowed on the very similar one we have 
just been discussing. It seems to have been taken for granted that 
the single Rook, in such positions, con draw the game. The late 
Mr. Forth, however, gave much consideration to the subject, and is ot 
opinion, and, we think, has satisfactorily proved, that *‘the Rook and 
Knight exercise a more effective power against the Rook than that Piece 
does in opposition to the Knight, or than King and two Knights can do 
against King and Pawn.’* 

We proceed to give a few examples, for which we are mainly indebted 
to the demonstrations of Mr. Forth, and we commend this particular 
study, us one still fertile in discoveries, to the consideration of amateurs. 

Diagiam 91. 

White, with the move, will win the Rook in four moves. 

WHITE. BLACK. 

1. Kt. to K’s 6th (ch.) 1. K. to Q’s 4th. 

(If instead he play K. to his 5th, White will check with R. at Kt.’s 4th.) 

2. R. to Q’s 8th (ch.) 2. K. to his 5th. 

3. R. to Q’s 4th (ch.) 3. K. moves. 

4. K. takes R. 


Diagram 91. Diagram 92. 

BLACK. BLACK. 



WHrrB. WHITE. 


Many instances of this kind might obviously be given if necessary, but 
it is more important to understand the mode of action when the Pieces 
are at Uie side of the board, or mar be driven there. 
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Diagram 92. 

Tn thii instance. White, with the move, will win in ten moves. 

WHITE. BLACK. 

1. R. to Q. B's 7th (ch.) 1. K. to his sq. (best.) 

2. K. to his 6th. 2. K. to Q’s sq. 

f to K. B's sq., White checks with R. at K. B*s 7th, and on the K. 
moving to Kt.’s sq., gives mate in two more moves.) 

3. R. to Q's 7th (ch.) 3. K. to Q. B’s sq. 

4. Kt. to K’s 7th (ch.) 4. K. to Kt.^s sq. 

5. K. to Q's 6th. 5. R. to Q. Kt’s 3rd (cn.) 

(His best move to delay the mate.) 

6. Kt. to Q. B*s 6th (ch.) 6. R. takes Kt. (ch.) 

(If he play K. to Q. B’s sq., White may move R. to Q. R's 7th.) 

7. K. takes R. 

And mates in three more moves. 

Diagram 93. Diagram 94. 


BLACK. BLACK. 



WHITS. WHITE. 


Diagram 93. 

This example is much more difficult than the preceding one. ** It will 
! seen,^^ says Mr. Forth, ** that when the Black King is on the Rook’s, 
night’s, or Bishop’s squares, it is comparatively easy to force the game, 
it the difficulty is materially enhanced when he is on the King’s or 
ueen’s squares, where it is, at present, an undecided question whethe* 
ate can be forced in general situations. The positions where the Rook 
id Knight exercise the greatest power, are those in which the adverse 
-ook is on the same half of the board as that on which the Kings stand 
id the White Knight can be moved to the next square to his King foi 
ie purpose of interposing when check is giveo. Such situations are, foi 
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the most part, decisive; care, however, must be taken to keep the Kings 
near each other, that time may not be lost in gaining the opposition at the 
proper moment/' 

In the present position White can win in twenty mores, (e. ff.) 


WHITE. 

1. Kt. to Q’s 6th (ch.) 

2. R. to Q’s 7th. 

3. R. to Q. R's 7th. 


HLACK. 

1. K. to B’s sq. (best.) 

2. R. to Q. Kt.'s sq., or (A.; 

3. R. to Q’s sq. 


It is necessary to force the Black Rook on to this square, in order to pre- 
vent his checking the King when White removes his Knight.) 


4 . Kt. to K. B's 5th. 

5. Kt. to K. Kt.’s 7th. 

6. Kt. to K’s 6th (ch.) 

7. R. to K’s 7th. 

8. K. to Kt.’s 6th. 

9. R. to Q’s 7th. 

10. R. to Q*s 6th. 

11. R. to a B’s 6th. 

12. Kt. to Kt.’s 5th. 

13. R. to K’s 6th. 

14. Kt. to K. R’s 7th. 

15. R. to K’s 7th. 

16. Kt. to K. B‘s 6th (ch.) 


4. R. to Q. Kt.’s sq. (best.) 

5. R. to Kt.’s 3rd (ch.) 

6. K. to Kt.'s sq. 

7^ R. to Gl. Kt.’s 0th. 

8. R. to Q. Kt.’s sq. 

9. R. to Q. R’s sq. 

10. R. to K’s sq. 

11. R. to Q. R’s sq. 

12. K. to B’s sq. 

13. K. to Kt.’s sq. 

14. R. jr Q. Kt.’b sq, 

15. R. checks. 

16. R. takes Kt. (ch.) 


And WMte wins in four more moves. 


(A.) 

2 . 

3. K. to his Kt.’s 6th. 3. 

4. R. to B’s 7th (ch.) 4. 

5. Kt. to K’s 4th. 5. 

6. Kt. to B’s 6th, 

&c., &c. 


K, to his Kt.'s sq. 
K. to B’s sq. 

K. to Kt.’s sq. 
Moves where he can. 


Diagram 94. 


This position is from Lolli. and is i 
having to move plays, — 

WHITE. 

1. P. to Q’s 7th. 

2. R. takes B. 

3. R. to K. B’s 4th (ch.) 

And White i 


example of a drawn game. White 


BLACK. 

1. R. takes P. 

2. R. to Q’b 7th. 

3. K. takes R. 
stalemated. 


Chapter IV. 

ENDINGS OF GAMES WITH KINGS AND PAWNS ONLY. 

When, towards the end of a game, a few Pawns only, with their respective 
Kings, are left upon the board, it might at hrst sight be supposed, from 
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the limited nature, and the simplicity and uniformity of their moves, that 
little difficulty could arise, and no great study or examination be neces- 
sary. If» indeed, the value of the Pawns, like that of the superior Pieces, 
were to be estimated only by the power they originally possessed, such 
a supposition would doubtless be correct ; but the peculiar privilege by 
which, under certain conditions, they may be elevated to the rank of the 
most valuable Pieces, brings a new and very interesting element into the 
calculation, and renders this particular species of termination at once one 
of the most difficult and most important branches of chess strategy. It 
IS at the same time one ^pvhich is generally very imperfectly understood by 
amateurs ; and perhaps it is amongst finished players only that its essential 
importance is fully recognised, because from that class chiefly those well- 
contested and equal games proceed which are most frequently brought to 
similar conclusions. And even amongst the very first-rate practitioners 
numerous instances occur, where the slightest miscalculation leads to the 
loss of an otherwise secure battle. Nothing can well be conceived more 
trying to the nerves and temper, than after hours of the intensest mental 
effort, and when a difficult game has been successfully conducted through 
danger, and against a superior force, until it is safely reorganised with 
victory in view, to see the well-earned conquest suddenly fall from you. 
hands by some momentary lapse of the overstrained attention, or some 
paltry artifice which a tyro would have penetrated, 

A remarkable example of this kind occurs in the eleventh game of the 
great match played in Paris in the year 1843. After a long and severe 
struggle, conducted by the English player with some inferiority of force 
(his opponent having gained an advantage at the commencement), the fol- 
lowing position (see Diagram 95) occurrwi ; Black (Mr. S.) having to play. 


Diagram 95. 


BLACK. 



WHIT*. 


There can we think be little doubt that, under ordinary circumstances 
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Black would at once have played the correct moTe of K. takes Q. P. 
and by so doing have won the game with ease. Instead of this, however, 
from momentary inadvertence, the consequence of nine or ten hours' in* 
cessant mental exertion, he moved K. to his 5th, and the game was par< 
sued as follows 


WHITE. 

2. K. to Q's sq. 

3. P. to Q's 5th. 

4. K. to his sq. 

5. P. to Q's 6th. 

6. P. to Q’s 7th. 

7. P. to Q's 8th and “Queens." 

8. Q. to her 2nd. 

And wins. 


BLACK. 

1. K. to his 5th. 

2. K. to Q’s 6th. 

3. P. to K's 7th (ch.) 

4. K. to Q. B’s 7th. 

5. K. takes P. 

6. P. to Q. B's 6th. 

7. P. to Q. B's 7th. 


But had Black, on the contrary, played as already suggested, he would have 
ron the game ; thus, — 


WHITE. 

2. K. to Q's sq. 


BLACK. 

1. K. takes P. 


(If, in place of this move, he advance K. Kt. P., Black will equally win by 
playing K. to his 5th, then taking the Knight's Pawn in another move 
or two, and afterwards returning with his King in sufficient time to 


defend his own King's Pawn.) 

3. P. to K. Kt.'s 4th. 

4. K. to his sq. 

5. P. to K. Kt.'s 5th. 

6. P. to K. Kt.'s 6th. 

7. P. to K. Kt.'s 7th. 

8. P. “ Queens." 

9. K. takes P. 

10. Q. takes Q. 


2. K. to Q's 6th. 

3. P. to K's 7th (ch.) 

4. K. to Q. B's 7th. 

5. K. takes Q. Kt. P. 

6. P. to Q. B's 0th. 

7. P. to Q. B's 7th. 

8. P. “ Queens" (ch.) 

9. Q. to Q. B's 5th (ch.) 

10. P. takes Q. 


And must evidently win. 


The student will naturally enquire how a proficiency in the art of 
playing Pawns may be best attained ? And whether he can hope to gain 
much beneht in it from books ? We can only say, that it is a matter 
exceedingly difficult to generalize upon, or to reduce to rules, and that, 
therefore, great and incessant practice is the grand requisite ; but it should 
never be forgotten that the required practice may be obtained equally, and 
perhaps even in a superior degree, by the study of those critical ana 
ingenious positions which are given by our best authors, as by actual 
play, and we strongly recommend attention, therefore, to the selection of 
situations which form the subject of the present Cliapter. 
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KING AND PAWN AGAINST KING AND PAWN. 

Wb have already seen (p. 409) the method of playing a single King against 
a King and Pawn. When a Pawn is left on each side, and both are able 
a> Queen at the same time, the result is usually a drawn game ; there 
are, however, exceptions of some importance which, before exchanging 
ihe last Pieces, it is necessary to bear in mmd. These may arise either 
through one of the Pawns giving check at the time it becomes a Queen, 
or from the King of the party Queening'' last being on the same file as 
his Pawn, so that his opponent, by a simple check, forces the King to 
move and wins the Queen. The followmg, from Lolli, will be a suffi- 
cient illustration. 


Diagram 96. 

BLACE. 



WHITE. 


Here, Black having the move, may draw the game by advancing P to 
Q's 7th ; if, on the contrary, he take P. with R. (ch.), expecting tJ 
Queen his Pawn, he will lose it. (c. g^) 

WHITE. black. 

1. R. takes P. (ch.) 

2. R. takes R. 2. P. to Q's 7tli. 

3. R. to Q’s 5th. 

(A remarkably neat cot^.) 

3. K. takes R. 

4 . P. to Q's 7th. 4 . P. “ Queens/' 

6. P. *• Queens" (ch.) , . 

And wins. 
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KING AND TWO PAWNS AGAINST KING AND PAWN 

Most commonly the two Pawns win, but many cases occur where the 
^ame is drawn. 


Diagram 97. 


Diagram 98. 



The first position (see Diagram 97) is by Philidor. If Black have to 
play, White will win, but if otherwise the game is dia'wn. This instmie 
forcibly exemplifies the importance m similai e isc s ot gaming the oppo- 
sition >Mth youi King, or of so plaeirg him opposite the adverse one, 
with one squire between them, that he, having to play hrst, is compelled 
to retreat and k ave j ou to take up the position you may require. 

First, suppose W lute moves — 

WHirt BIACK 

1 K. to Q’s Ith. 1 K to Q’s 3rd. 

'{lad he played K. to B's 4th, you would Lave won by moving K. to lii<» 3yd ) 

2. K. to Q’s 3rd. 2 K. to Q's 2nd. 

3. K. to K’s 3rd. 3. K. to K's 2nd. 

4 K. to Q’s 4th. 4 K. to Q’s 3rd. 

5. K. to K's 4th. 5. K. to K’s 3rd, 

And the game must be drawn. 

But suppose Black have to play — 

WHITE. ULACR. 

1. K to Q’s 3id. 

2. P. to K B's 5th. 2. K. to K's 2nd. 

(Had he taken the Pawn you would have -etakeii his, and have then easily 
Queened your Kt.'s Pawn, first placinp, your King on his R’s 7th sq.) 

3. P. to K. B's 6th (ch.) 

(If you had taken his Pawn, he would have drawn the game.) 
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3. 

K. 

to 

his 3rd. 

4 

K. to 

Q’s 4 th. 

4. 

K. 

to 

Q’s 3rJ. 

S. 

P. to 

K. B’s 7th. 

5. 

K. 

to 

his 2nd. 

6. 

K. to 

his 5th. 

6. 

K. 

takes P. 

7. 

K. to 

Q’s 6th. 

7. 

K. 

to 

B’s sq. 

8. 

K. to 

his 6th. 

8. 

K. 

to 

Kt.’s 2nd. 

9. 

K. to 

his 7th. 

9. 

K 

to 

Kt.’s sq 

10. 

K. to 

B’s 6th. 

10 

K. 

to 

R’s 2nd. 

11. 

K. to 

B’s 7th. 

11 

K. 

to 

R’s sq. 

12. 

K. takes P. 

12. 

K. 

to 

Kt.’s '•q. 

13 

K. to 

B’s 6th. 

13. 

K. 

to 

R’s 2nd. 

14. 

K. to 

B’s 7th. 

14. 

K. 

to 

R’s sq. 

15. 

K. to 

Kt.’s 6th. 

15. 

K. 

to 

Kt *s •«(]. 

16. 

K. to 

R’s Gth. 

16. 

K. 

to 

R’« sq. 

17. 

P. to 

Kt.’s 6th. 





And wins. 


Dngr'iin 08. 

Here “Whiie wins by sacnficing at the proper moment his Queen 


Pawn; thus, — 

WHITF 

1. K. to K B’s 6th 

2. P. to Q’s 7th 

3. K. to B’s 7th. 

4. K. to his 6th, 

5. K. to hib 7th. 

6. K. to Q’s Cth. 

7. K. to Q’s 7th. 

8. K. takes P. 

Diagram 99. 

BLACK. 


BI ACK. 

1. K. to Q’s sq. 

2. K. takes P. 

3. K. to Q’s sq. 

4. K. to Q. B’s 2nd. 

5. K to Q. B’s 8tb 

6. K. to Q. Kt ’s 7th. 

7. K. to Q. Kt.’s sq. 

And wins. 

Diagram 109 

BLACK. 



i i 

L 
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□ 
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m 
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□ 
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m 

s 


SB 

0l_. 

h 

\ m 

WHITE. 

i 

t j 


The chance of a drawn game is 



WHITE. 

for the single Pawn when tliat 
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is a Rook's Pawn opposed to the adverse Rook’s and Knight’s Pawns. 
In the present instance (see Diagram 99; White, however, wms, but had 
the Pawns and Kings been one step further advanced, the game would 
only have been drawn. 

WHITE. BLACK. 

1. K. to Q. B’s 4th. 

2. K. to Q’s 3rd. 2. K. to Q’s 4th. 

3. K. to his 3rd. 3. K. to his 4th. 

4. K. to K. B’s 3rd. 4. K. to Q's 4th. 

(Black still keeps up the opposition, but dare not move any further from 
the Pawns.) 

5. K. to K. B*8 4th. 5. K. to Q's 3rd. 

6. K. to his 4th. 6. K. to his 3rd. 

7. K. to Q’s 4th. 7. K. to Q’s 3rd. 

8. K. to Q. B’s 4th. 8. K. to Q B’s 2nd. 

9. K. to Q’s 3th. 9. K to Q. Kt.’s 3rd. 

10. K. to Q’s f>th. 10. K. to Q. Kt.’8 2nd. 

11. K. to Q. B’s 5th. 11. K. to Q. B’s 2nA. 

12. P. to Q. Kt.’h 6th (ch.) 

And must win. 

Diagram 100. 

The game is drawn. If Black have to move he takes up the opposition, 
and suppose, on the contrary, White play, — 

WHITE. BLACK. 

1. K. to Q’s 4th. 1. K. to his 3rd. 

(Any other move would lose the game.) 

2. K. to his 4th. 2. K. to Q’s 3rd. 

And White cannot do more than draw the game. 

Diagram 101. Diagram 102. 


BLACK. BLACK. 



WHITK. 


WHITE. 
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Diagram 101. 

The move is quite immaterial, the game in either case being easily 
drawn. If White have to play, and move P. to R's 6th, he can never 
force his adversary to abandon the possession of the Rook’s and Knight’s 
squares, and if he play, — 

WHITE. BLACK. 

1, P. to K. Kt.'s 6th. 1. p. to K. R’s 3rd. 

(By taking the Pawn he would lose the game.) 

2. P. to Kt.’B 7th (ch.) 2. K. to Kt’s sq. 

And the game is drawn. 

From this it will appear that in nearly all cases, when the Rook’s and 
Knight’s Pawns are advanced to their fifth squares, the opposite Rook’s 
Pawn, with its King near, will draw the game. The only exception appears 
to be when the White King is on his Rook’s 6th sq., and the Black 
King occupying the comer, as in the present diagram, M^te has to play. 
Thus, suppose White’s King here to be on his Rook’s 6th sq., he will 
play, — 

WHITE. BLACK. 

1. P. to K. Kt.’s 6th. 1. K. to his Kt.’s sq. 

(If he take the Pawn, the result is obviously the same.) 

2. P. to K. Kt.’8 7th. 2. K. to B’s 2nd. 

3. K. takes R. P., &c. 

Winning. 

But if Black had the move, in this same position, the game would be 
drawn, because, after the exchange of Pawns, White’s remaining Pawn, on 
being advanced to its 7th sq., would give check, after which A^^te cannot 
win, as already shown (p. 409). 

Diagram 102. 

Here also the game is drawn, whoever moves first. Suppose Black has 
to play, — 

WHITE. BLACK. 

1. K. to R’s sq. 

(Had he played the Pawn, or moved K. to Kt.’s sq., he would have lost.) 

2. K. to R’s 6th. 2. K. to Kt.’s sq. 

3. P. to R’s 5th. 3. K. to R’s sq. 

4. P. to Kt.’s 5tL 

(Had this Pavm been unmoved, or moved only one square. White would 
now have won. This applies to many similar cases, and proves that 
if WTiite can place his King at R’s 6th, with either of his Pawns un- 
moved, he must win, because he has then the option of moving them 
one or two squares at pleasure, and thus gaining a move.) 

4. K. to Kt.’s sq. 

5. P. to Kt. B 6th. 

And the game is drawn, as in the last example. 
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Diagram 103. 


Diagram 104. 


BLACir. 



BLACK. 


IBH 


M 




[mi 1 


'WHITE. 


Diagram 103. 

This position was given bv some of the earliest irriters, who, however 
erroneously supposed tliat m all cases the game should be drawn. The 
error was clearly demonstrated by Loth, who shows that, with the move, 
White must win We give some of the principal variations, the minor 
details will be easily supplied. 


WHITF. 

1. K to his fith. 

2. P to K Kt 's 5th. 

3. K to Q’s 6th 


BI ACK. 

1 P to R’s 4th, or (A ) 

2. K to B'b 2nd. 

3 K to B’b sq. 


fit i« quite immatenal, as you will readily discover, where the King le 
played to ) 

4 K to his 6th. 4 K. to Kt/e 2nd. 

5. K. to B’s 5th. 5 K to 2nd. 

6 P. to Kt.^s 6th (ch.), fitc. 

And wins 


1. K to his 5th. 
2 P. to R^s 5th. 


(A.) 

1. K to Kt.’s 2nd. 


tiad Black, instead of his last move, pla^d K to B’s 2nd, your replv 
must have been 2 K. to B’s 5th ) 

2 K to B’s 2nd. 

3. K. to B’s 5th. 3. K. to Kt ’s 2nd 

4. K. to his 6th. 4. K. to R’s sq. 

5. K. to B’b 6th. 5. K to R’s 2nd. 

6. K. to B’s 7th. 6. K. to R’s sc). 

7. K. to Kt.’8 6th. 


Winning. 
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Diagram 104. 

This situation has been the occasion of much discussion. The older 
writers, by whom it was introduced, considered that White ought to win, 
but this opinion has of late been controverted, at least so far as relates to 
cases where White has the move. We are indebted to the indefatigable 
authors of the ** Handbuch'* for a copious analysis, which appears to us 
to set the question at rest, and to prove, that with proper play, the game 
must always be drawn, it being only requisite for the weaker party to 
advance at the critical moment his Rook’s Pawn. 


First, suppose White moves, — 


WHITE. BLACK. 

1. K. to Kt.'s 3rd. 


(Tliip is the move usually given to White, and it does not appear that he 
has anything better.) 

1. K. to K. Kt.’s 4th. 

2. P. to R’s 3rd, or (A.) 2. P. to R’s 3rd. 

3. K. to B’s 3rd. 3. K. to B’s 4th. 

4. P. to Kt.'s 4th (ch.) 4. K. to B’s 3rd. 

(If instead you play this Pawn one square only. Black advances his Pawn 
another square, and maintains the opposition.) 


5. K. to B’s 4th. 

6. K. to Kt.’s 3rd. 

7. R. P. checks. 

8. K. to B’s 3rd. 

9. K. to K’s 4th. 


5. K. to Kt’s 3rd. 

6. K. to Kt.’s 4th. 

7. K. to Kt.’s 3rd. 

8. K. to B’s 2nd. 

9. K. to K’s 3rd. 

Drawn game. 


WHITE. 

1. K. to Kt.’s 3rd. 

2. P. to R’s 4th (ch.) 

3. K. to B’s 3rd. 


(A.) 

BLACK. 

1. K. to Kt.’s 4th. 

2. K. to B’s 4th. 


(Should you instead play K. to R’s 3rd, he will equally advance 3^. to 
R’s 4th.) 

3. P. to R's 4tn. 

4. P. to Kt.’8 3rd. 4. K. to his 4th. 

5. K. to Ids 3rd. 5. K. to B’s 4th 

And Black must draw. 


Now, suppose Black plays first,— 

WHITE. 

2. K. to his 2nd, or (A.) 

3. P, to R’s 3rd. 

4. K. to B’s 2nd. 

6. P. to Kt.’8 3rd (ch.) 

6* K. to B’s 3rd. 


BLACK. 

1. K. to B’s 5th. 

2. K. to his 5th. 

3. P. to R’s 3rd. 

4. K. to B's 5th. 

5. K. to B’s 4th. 

6. P. to R’s 4th. 


Drawn game. 
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(A.) 

WHITl. Bf«ACR. 

2. P. to R's 3rd. 

LoUi now makes Black move K to B’s 4th, and then shows ttiaf m 
must lose. It is evident that he ought to play*~> 

2. P. to R’s 3rd. 

And will always be able to draw the game. 

We cannot here afford space to follow the “ Handburh" through all 
the details, but what we have now given will be a sufficient clue to th« 
student, and enable him to discover, without much difficulty, the proper 
defence for Black in any given variation. 

Diagram 105. Diagram 106 


B1 ACK. BLACK. 



WHITE. WHITE. 


Diagram 105. 

White having to play, the game is di awn. 


WHITE. BLACK. 


1. 

K. 

to B's 5th. 

1. 

K. to 

Q. B’s 2nd. 

2. 

P. 

to Q. Kt.’s 6th (ch.) 

2. 

K. to 

Kt.’s sq. 

3. 

K. 

to Q’s 6th. 

3. 

K. to 

B's sq. 

4. 

K. 

to his 7th. 

4. 

K. to 

Kt.’s sq. 

5. 

K. 

to Q's 7th. 

5. 

K. to 

R's sq. 

6. 

P. 

to R’s 6th. 

6. 

K. to 

Kt’s sq. 


And draws. 


Diagram 106. 

If BlacK move, he draws the game by playing K. to Kt.'s sq., but if 
White play first, he wins as follows t — 
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V'HITE. BLACK. 

1. K. to B’8 5th. 1. K. to Kt.^8 wi. 

2. K. to Kt.'« 6th. 2. K. to R»s sq. 

3. K. to B's 7th. 3. K. to R'a 2ua. 

4. P. to R’s 6th. 

And will win. 

Hfid Black on his first move played K. to R's sq , you still move 2 K 
to Kt.'s 6th, Black must then move 2. K. to Kt.’s sq., and you advant e 
R. P., and iif he refuse to take it, play K. to B's 7th. 

Diagram 107. Diagram 108 


BLACK. BLACK. 



Diagram 107. 


White wins either with the move or without it. 

First, suppose he has the move • — 


WHITE. 

BLACK. 

1. K. to Q. B»s 5th. 

1. P to Kt.’s 3rd (ch.) 

2. K. to Q’s 5th. 

2 K. to Q’s 2nd. 

3. P, to Kt.'8 5th. 

4. iC. to his 6th. 

3 K to B’s 2na. 

And wins. 


If Black move first 

1. K. to B’s sq. 

2. K. to Kt ’fe sq. 

2. K. to Kt.’s 6th. 

3. P. to Kt,’s 5th 

3. K. to R’s sq 

4. K. to B’b 7th. 

4. K. to R’s 2iid. 

6. P. to R’s 5th. 

6. K. to Q’s 8th. 

o. K. to R’s sq. 

Then you gain a move, and place your King in the proper pontion 

before advancing the Pawn.) 

2 X 
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6. 

K. 

to Kt.’8 aq. 

7. 

K. to 

Q^8 7th 


7. 

K 

to R’fe 2nd. 

». 

K. to 

B’s 8th. 


8. 

K. 

to It’s sq. 

9. 

P. to 

R’s 6th. 


2. 

P. 

to Kt.’s 3rd. 

10. 

K. to 

B’s 7th. 


10. 

K. 

to R’s 2nd. 

11. 

K. to 

B’s 6th. 








Winning. 






Diogi am 

108. 





“VMiite wins with or witnout the 

ino\e. 


WHITE. 




nr ACK. 





1 . 

K 

to Kt.’s 5th. 

2. 

K. tr 

his 4th. 


2. 

K 

to B’s 5th 

3. 

K. to 

his 3id. 


3. 

P 

to Kt 's 5th. 

4. 

K. to 

his 4th. 


4. 

P 

to Kt.’s 6ih. 

5. 

P. to 

R’s 3id. 








White wmr. 




Diagram 109. 



D 

agram 110. 


BI ACK 




HI ACK. 



WHITE. WHITE. 


Diagram 109 

In this position also wins. 

WHin BIACK. 

1. P to Q. B’s 'ith. 1, K to B’s sq. 

(Had he advanced the Pawn, White wonid not have taken it, but ino\(d 
P to B's 6th ) 


9 K. to Kt Cuh. 
P, to B's 6i’». 


2. K. to Kt.N aq. 
i. K. to RN 8<i 
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(lie would equally lose by takini^ the PawuJ 
K. to B’s 7th. 


And wins. 


Diagram 110. 

With the move Black may draw the game, without it he must losr^ 
White having the move plays •— 


WHITE. 

1. K. to Q. B’s 3rd. 

2. P. to K's 3rcl. 

3. K. to Q's 4th. 

4. P. to a B’s 3rd. 

5. P. to a B’s 4th. 
0. K. takes P 


BLACK. 

1. P. to Q’s 4th, or (A. 

2. K. to B’s 3rd. 

3. K. to Q’s 3rd. 

4. K. to B’s 3rd. 

5. P. takes P. 


And will win. 


tA.l 


2. K. a’s 3rd. 

3. P. to Q. B’a 3rd. 

4. P. to K’s 4tli. 

^ P. to r’s 6th. 

And wins. 

it J’'ac<v nove first, he plays 


1. K. to Q’s 4th. 

2. P. to Q’s 3rd. 

3. K. to Q. B’s 4th > 

4. P. to Q's 4th. 


2 . 

3. 

4. 


Wn’'rE. 

P. to Q. B’s 3rd. 
P. to K’s 3rd. 

K. to Q’s 3rd. 

P. to B’s 4th. 


BLACK. 

1. K. to Q. B’s 5th, 

2. P. to Q’s 4th. 

3. K. to IVs 4th. 

4. K. to B’s 3rd. 

6. K. to Q’s 3rd. 


And the game is drawn. 


KING AND TWO PAWNS AGAINST KING AND TWO PAWNS, 

Some interesting cases occur under this head, where the game may be wop 
or drawn by correct play. 

Diagram 111. 

This is a well-known position of Philidor’s, who supposed, that if Black 
had the move, he would lose the game. This opinion, however, nas been 
proved to be erroneous, the game being drawn whoever plays first. U 
White move, he plays ; — 


WHITE. 

J. K. to his 3rd. 
2. K. to B’s 3rd. 


o I i> 


BLACK. 

1 . K. to his 4th. 

2. K. to B’s 4tlL 
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3. K. to Kt/s Srd, 3. K. to K»s 4th. 

4. K. to Kt.*s 4th. 4. K. to B’s 3rd. 

5. K. to Kt.’8 3rd. 5. K. to K’s 4th. 

And the game is drawn. 

If Black move, he plays 

1. K. to his 4th. 

2. K. to his 3rd. 2. K. to Q’s 4th. 

Were he to move K. to B*8 4th, you would win by 3. K. to Q’s 4th.) 

3 K. to B's 3rd. 3. K. to his 4th. 

4. K. to Kt ’a 3rd. 4 K. to his 3rd. 

5. K. to Kt.»8 4th. 5. K. to B^s 3rd. 

And by continuing to play thus, Black may always draw the game. 
Diagram 111. Diagram 112. 


BLACK. BLACK. 



WHITE. WHITE. 


Diagram 112. 
Black moves and wins. 


2 . 

3. 

4. 


WHITE. 

K. to his 2nd 
K. to Q’s 2nd 
K. to Q. B’s 2nd. 


BLACK. 

1. K to Q. B’s 6th. 

2. K. to Q. Kt.’s 7th. 

3. K. takes P. 

4. P. to K. B’s 5th, 


And must evidently win. 


Diagram 113. 

White, with the move, will win, 

WHITE. BLACK. 

to Q’a 7th (ch.) 1. K. tc his 2ud. 




exi)iKG8 or 0A.3tfes, 
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2. Kt. takes B. 2. B. P. takes Kt. 

3. P. to Q. Kt/s 5th. 3. K. to B's 2nd. 

I'lf Co B's 3rd) White moves K. to his 4th) and the position becomes tlio 
same as under in another move.) 

4. K. to his 5th. 4. K. to his 2nd. 

0. P. to B’s Cth (ch.) 5. K. to B^s 2nd. 

1. K. to Q^s 6th or B’s 5th. 

And wins 


Diagram 113. 


Diagram 114. 


BL^CK. 


BLACK. 




WHITE. 


WHITE. 


Diagram 114. 
White moves and wins. 


HITE. 

I P. to Q Kt ^8 7th. 

2. P. “ Queens.” 

3. Q to K’fe 5th (ch.) 

4. P. takes Q. 

5. P to K’s 6th. 

6. P. to K’s 7th 

" P “ Queens” (ch.) 


BLACK. 

1. P. to Q. R's 7th. 

2. P. “ Queens” (ch.) 

3. Q. takes Q. (ch.) 

4. P. to Q. Kt.’s 5th. 

5. P. to Kt '& 6th. 

6 P. to Kt.’s 7tb. 


And wins. 
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KING AND TWO PAWNS AGAINST KING AND THREE 
PAWNS. 


Diagram 115. 

Bl iCK. 


r 


■1 Ml |j 

im 

m 

□ 



n 

m 


l^i 




1 

P] n m 

WHITE. 


Diagram 116. 



'ii 

BLACK 

& 

■1 

□ 

m 

□ S 


□ 




m 


m 



n n 


m 




M 

1 


n 

LJ 

pwpj 


m 

n 

— 

n n 

WHtTB. 

1 



Diagram 115. 


W^ith or without the move Black wins. 


First, with the move, — 

WHITE. BLACK 

1. P to K Kt.’s 6th. 

2 P to R’a 3rd, or ) 2. K. to Q's 5th. 

3 K to B’s 3rd. 


(If you play instead K. to Q’s 2iid, he ad\ances B’s Pawn ) 


4. K. to his 2nd. 


3. K. to his 1th. 


Had you here moved K. to Kt ’s 4th, he would win by playing K to 
his 5th, then to his 6th, and afterwards advancing B’s Pawn ) 


5. K to B's sq. 

6. K. to his sq. 

7. K to B’s sq. 
H. K. to Kt *8 sq. 
9 K. to R’s sq. 

10. P. takes P. 


4. K. to hiH 5th 

5. K. to Q’s 0th. 
6 K. to K's 0th. 

7. K. to Q’s 7th. 

8. K to his 7th. 

9. P. to B’s 0th. 

10. K. to B’s 7th. 


Wmning. 
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2. P. takes P. 

3. K. to B’s sq. 

4. K. to his sq. 

5. K. to B’s sq. 

6. K. to Kt.*s sq. 

7. K. to R's sq. 


(A.) 

2. R. P. takes P. 

3. K. to his 6th. 

4. K. to Q's 6th. 
6. K. to Q’s 7th. 

6. K. to }iis 7th. 

7. P. to B’s 6th. 

And wins. 


Next, if White move first he must equally lose. 

WHITE. BLACK. 

1. K. to B’s 2nd. 

t^You liavp nothing better; if you had moved P. to Kt.’s 3rd, Black 
would have taken P. with R. P., and have won as before.) 

1. P. to Kt.’s 6th (ch.) 

2. K. to Kt.’s sq. 2. K. to his 6th. 

3. K. to R's sq. 3. P. to B's 6th. 

4. P. takes B. P. 4. K. to B's 7th, &c. 

Winning. 


Diagram 116. 
The game is drawn. 


WHITE. 


BLACK. 

1. K. to Kt.’s 4th. 

1. 

K. to Kt.’s 3rd. 

2. K. to B’s 4th. 

2. 

K. to B’s 2nd. 

3. K. to B’s 6th. 

3. 

K. to K’s 2nd* 

4. K. to Kt’s 4th. 

4. 

K. to his 3rd. 

5. K. to B’s 4th. 

5. 

K. to his 2nd. 


Drawn game. 


KING AGAINST THREE PASSED PAWNS. 

We now come to a species of termination which has latterly occupied 
\ery much of the attention of the chess world, viz., the power of the King 
as opposed to three united Pawns, the opposite King not being able to 
come to their aid. Without going through the multitude of positions and 
variations which have appeared on the subject, we shall endeavour to 
make it as clear as our space will permit. The first question to be con- 
sidered, and it is one which well understood will very much simplify and 
render easy all the rest, is the proper method of playing the King in 
situations such as the following (see Diagram 117), or where the White 
King is on any square in front of the Pawns. Formerly it was suppoMfl 
that the three Pawns could advance to Queen by their own force, when 
thus opposed to a King only, but this opinion is now shown to have 
been incorrect. The fact is, that the King, when he occupies any square 
in front of the Pawns, or when he is within three moves o*’ his Kt.’s 3rd 
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square, which from its importance has been called the master square of 
the position, ran invariably stop the Pawns. (It is important to recollect 
that Black is always understood to be unable to move hU King so as 
to gain a move when necessary.) 

Diagram 117. 

BLACK. 



WHITE. 


VVe now proceed to analyse some of the situations aiising from this 
description of end game, beginning with the one above given. The White 
King, being here less than three moves from his Kt.’s 3rd, wins in all 
cases. 

WHITE. BLACK. 

1. P. to B’s 4th (see Var.) 

2 . K. to Kt.'s 2nd. 2. P. to R’s 4th (B.) 

3. K. to Kt.’s 3id. 3. P. to Kt.’s 4th (A.) 

4. K. to Kt.’s 2nd. 

(In all cases like this, where the King is in front of the three equally 
advanced Pawns, with one square between, he immediately arrests them 
by retreating one square, providing they are not further advanced than 
to their fifth squares.) 

4. P. to B’s 5th. 

(If P. to R’s 5th, the King is played to R’s 3rd ; and if P. to KU’s 6th, 
to Kt.’8 3rd.) 

5. K. to B’s 3rd. 5. P. to R’s 5th. 

6. K. to Kt.’8 4th. 

And wins ; because whatever Pawn is moved, the King takes it, 

(A.) 

3. P. to Kt.»8 3rd. 

This 18 the strongest position (the adversary having to move) the Pawns 
can assume, and were they one step further advanced, White could not 
stop them.) 
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4. K. to Kt/a 2nd. 4 . P. to Kt^s 4th. 

Had he moved 4. P. to B's 6th, or R's 5th, you win thus 
4. P. to B*8 btk. 

5. K. to B*8 3rd, 5. P. to Kt.*8 4th, 

6. K, to B*8 2nd. 6. P. to R*8 bth. 

7. K. to Kt.*8 2nd. 7. P. to Kt.^8 bth, 

8. K. to Kt,*8 8q., Sfc. 


b. K. to Kt.’s 3rd. 5. P. to Kt.'s 5th. 

he play P. to R’s 5th, or B^b 5th, you play King in front of it.) 

6. K. to Kt.’s 2nd. 6. P. to B’b 5th. 

7. K. to B's 2nd. 

If he move P. to Kt.'s 6th, you play K. to B’s 3rd, and if 

7. P. to R's 5th. 

8. K. to Kt.’s sq., &c. 


3. K. to Kt's 3rd. 


(B.) 

2. P. to Kt.’s 4th. 


(Tf 8. P. to R’s 4th, see first variation, if P. to R’s 3rd, White moves 
4. K. to B’s 3rd.) 

3. P. to Kt.’B 5th. 

4 . K. to B’s 4th. 4. P. to R’s 3rd. 


(If to R’b 4th, White wins at once by 5. K. to Kt.’8 3rd.) 

5. K. to Kt.’s 3rd. 5. P. to R’s 4th. 

6. K. to Kt.’s 2nd. 

And wins, as before. 


Variation. 

On BlaciCa Ist mofoe. 

It jv obvious that the moves already given will equally apply if Black 
play P- to R’s 4th, or P. to B’s 4th ; therefore, suppose,— 

WHITE. BLACK. 

1. P. to Kt.’s 4th. 

2. K. to Kt.’8 2nd. 2. P. to Kt.’s 5tb 

3. K. to Kt.’8 3rd. 3. P. to B’s 4th. 

4. K. to B. or R’s 4th. 

And the position is the same as in Variation (B.) 

A careful examination of this analysis will speedily enable the student 
to understand the proper method of playing the King so as to prevent the 
Pawns advancing to Queen. 
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We giye a few more positions by way of illustration* 

Diagram 118. Diagram 119. 


BLACK. BLACK. 



WHITE. WHITE. 


In these four instances, the King wins cither with or without the move, 
but in all of them he does so most readily if the Pawns play first ; and in 
all of them, if the Pawns were one square further advanced, with the King 
in the same relative position, the party having to move would lose. Sup 
pose, then, the King moves : — 

Diagram 118. 

WHITE. BLACK. 

X. K. to Kt.’s 3rd. 1. P. to Kt.'s 5th. 

2. K. to Kt.’8 2nd. 2. P. to B's 5th. 

3. K. to B’s 2nd. 3. P. to R’s 5th. • 

.If instead he had played P. to Kt.’s 6th, you move K. to B’s 3rd, oi if 
P. to B’s 6th, K. to Kt.'s 3rd.; 

4. K. to Kt.’8 sq. 4. P. to B’s 6th. 

5. K. to B’s 2od, &c. 

Diagram 119. 

WRITE. black. 

1. K. to Kt.’8 2nd. 1. P. to B’s 5th. 

(If he advance Kt. P., the position is the same as the last.) 

2. K. to B’s 3rd. 2. P. to Kt.’s 4th. 

3. K. to B’s 2nd. 

(If to Kt.’s 2nd, the Pawns win.) 

3. P. to R’s 5th. 

(If to Kt.’s 5th, see Diagram 121.) 
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4 K to Kt '8 2nd. 4 P to Kt 'b 5th 

5. K. to Kt.'8 sq. 

And wins. 

Diagram 120. Diagram 121. 

BLACK. BLACK. 



WHITE. 


Diagram 120. 

WHITE BLACK. 

1 K to Kt 's 2nd. 

And the situation is the same as at the 2nd move of Diagram 118. 
Diagram 121. 

WHITE. BI ACK 

1 K to B's 2nd. 1 P to Kt 's 5th. 

2. K to Kt 's 2nd. 2 P. to Kt 's Gth. 

(If P to R's 5th, see Diagram 119 ) 

3 K to B's 3rd 3. P to R's 5tli. 

4 K. to Kt 'b 2nd 

Black must lose. 

We have already observed that in similar positions, but one step furthri 
advanced, tlie King, if he have to move, would lose. The student having 
examined the above will find the solution easy. We only, therefore, give 
four more examples, where m all cases the Pawns win 
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Diagram 122 Diagram 123 


BLACK. BLACK. 



Diagram 122 If the Pawns move, they play P to K B’s 6th, or, if K 
moies and is played to Kt 's 2nd, they advance R P , if to R’s 2nd, they 
move B P. 

Diagram 123. The Pawns having to play, move P to B*8 4th , on the con- 
trary, had the King the first move^ this Pawn would play to B’s 3rd 
only, ther by gaming a move 

Diagram 1 24 Here also the unmoved Pawn advances one or two squares, 
accordingly as the King has or has not the first move If the Pawns 
move first, — 





ENDINGS OTP GAMlfib. 


498 


WHITE. BLACK. 

1. P. to B's 3rd. 

2. K. to B*8 3rd. 2. P. to B*s 4th. 

3. K. to Kt.'8 2nd. 3. P. to B's 5tb, &c. 

Winning. 

DiAgram 125. The position is similar to the two preceding ones. The 
Pa¥m8 winning by their power of playing the unmoved Pawn one or two 
squares at pleasure. For example. — 

WHITE. BLACK. 

1. P. to Kt.’sSrd. 

2. K. to Kt.»s 2nd. 2. P. to Kt.'s 4th. 

&c.. &c. 

Had the King here originally stood at B’s 3rd, or R's 3rd, the party 
moving first would have won. 

It would obviously be easy to multiply these examples to an indefinite 
extent ; the foregoing, however, will be sufficient to exemplify the principle 
with which we set out, viz., that the King can always stop the Pawns 
when he is originally upon any square in front of them, or when he can 
reach his Kt.’s 3rd sq. within three moves. It will also be clear (from 
the three last positions) that whenever two of the Pawns can succeed in 
advancing unattacked to their fifth squares, with the third unmoved, they 
invariably win, wherever the adverse King may be. 

Suppose, then, that the White King originally stood on his Queen^s 
square, (the Pawns being unmoved,) it follows that whoever has the move 
must win ; because, if the King move he has time to place himself on the 
Kt.'s 3rd sq, within three moves, but if the Pawns move they will bo 
able to prevent his doing so ; thus : — 


WHITE, 

2. K. to his 2nd. 

3. K, to B's 3rd. 

4. K. to B’s 4th. 

(If the King retreat, Black 


5. K. to B’s 3rd. 


black. 

1. P. to R’s 4th. 

2. P. to B’s 4th. 

3. P. to R’s 5th. 


ill play P. to B’s 5lh, &c.) 

4. P. to Kt.’s 4th (ch.) 


&c., &c. 


The Pawns win as in a former example. 


The foregoing examples naturally lead us to the consideration of the 
still more complex positions arising from King with Rook’s, Knight’s, 
and Bishop’s Pawns unmoved, against a similar opposing force. 
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KING AND THREE PASSED PAWNS AGAINST KING 
AND THREE PASSED PAWNS, 


WHITE. 

Diac;ram 126. 

With the Pawns plued as m the Diagram above, the two Kings 
may occupy a great variety of situations on the boaid, pioducmg, of 
course, different results, according as thiy miy relatnclj be more or lf-s& 
advantageously situated. iiowcNcr \aritd the position of the two Kings, 
either mayer may, nevei thelesa, readily dis( 0 %(r whether his position be 
a winning or a losing one, by observing the following rules. 

To simplify the mittci, all the pos^ib’e positions thit may be assumed 
for the two Kings are divide d and closst d under tne two following cases — 

Case 1. W’^hen both the Kings are more than three moves distant from 
then respecti\e master squaHs 

Case 2. When one or both Kings are within three moves of their master 
squares 

With respect to the first cast, it has already hem showm that, under the 
conditions named, the King c mnot prevent the adverse Pawms from going 
to Queen. Eac h p irty will, therefore, make a Queen, and the game ought 
to be drawn, unless one of the Kings happen to occupy a square in the 
roval rank, in wlinh case he would lose, as the adversary would Queen a 
Pawn, checking Ac None of the positions falling under the first case 
produce any interesting situitions, nor afiord much sco])e tor play. 

The game, however, becomes totally altered m its iharactei m all the 
numerous situations nuluded in Ccuse 2, wherein the party should win 
whose King is most advam id in the game, and to asieitain which of the two 
Kings 18 so in advam t , observe the following General Rule.* ** Victory 

* An exception to this Rule is, when one of the Kings stands so near 
the adversary’s Pawns as to prevent them bring moved two squares with- 

out beimr captured. 


Diagram 126. 
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%»ill be in the hands of the party who can first play his King into its mas- 
ter square ** The power of arriving first to this square will result eith-r 
fi ora the advantage of the first move, or from being originally placed 
nearer to it. 

The proper mode of play is the following — The player having the win- 
ning position (which suppose to be the V^ite;, should nave in view to 
advance his Pawns until they are stopt by the Black King "^hite will 
tnen stop the Black Pawns, which will compel the Black King to move 
out of position, and the White Pawns will afterwards go foicedly to 
Queen (This will be shown m the 1st Example ) 

III cases where the Black (when losing jldvcr) would force his Pawns 
to be stopt first, the White would still win, tor the Black wcuM not after- 
wards be able to stop the W hit** Pawns Ihis is shown in the Ist Vana- 
t on to the Ist Example 

In conducting his game the player having the winning position must be 
cautious, of two things, and which, it is prooable, were the chief difficul- 
ties that had so long retarded the solution of the “ Thiee Pawn Problem ** 

Ist Before advancing his Pawns he must take care that his King be 
near enough to the ad^erse Pawns to pi event two of them reachmg their 
fifth squares with the third Pawn unmoved Were this permitted, the 
game would be drawn as shown in the 1st Vaiution to the 2nd Example 
When, therefore, his King is three mo\es distant from the master square, 
he must begin by moving his King and not his Pawns, as the 2nd Exam- 
ple and its 1st Variation will piove 

2nd The winning player must be careful when advancing his King to 
oppose the adverse Pawns, to stop them in the fewest possible number of 
moves, for the loss of a move would be the loss of the game As an 
error of this kind may be easily committed, two examples are given as 
dlubtratons (See 2nd and 3id Variations to 1st Exanq le ) 


First Fxamuk 

Greco’s Position Diigram 127 

BLACK. 



WHIW 
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Diagram 127. 

This sitnatb'a Has been handed down to us by Greco, In his ** Treatise 
on Chess.*' It was considered by him, and until recently by all chess- 
players since his time to be a drawn game, wlioever had the move. 

This fallacy was first discovered by M. Szen, the celebrated Hungarian 
player, and afterwards by others. On viewing the position, it will be 
perceived that the White King can first reach the master square, even if 
the Black begin. White should therefore, according to the rule, win tlie 
game, whether he move first or not. 

Suppose, then. Black to have the first move, and to play : — 


WHirn. BLACK. 

1. K. to a’s 2nd. 


(As he migh i have played a Pawn. 

See Variations.) 

2. P. to R*8 4th. 

2. 

K. to Q. B*s 3rd. 

3. P. to R's 5th. 

3. 

K. to Kt.*8 4th. 

4. P. to Kt.’s 4th. 

4. 

P. to R's 4th. 

5. P. to B’s 4th (ch.) 

5. 

K. to R’s 3rd. 

6. P. to B*8 5th. 

6. 

K. to Kt.'s 4th. 

7. K. to B's 2nd. 

7. 

P. to R's r>th. 

8. K. to Kt.*s 2nd. 

8. 

P. to Kt.'s 4th. 

9. K. to R's 3rd. 

9. 

P. to B's 4th. 


BHter than P. to B*s 3rd; but it may be observed here, that no advan- 
tage can be derived from playing an unmoved Pawn one or two squares, 
unless the other two Pawns have reached their 5th square.) 


10. K. to R's 2nd. 


(K. to Kt.'s 2nd would lose the game.) 

10. P. to B's 5th. 

11. K. to Kt.'s 2nd. 

11. P. to Kt.'s 5th. 

12. K. to Kt.’s sq. 

12. P. to B‘b fitn. 

13. K. to B’s 2nd. 

13. P. to R's 6th. 

14. K. to Kt.'s 3rd. 

14. Is obliged to move hi'« 
King, and one of the White Pawii-i 
will Queen, 

Variation I. 

WHITS. 

BLACK. 

1. P. to R's 4th. 

2. K. to B's 2nd. 

3. K. to Kt.'8 2nd. 

2. P. to R's 5th. 


Tf 3. K. to B’f 3rd, you would lose the game ; see 2nd Variatioi-.. 

3. P. to Kt.'s 4th. 

4. P. to B's 4ih. 


4. K. to R’s 3ra. 
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5 . 

6 . 

7 . 

8 . 


F. to R'b 4th. 
K. to Kt.’B 4tlu 
P. to R»8 5th. 

P. to 4th. 


5. P. to B’b 5th. 

6. K. to Q’s 2nd. 

7. K. to B’b 3rd (befit, as 

most likely to mislead.) 


P. to Kt.’8 4th would have lost the game. See (A.) 


8. K. to Kt.’8 2ud. 


(If K. to B’s 4th, you check ^dth Kt. P., and then advance R. P.) 
9. P. to B’b 5th. 


Two of the Pawns being now at their 5th squares, with the third 
unmoved, one of them must Queen. If Black now play K. to Kt.’s sq., 
you move 1*. to Kt.’s 3rd, not 4th, and if K. to any other square, you 
advance B. or R. P. according to circumstances. 


(A.) 


8. P. to Kt.’B 4tli. 

9. P. to B’s 3rd (best.) 

10. P. to B’s 4th. 

11. P. to Kt.’8 5th ^as 

nothing better.) 

12. P. to R’s 6th (ch.) 

13. P. to B’s 5th (ch.) 

14. P. to B’s 6th. 


8. K. to Kt.’s 4th. 

9. K. to R’s 3rd. 

10. K. to R’s 2nd. 

11. K. to Kt.’s 2nd. 

12. K. to Kt.’8 3rd. 

13. K. to R’s 2nd. 

14. K. to Kt.’s 3rd. 


White is now forced to move his King, and cannot afterwards stop the 

Pawns. 


Variation II 


WHITE. bi.ack. 

1. P. to R’s 4th. 

2. K. to B’s 2nd. 2. P. to R’s 5th. 

3. K. to B’s 3rd. 

This move loses the game.) 

3. K. to Q’s 2nd. 


(No other move would win.) 


4. K. to Kt.’s 4th. 

5. P. to R’s 4th. 

6. K. to R’s 3rd. 

7. P. to R’s 5th. 

8. P. to Kt.’s 4th. 

9. K. to Kt.’s 4th. 

10. P. to B’s 4th. 

11. P. to B’s dth. 


4. P. to Kt.’s 4th. 

5. P. to B’s 4th (ch.) 

6. K. to B’s 3rd. 

7. K. to Kt.*s 4th. 

8. P. to B’s 5th. 

9. K. to R’s 3rd. 

10. K. to R’s 2nd. 

11. K. to Kt.’s 2Dd. 


Stops the Fawns, and wins. 

2k 
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Variation III, 

WHITC. BLACK. 

1. P. to R’s 4th. 

2. K. to B's 2nd. 2. P. to Kt.’s 4th. 

3. K. to Kt.'s 3rd. 3. P. to R’s 5th (ch.) 

4. K. to Kt.’s 4th. 

(This move loj>es, because Black gains a move by checking with B I’* 
you ought to have played K. to R's 3rd.) 

4. P. to B's 4th (ch.) 

5. K. to R*s 3rd. 5. K. to Q^s 2nd. 

(He might also play P, to B^s 5th.) 

6. P. to R*s llh C), K. to B^s 3rd. 

7. P. to Kt.'s 4th, 7. P. to B’s 5th. 

8. K. to Kt *s 4th 

(Unless you made this move, you could not stop the Black Pawns.) 

8. K. to Kt.'s 3rd. 

9. P. to Kt/s -'th. 9. K. to B's 4th. 

10. P. to B’s 3id (best.) 10. K. to Kt.'s 3rd. 

11. P. to B^s 4th. 11. K. to Kt.^8 2nd. 

12. P. to B's 5th. 12. K. to R’s 2ud or B’s 2nd. 

Stops the Pawns, and wins. 

Diagram 128. 


BI ACK. 



WHIIL. 


Second Exampi k. 

Diagram 128 
Szen’s Position. 

This position was hrst introduced to the notice of cness-piayers by 
hi. Sze 1 . It only differs from that of Greco m toe situation ot the Whitr 
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King. Here tlie two Kings arc equidistant from tbeir master square, 

i. e.j the K. Kt.'s 3rd for White, and Q. Kt.’s 3rd for Black. According 
to the rule, therefore, the first player must win. Suppose White begin : — 


WHITE. BLACK. 

1. K. to his 2nd. 

rrhis is the only winning move ; had a Pawn been played, the game would 
have been drawn. See 2ud Variation.) 


1. P. to R's 4th. 


tAs he might have played the King. See Ist Variation.) 


2. K. to B’s 3rd. 

3. P. to R's 4th. 

4. K. to Kt.'s 4th. , 

5. K. to R’s 3rd. 

6. K. to Kt.’s 4th. 

7. P. to R’s 5th. 

8. P. to B’s 4th. 


2. P. to Kt.’s 4th. 

3. P. to R’s 5th. 

4. P. to B's 4th (ch.) 

5. P. to B’s 5th. 

6. K. to Q’s 2nd. 

7. K. to B’s 3rd. 


And the Fawns will Queen, as in the Ist Variation of the last £xampl>j. 


Variation I. 


WHITE. 

1. K. to his 2nd. 

2. P. to R’s 4th. 

3. P. to R’s 5th. 

4. P. to Kt.’s 4th. 

5. P. to B’s 4th (ch.) 

6. P. to B’s 5th. 

7. K. to B’s 3rd. 

8. K. to Kt.’s 4th. 


BLACK. 

1. K. to Q’s 2nd. 

2. K. to B’s 3rd. 

3. K. to Kt.’s 4th, or (A. i 

4. P. to R’s 4th, 

5. K. to RV 3rd. 

6. K. to Kt.’s 4lh. 

7. P. to R’s 6th. 


And will stop the Black J’awns, throwing the move upon Black, wlio 
must then lose. 


3. P. to R’s 5th. 

4. K. to B’s 3rd. 

5. K. to Kt.’s 4th. 

6. P. to B’s 4tli. 

7. K. to R’s 3rd, 

8. K. to Kt.’s 4th. 

9. P. to B’s 5th. 


(A.) 

3. P. to R’s 4th. 

4. P. to R’s 5th. 

5. P. to Kt.’s 4th. 

6. P. to B’s 4th (ch.) 

7. P. to B’s 5th. 

8. K. to Kt.’s 2nd. 

9. He cannot stop the White Pawns, 


Variation II, 

WHITE. BLACK. 

1. P. to R’s 4tK, 1. p. to R’s 4th. 

Had he played the King, he would not have taken proper advantage of 
the error of White’s first move.) 

2. P. to R’s 5th. 2. K. to Q’s 2nd. 

3. P. to Kt.’s 4th. 3. K. to B’s 3rd. 

4. P. to R’s 6th. 4. K. to Kt.’8 3rd. 


2 K 2 
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S. P. to Kt/s Sto. 
K. to bis 2nd. 

7. K. to B’s 2nd. 

8. K. to Kt.’8 3rd. 

9. K. to R’s 2nd. 


5. P. to R’s 5tb. 

6. P. to Kt.^8 4th. 

7. P. to R's 0th. 

8. P. to Kt.’s 5th. 

9. K. to R’b 2nd. 


The party who first plays his unmoved Pawn will lose, because Ids 
adversary will gain the move by advancing his unmoved Pawn either oiio 
or two squares. Al therefore, each party will play the King only, the 
game will be drawn.* 


Chapter V. 

CHESS NOTATkJn. 

The system of notation in general use in this country has been explained 
in the Introductory Chapter, and fully exemplified in the subsequent 
analyses of the different openings, but a short sketch of the arbitrary 
systems whi(;h are tnore or les.s adopted in standard chess works on the 
continent, may prove of service to the inexperienced amateur. 

The squares of the chess-board and the chess-men themselves may oe 
denoted by various methods, but the moves of the men can be indicated 
only in two w’ays. 

1st. By giving the square from which a Piece is played and that to 
which it is moved, without naming the Piece itself ; and it is here under- 
stood that the Piece to be moved stands on the first-mentioned square, 
and is to be placed on the second, any adverse Piece on the latter square 
to be, of course, removed from the board. 

2nd. By indicating both the Piece to be moved and the square to which 
it is played, superadding also the operation of taking an opposing man. 
The Piece may be designated by its initials, as in the English and the 
French notations, or by some letter of the alphabet, as is done by Kiese- 
ritzky and others. In the former the move is frequently indicated b»y 
simply mentioning the operation of taking, as “ K. B. takes Q. Kt.,^^ or 
•* F. du R. prend le C.,’^ but this is never the case in any of the arbitrary 
systems alluded to. 

When the first-mentioned plan of stating the move is adopted, viz., by 
giving the square from which and to which a Piece is moved, the name of 
the Piece to be moved is sometimes given, and the act of taking is also 
indicated, out these are quite unnecessary. 

So also, under the second method, if the Piece to be played and the square 
to which it goes are given, the operation of taking need not be expressed 
any more than in the first, although it is custoniary to have it so. 

In Alexandre, Jaenisch, the ** Handbuch,’’ and in Germany generally, 
the squares are marked as in Diagram No. 1. 

^ For this clear and simple resolution of the celebrated problem King 
and Three Pawns versus King and Three Pawns.'^ we are indebted to the 
skilful industry of Capt. W. D. Evans, the inventor of the beautiful 
opening called the Evans’ Gambit. 
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Notatiov ADovTBi) BY Alrxandee. Jaenirch, “ Thk Handbuch. * 
AKD THE German writers genbballt. 

(No. 1.) 


BLACK. 



Here the Black comer square, which is occupied by tlie Q's Rook at the 
beginning of a game, is marked ** a 1,” Q. R's 2nd is a 2," and so on 
to a R’s 8th, which is known as “o 8/' Q. Kt.’s square, in like 
manner, is 1/* Q. B's square is “c 1.'' Q's square is “ 1.” 
K’s square is ** e 1.” K. B's square is K. Kt/s square is 

“ ff and K. R's square is “ A 1,” and each of these pro on of course 
from the first square of the file to the 8th, in the same direction. In the 
adoption of this notation, it is usual to give merely the square from which 
a Piece is moved, and that to which it goes, a small sign ( X ) being used 
to denote check, o— o to denote castling on the King’s side, and o— o— o 
to denote the same operation on the Queen’s side. 


Hie following will serve as an example of tliis description of notation 
- *“ (i2—d4, 


1 . 


« 2 — « 4 . 
• 7 -# 5 . 


2 

6 »-c6. 

- el-sfl. 


3. 


e6— d4. 

6.^ 


/I^c4. 
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In the English notation these mores would be ghren thus : — 


P. to K’s 4th. 

P. to K’a 4th. 

B. to Q. B’s 4th. 


B.toa.Kt.’fcSthCch.l '^-P. takes P. 


Kt. to K. B’s 3rd. 
Kt. to Q. B’s Srd. 
P. to Q. B’s Srd. 


P. to Q’s 4th> 

’ P, takes P. 

Castles on K's sidei 


We shall give the same opening in all our otlier specimens. In Alex- 
andre and Jaenisch, taking is indicated by a small » placed over the last 

cynher ; thus the Srd move of Black in the above, 3. ■ .jj-J would be 


3 . 

In the German “ Handbuch** we find l signifies takes; and in the same 
work the initials of the superior Pieces, but not of the Pawns, are also 
given. Taking the above example, and giving the English initials of the 
Pieces, the opening becomes — 


1 . 


e 2—s 4. 
e 7— c5. 


O Kt..9l-~/3. 
K.t. 6 8 — c 6 
r2— c8. 
d i—c 3 : 


3 . 


d2— d4. 
e 5— d 4 : 


0 — 0 . ^ 

6. &c. 


- B. / 4— c 4. 
B./8— 6 4X. 


In our opinion, these initials are quite uncalled for, and appear to 
destroy, in some measure, the simplicity of the original notation. We 
now proceed to another method of denoting the squares. (See Diagram 2.'! 

Here we find, in place of a b c d efg h, as given in the last system, tne 
same squares are distinguished by 1 23456 7 8. This notation is 
found in Koch's ** Elementarbuch der Schachspielkunst," and, adopting 
the English initials of the Pieces, would give the previous opening as 
follows : — 


52—54. 

^ Kt. 71—63. 

Kt. 28— 3G. 

3 . 

42—44. 

B. 61-34. 

B. 68— 24X. 


57— 5.5. 

55— Jl. 



32—33. 

44—33 P. 

6 . 

K Cast. 


• 


Kieseritzky has adopted this plan of denoting the squares, but with the 
difference of placing the figures which indicate the columns or files before 
those which denote the ranks. (See Diagram 3.) His method, however, 
of giving the moves is different to Koch's, and we think unquestionably pre- 
ferable. He denotes the officers or Pieces by the capitals ABCDEFGH, 
beginning in order from Q. R., and the Pawns standing before them by 
the small letters abed, Sec. He then gives the Piece or Pawn to be 
moved, and the square to which it goes, and if any capture is made, the 
Piece or Pawn taken is also mentioned, (e. g.) 

eiS. ^ G. sc. rt d44. F. 43. c 33. 0—0. 

^’♦55. ^‘B. 63 '^*c44rf. P. 32X. e 33 c. 

This, It must be aamitted, leaves nothing to be desired on the score of con- 
ciseness, but it would have been easier for players accustomed to out 
notation, if he had marked the squares as in Diagram 2, and grafted o.i 
that plan his oi^m metlvod of indicating the men. 
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The above would then stand thus, — 

d 44. . F 34. 


1 fii: 9 

^•e55. 


3. 


5. 


cSS. 


6 . 


0-0 

« 44 d. F 23X. ''• « 83 

and in this form is more intelligible to Englishmen, becauie 1. readfi 

K. P. to the 4th of the K. 


1 


K. P. to K’84th , ^ « 45 . 
» but IS 1. 


But it is proL'eoie 


m this instance M. K. consulted the convenience of the French playen:, 
who express themselves in the manner objected to. 

Koch’s Notation. 

(Na. 2.) 

BLACK. 



12345678 


There is yet another manner of notation, in wliich the squares arc 
numbered 1 2 3 4 5, &c., up to 64, but this method seems to otfer no 
advantages of any kind, and therefore needs no further mention. 

In conclusion, we may remark, that it is easy enough to invent new* 
chess notations, or vary the old, but extremely difficult to discover any- 
thing likely to supersede that already in use, — for our own notation, with 
some slight moditications or abbreviations, may be rendered almost as 
concise, and certainly more expressive, than any of the arbitrary systems 
above described. 
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KmBRKTZKT’S NoIATION.*^ 

(No. 3.) 


B1 ACK. 



Chapter YI. 

CURIOUS CHESS PROBLEMS. 

The following ingenious stratagems, all of whieh are original, and were 
kindly presented to the author expressly for this little work, may afford 
the student occasional relaxation when his rnmd is beviildered by the 
inexhaustible variations which spnng from the openings of games. 

For the assistance of those readers who want leisure or patience to un- 
ravel the intricacies of these positions, the solutions are appendea. 

^ For a more detailed description of M. Kieseiitzky’s method of indi- 
catmg the moves, the student is referred to the prefatory address in his 
“ Cmqoante Parties,*' and the opening chapters of Witcomb’s translation 
of Mr. Lewis's last Chess Treatise. 



cufiioxrs CHESS PROBLEMS. 


505 


First Position. Second Position. 

By Mr Me G—y. By Mr, Me C— y. 

BLACK. Black 



WHITE WHITE. 

White plaving first checkmates White playing first checkmates 
in four moves m four moves 


Third Position. Fourth Position. 

By Mr Me G — y By the Rei H Bolttm, 


BLACK BLACK 



White playing first checkmates 
in four moves 


White playing first rheckmatea 
in fi^»» moves. 





CH£SS.P£AY£B B HAKBBOOV, 


Fifth Position. 
By Herr Kltng, 

BLACK. 


Sixth Position. 
By Mr, Me (r-~y 

BLACK. 
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Ninth Position. Tenth Position. 

Sy the Rev, H, Bolton, By the Rev. H. Bolton, 

BLACK. BLACK. 



WHITE. WHITE. 

\Miite playing first checkmates Wliite playmg first checkmates 
m SLY moves. m seven moves. 


Eievlnth Position. Twelfth Position. 

By the Rev, H. Bolton. By the Rev. H. Bolton, 

BLACK. BLACK. 



WHITE, 


White playing first checkmates White playmg first checkmates 
in seven moves. moves. 
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TBiRTXBNrH Position. Fourtxbnth Position. 

By the Rev, H» Bolton. By the Rev. H. Bolton. 

BLACK. BLACK. 



WHITE. WHITE. 

White playing first checkmates Wliitc playing first checkmates 
m eight moves. n eight moves. 


Fifteenth Position. Sixteenth Position, 

By the Rev. H. Bolton. By the Rev. H. Bolton. 

BLACK. BLACK. 



WHITE. 


WHITE. 


White playing first checkmates 
in nine moves. 


White playing first checkmates 
m ten moves. 
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SE\l>MrKENTB PoEITIOK. KlOBTBENTH PoEITIOM. 

Bv Me Sev. H. Bolton. By Mr, Me O—y. 


BLACK. 



.. nT”! I — " . ' .. — " — 

WHITE. WHITE. 

White playing first checkmates White playing first compels Black 
in thirteen moves. to checkmate him in four moves. 


IVINETEENTH POSITION. TWENTIETH POSITION. 

By Mr. Me G— y. By Mr. Me G— y. 


biack. black. 



WHITE. WHITE. 


White playing first compels Black White playing first compels Black 
to checkmate him in five moves. to checkmate him m file moves.* 
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TwRimr-FiRST Position 
By Mr. Me (? — y. 

BLACK. 



WHITE 

White playing first compels Black 
to checkmate bun in six moves. 


Twbnty-Sbcond Position. 
By Mr. Me G — y. 

BLACK. 


PE 


m 



P 

mm 



M 

1 


White playing first compels Black 
to checkmate him in six moves. 


Twenty -Third rosinoN. 
By Mr, Me G — y. 

BLACK. 



WHITE. 

Wliite playing first compels Black 
to checkmate him m seven moves. 


TwEvn -F ovrth Position. 
By Mr Me G — y. 


m ACK 



WHITE. 

White playing first compels Black 
to mate him in eight moics. 
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Twinty-Fifth Position. Twenty-Sixth Position 

By Mr, Me G—y. By the Rev. H. Boltm. 


BLACK. BLACK. 



WHITE. 

WHITE. 

’^ite playing first compels Black 

White undertakes to compel Black 

to checkmate him in fourteen 

to checkmate him on his (White's) 

moves. 

Q. R’s sq. in twenty-five moves. 

SOLUTIONS TO THE CHESS PROBLEMS. 

First 

Position. 

WHITE. 

BLACK. 

1. Kt. to Q*s 8th (ch.) 

1. K. to Q’s 4th. 

2. Castles (giving ch.) 

3. B. to Q. B’s 5t]i. 

2. B. interposes. 

3. Any move. 

4. R. takes B. 

Mate. 

Second 

Position. 

WHITE. 

BLACK. 

1. R. takes B. (ch.) 

1. Kt. takes R. (heft./ 

2, Kt. takes Kt. (ch.) 

2. K. to Q’s 5tl.. 

3. R. takes R. (ch.) 

3. R. to Q’s 4th. 

4. R. takes R. 

Mate. 

Third 

Position. 

WHITE. 

BLACK. 

1. Q. to K. B*8 5th (ch.) 

1. K. takes Q. (best.^ 

2. K. to K's 4th fvest.) 

2. Kt. takes Kt. (ch.) 

3. Kt. from K. B’s 2nd 

to 3. K. to Q's 5th. 

K. Kt.'8 4th (ch ) 

4* Kt. to K. B’s 5^ ICQ ) 

Mate. 
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Fourth Pobitioit. 


WHITE. 

1. Kt. to Q’s 5th, 

2. Kt. takes Q. Kt, P, (ch.) 

3. Q. to Q. R’s rth (ch.> 

4. Kt. to Q. R’s 8tb. 

5. White mates. 


BLACK* 

1. Kt. takes B., or (A.) 

2. K. is moTed. 

3. K. removes. 

4* Plays as he caa. 


(A.) 

1. P. takes Kt. 

2. Q. B. to Q’s 6th (dis. ch.) 2. Kt. to Q. Kt.’s sq. 

3* K. B. to B’s 5th (ch.) 3. R. to Q’s 2nd. 

4 . Q. takes Kt. Mate. 


Fifth Position. 


WHIT*. 

1. Castles. 

2. K. to R’s 2n(}. 

3. B. to K. Kt.’s sq. 

4 . R. to B’s 2nd. 

3 . R. to K. B’s 4th. 


1. P. to^k^^R’s 4th. 

2. P. to K. R’s 5th. 

3. P. to K. R’s 6th. 

4. K. to Q’s 4tb. 


Double check, and mate. 


Sixth Position. 


1. F. takes P.*(ch.) 

2 . Q. takes P. (ch.) 

3. Q. takes B. (ch.) 

4. B. takes P. (ch.) 

5. B. takes P. Mate. 

(A.) 

2. Q, to her B’s 3rd (ch.) 

3. Q. takes P. (ch.) 

4. Q. to Q. Kt.’s 4th. 

Mate. 

"B.) 

4. Q, to K’s 6tb. Mate. 


FfACX, 

1. K. takes P. on his Q. B’t 

4th, or (A.) 

2. K. to Q’s 3rd (best.) 

3. K, tiikes Q., or (B.) 

4. P. to K. B’s 5th. 


1. K.take8P.onhisQ.B’s5th. 

2. K. to Q’s 4th. 

3. K. takes P. 


3. Q. to Q’s 2nd. 


Seventh Position, 


white. 

1 . R. to Q. Kt.’s 4th, 

2. P. takes Kt. (ch.) 

3. Q. to her R’s 3rd. 

4. K. to his 4th. 

3. Q. to K’s 3rd. 

6. Q. to her 4th. 


BLACK. 

1. Kt. takes R. (best. 

2. K. to B’s 5th. 

3. P. to Q. B’s 4th. 

4. P. takes P. 

5. P. to a Kt.’B 6th. 


Mate. 



CU&IOU8 CHESS PROBLEMS. 




Eighth Position. 


VTHITTB* 

1. P, to Q. Kt.'s 7th (ch.) 1. 

2. R. to Q's 7th. 2. 

3. R. takes B. 3. 

4. R. to Q. Kt.’s sq. (dis. ch.) 4. 

5. R« takes Kt. 5. 


6. R. to Q. Kt.*s sq. (dis. ch.) 

Mate. 

Ninth Position. 


WHITE. 

1. R. takes Kt. 1. 

2. Q. to her 5th. 2. 

3. R. takes Q. (dIs. ch.) 3. 

4. K. to K. B’s sq. 4. 

5. R. to Q’s 4th. 5. 

6. R. to K. B’s 4th. 


Mate. 

Tenth Position. 


WHITE. 

1. Q. to her B’s 8th (ch.) 1. 

2. Q. to K^s 8th (ch.) 2. 

3. Kt. to Q. Kt.'s 5th (ch.) 3. 

4. Q. to K\s 4th (ch.) 4. 

5. Kt. to Q's 6th (ch.) 5. 

6. Q. to her Kt.^s sq. (ch.) 6. 

7. Kt. to Q. Kt.’s 5th. 


Mate. 


(A.) 

2 . 

3. Q. to K's 5th (ch.) 3. 

4. Q. to K. B’s 5th (ch.) 4. 

5. P. to K. Kt.'s 5th. 

Mate. 


BLACK. 

B. takes P. 

Kt. takes Kt. (bett.) 
Kt. to Q*s sq. 

Kt. to Q. Kt.'s 2ud. 
Moves as he will. 


BLACK. 

Q. to her R's 4th (best.) 
Q. takes Q. (best.) 

K. takes P. 

Kt. P. takes B. 

P. to Q. Kt.’s 7th. 


BLACK. 

K. to his 2nd. 

K. to Q’s 3rd, or (A.) 
K. to Q’s 4th. 

K. to Q. B’s 5th (best.) 
K. removes. 

K. takes R. P. 


K, to his B’s 8rd. 
K. removes. 

K. removes. 


Eleventh Position. 


WHITE. 

1. Kt. to Q’s 6th (ch.) 

2. P. to Q. R’s 3rd. 

3. P. to K. Kt.’s 8th, 

becoming a Q. 

4. Kt. to Q. B’s sq. (ch.) 

5. K. to Q’s 2nd. 

6. Q. R. P. takes P. 

7. 'White mates. 


BLACK. 

1. K. to Q’s 6th. 

2. R. to Q’s sq. 

3. R. takes Q., or (A.) 

4. K. removes. 

5. P. to Q. B’s 6th. 

6- Where he will. 
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(A.) 

3. R. takes Kl. 

4 . Kt. to Q. B'ssq. (ch.) 4. K. to Q's 3th« 

5. Kt. to K’s 2nd (ch.) 5. K. to Q’s 6th. 

6. Q. to Q. Kt.*8 3rd. 

Mate. 

Twelfth Position. 

WHITE. BLACK. 

1. P. takes R. (ch.) 1. P. takes P. 

2. Q. to her B^s 3nl. 2. K. to Q. R’s 3rd (best.) 

3. Kt.fromQ’s3rdtoQ.B’8 5th(ch.)3. K. removes. 

4. Q. takes P. (eh.) 4. K. takes Q. 

5. Kt. to Q’s 3rd (ch.) 5. K. takes R. P. (best.) 

6. P. to Q. Kt.’s 3rd (ch.) 6. K. to Q. R's 4th. 

7. P. to Q. Kt.’s 4th (ch.) 7. K. removes. 

8. White mates with one of the Knights. 

Thirteenth Position. 

WHITE. BLACK. 

1. Q. to K's 5th (ch.) 1. K. takes R., or (A.) 

2. Kt. to Q’s 6th (ch.) 2. K. removes. 

3. Kt. to Q’s 3rd (ch.) 3. K. removes. 

4 . Kt to K’s 4th. 4. B. take^ Q. R. P. 

6. Q to Q’s 4th (ch.) 5. B. interposes (best.) 

6. Q. takes B. (ch.) 6. K. removes. 

7. Q. to her Kt.’s 4th (ch.) 7. K. removes. 

8. Kt. to Q. B’s 5th. 

Mate. 

(A.) 

1. K. takes Q. 

2. Kt. to Q’s 3rd (ch.) 2. K. removes. 

3. R. to Q's 4th. 

Mate. 

Fourteenth Position, 


white. 

1 . Q. to her B’s 4th (ch.) 

2. Kt. to Q. B’s 5th. 

3. Q. to her R’s 2nd (ch.) 

4. Q. takes Kt. (ch.) 

5. Q. to her R’s 2nd (ch.) 

6. K. to Kt.’s sq. 

7. K. to R’s sq 

8. Q. mates. 


BLACK. 

1. K. to Q. K’s 4th (best.) 

2. R. to Q. Kt.’s 3rd (best.) 

3. K. moves. 

4. K. moves, 

5. K. moves. 

6. P. to R’s 3rd. 

7. P. to R’s 4th. 
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Fiftkbnth Position. 


WHITE. 


I. 

R. 

takes Kt. (ch.) 

2. 

Q. 

to 

Q. B’s 3rd (ch.) 

i. 

Q. 

to 

Q. B’s 7th (ch.) 

4. 

11. 

to 

K. B’s 5th (ch.) 

5. 

Q. 

to 

K. B’s 4th. 

6. 

R. 

to 

K. Kt.’8 5th (ch.) 

7. 

Q. 

to 

K. R’s 2nd. 

8. 

B. 

takes R. (dis. ch.) 

9. 

Q. 

to 

K. R’s Gth. 




Mate, 


BLACK^ 

1. K. takes R. 

2. K. to K’s 2nd. 

3. K. to his B’s 3rd. 

4. K. to Kt.’s 3rd (best.) 

5. R. to K. Kt.’s 2nd. 

6. K. to K. R’s 2nd (best.'^ 

7. R. takes R. 

8. K. removes. 


Sixteenth Position. 


WHITE. 

1. Kt takes B. (dis. ch.) 

2. Kl. to K. B’s 8tli (ch.) 

3. Kt. to Q’s 7th (dis. ch.) 

4. R. takes B. (ch.) 

5. Kt. takes P. 

6. Kt. takes Q. Kt. P. 

7. Kt. to Q’s 4th. 

8. Kt. to Q. B’s 6th. 

9. Kt. to K’s 5th. 

10. Kt. takes B. P. 

Mate. 


BLACK. 

1. K. to R’s 2 qJ. 

2. K. removes. 

3. K. removes. 

4. K. takes B. 

5. P. takes R. (best.) 

6. P. to K. R’s 5th. 

7. P. to K. R's 6th. 

8. P. to K. R’s 7th. 

9. P. to K. R’s 8th, beer minfi 

aQ. 


Seventeenth Position. 


WHITE. 

1. K.. tio Q’s 8th (ch.) 

2. Kt. to K. B’s 7th (dis. ch.) 

3. P. to Q. B’s 6th (ch.) 

4. Q. to K’s 8th (eh.) 

5. Kt. to Q’s 8th (ch.) 

6. Kt. takes K. P. (dis. ch.) 

7. Kt. to Q’s 8th (ch.) 

8. Kt. to Q. B’s 6th (dis. ch.) 

9. K. B. takes P. 

10. P. to Q. R’s 4th (ch.) 

11. P. to Q. R’s 5th (ch.) 

12. Kt. to K’s 7th (dis. ch.) 

13. Q. mates. 


BLACK. 

1. K. to Q. B’s sq. 

2. K. to Q. Kt.’s 2nd (best.) 

3. K. takes P. 

4. K. to Q. Kt.’s 2nd. 

5. K. removes. 

6. K. to Q. Kt.’s 2nd. 

7. K. removes. 

8. K. removes. 

9. P. to Q. Kt.’s 4th (best ) 

10. K. to Q. Kt.’s 3rd (best.; 

11. K. to Q. Kt.’s 2nd. 

12. P. to Q. B’s 3rd, 


Eighteenth Position. 


WHITE. 

1 . B. takes R. (ch.) 

2. Q. R. takes P. (ch.) 

3. K. R. takes Kt. (ch.) 

4. Q. to K. R’s 5th. 


BLACK. 

1. R. to K’s 7th. 

2. Kt. takes R. 

3. Q. to K’s 6th. 

4 . Black must give mate with 

Kt. or Q. 


2 r. 2 
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Ninbtbxnth PosrnoK. 


WHITK, 

1. B. takes Kt. (ch.) 

2. Q. to K's 6th (ch.) 

3. Q. to her 5th (ch.) 

4 . Kt. to Q. Kt.*8 4th (ch.) 

5. R. to K»8 6th. 


BLACK. 

1. K. R. to B’s GtL. 

2. B. to K’s 4th. 

3. K. takes Q. 

4. K. to K’s 5th. 

5. Kt. must mate. 


Twbntixth Position. 


WHITE. 

1. Kt. takes Kt. (ch.) 

2. R. to R’b sq. (ch.) 

3. K. to K’s 4th (dis. ch.) 

4. K. to B’s 3rd (dis. ch.) 

5. R. to Q. B’s 6th. 


BLACK. 

1. K. to Q’s 8th. 

2. K. takes P. 

3. K. to Q. B's 7th. 

4. K. takes Q. Kt. I 

5. Kt. must mate. 


Twenty-First Position. 


WHITE. 

1. Kt. at K’s 5th takes Kt. (ch.) 

2. B. takes B. (ch.) 

3. B. takes R. (ch.) 

4. Kt. takes B. (dis. ch.) 

5. Q. takes Q. (ch.) 

6. K. takes R. 

Mate. 


BLACK. 

1. Kt. takes Kt. 

2. R. to K’s 2nd. 

3. K. to his sq. 

4. Kt. to Kt.’s sq. 

5. K. to Q’s 2nd. 

6. Kt. must take Kt. 


Twenty-Second Position. 


W'H ITK« 

1. R. to Q. B’s 8th (ch.) 

2 . R. to Q. B's 2nd (ch.) 

3. B. to K. B’s 2nd (ch.) 

4 . Q. to K. B’s 5th (ch.) 

5. K. to his 4th. 

6. Kt. to K. B’s 3rd. 

Mate. 


BLACK. 

1. B. to Q. B’s 2nd. 

2. B. to Q. B’s 5th. 

3. Kt. to K’s 6th. 

4. Kt. to Q’s 4th. 

5. P. to K. Kt.’s 3rJ. 

6. P. must take Q. 


Twenty-Third Position. 


WHITE. 

1. Q. to her B’s 8th (ch.) 

2. P. takes P. (ch.) 

3. R. to Q. Kt.’s 4th (dis. ch.) 

4. Q. to K. B’s 5th (ch.) 

5. Q. to K. B’s 2nd (ch.) 

6. R. to Q. B’s 4th (ch.) 

7. Q. to her B’s 2nd (ch.) 

Mate. 


BLACK 

1. Kt. to Q. B ^ 2nd. 

2. K. to Q’s 4th (best.] 

3. K. to Q. B’s 4th. 

4 . Kt. to Q’s 4th. 

5. Kt. to K’s 6th. 

6. K. takes R. 

7. Kt. must take Q. 
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Twenty-Fourth 

WHITE. 

1. Q. to Q. R's 8th (ch.) 

2. R. Ukes Kt. (ch.) 

3. B. takes R. (ch.) 

4. Castles (ch.) 

5. Q. takes R. (ch.) 

6. K. to Kt.’s sq. 

7. r. to Q. Ws 3rd ;ch.) 

8. Q. takes Kt. 


Position. 

BLACK. 

1. K. to Kt.'s 3rd. 

2. K. removes. 

3. K. takes Kt. , 

4. Q. to her Otn. 

5. Kt. to Q. Kt/s 5th. 

6. Q. to her 7th (best.) 

7. K. to Gl’s 6th. 

8 Q. must take R. 

Mate. 


Taventy-Fifth 

XCXi TTPl? 

1. a takes P.’ (ch.) 

2. B. takes B. (ch.) 

3. B. takes Kt. (ch.) 

4. Q. to K. B»8 8th (ch.) 

5. Q. takes R. (ch.) 

6. Kt. at B’s 5th to Q’s 7th 

(dis. ch.) 

7. B. takes Kt. (dis. ch.) 

8. B. takes R. (ch ) 

9. P. takes B. 

10. B. to K^s 4th. 

11. B. to Q's 5th. 

12. R. to Q's sq. 

13. Kt. to Q. R’s 6th. 

14. B. to Q. B’s 6th. 

Mate. 


Position. , 

BLACK. 

1. K. to Q's sq. 

2. Kt.^ Q. Kt.'s 3rd. 

3. K.^Q. B's sq. 

4. R. to K's sq. 

5. Q. takes Q. 

6. K. to Kt.'s 2nd. 

7. K. to R's sq. 

8. Q. interposes. 

9. Q. to Q's 4th. 

10. Q. to Q. B's 3rd. 

11. Q. to Q. Kt.'s 2nd. 

12. Q. to her B'h 3rd. 

13. Q. to Kt.'s 2nd. 

14. Q. must take Bishop. 


Twenty-Sixth Position, 
white. black. 

1. Q. to Q. R's sq. 

2. B. to K’s 4th. 

3. R. to Q's 2nd. 

4. Q. to Q's sq. 

5. R. to Q. R’s 2nd. 

6. B. to Q. Kt.'s sq. 

7. P. to Q. Kt.'s 4th. 

8. Q. to her 7th (ch.) 

9. P. to Q. Kt.'s 6th. 

10. K. to Q. Kt.'s 5th. 

11. K. to Q. B's 4th. 

12. K. to Q. Kt.'s 3rd. 

13. R. to Q. B's 2nd. 

14. K. to Q, R's 2nd. 

15. K. to Q. R’s sq. 

10. Q. to her B’s 8th (ch.) 

-17. R. toQ. R’s 2nd (ch.) 


Black's moves aie hU forced. 
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18* R. to Q, R’s 6th (ch.) 

19. Q to Q. B’s 6th (ch.) 

20. R. to Q. Kt.^8 6th (ch.) 

21. Q. to her B’s 5th (ch.) 

22. R. to Q. Kt.’s 4th (ch.) 

23. R. to K's 4th (dis. ch.) 

24. Q. to Q. Kt’s 5th (ch.) 

25. Q. to Q. Kt.’s 2nd (ch.) 


Blftck’s moves are all forced. 


25 P. takes Q., giving chert 
mate. 


Solution of the Frontispiece. 


WHITE. 

1. Q. to her B’s 4th (ch.) 

2 . B. to K. Kt.’s 7th. 

S. Q. to her 4th (ch.) 

4. Q. to her 8th (ch. ) 

5. Q. to her 5th (ch.) 

6. K. to K. R’s nth. 

7. Q. to her 8th (cn.) 

8. Q. to K’s 7th. 

9. Q. to K. Kt.’6 5th (oho) 

10. Q. to her 8th (oh.) 

M. Q. takes R. 

Mate. 


BLACK. 

1. R. to K. B’s 2nd. 

2. K. takes B. (best ) 

3. K. to Kt.’s sq. (best.' 

4. R. to B’s sq. 

5. R. to B*s 2nd. 

6. P. to K. Kt.’a 6th. 

7. R. to B’s sq. 

8. R. to K. B’s 2iid. 

9. K. to R’s sq. 

10. R. to B’s eq. 
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lated from the German of Alfred de 
illeumont. 

Carrel’s Counter Bevolution in Eng- 
land. Foz’o History and Lonsdale's 
Memoir of James U. PortraiL 
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%* An Ailaa of the planf Of MarlboBoii8h*i 
campaigns, 4to. lOi. 6d, 

Hiitoiy of tho Home of 

Anstrla. In 4 vela. 

Ctominghatn’B Lives of Eminent 

British Painters. New Edition by Mis. 
HK4I0N. 

IVols. 11. and JIT. tn the press. 

Bofoo’s Watka. Edited hy Sir Wilteb 

Soon*. In T vola. 

Bo Lolmo on the Oonstitation of Eng- 
land. Edited, with Notea, bj Johv 
MA oaaBooB. 

Emerson’i Works. 3 rols. 

Foster’s (John) Life and Ckirrespond- 
Moe. Edited by J,S.BxLAirD. In 2 vole. 
— — - Lootnros at Broadmead 
COmpeL Edited by J. B. BTLami. Id 
1 vola. 

Foster’s (John) Critioal Essays. Edited 
by jr. E. BrifAsn. In a vola. 

Essays— On Beeision of Cha* 

raoter, &a.&o. 

— r— Essays— On the Evils of Po- 
• pnlar Ignorance, fta 
— — Fosterianai Thoughts, Ke- 

flpotlenB, and Crltlotema of the late John 
FostxS) selected from periodical papers, 
and Edited by Hbhst a. Bonn {nearly 
eoopagM). Si. 

Fuller’s (Andrew) Prineipal Works, 

with Memoir. Portrait, 

Gibbon’s Eoman Empiro. Complete 
and Bnabridged, with Notes ; Incltding, 
In addition to the Anthcnr’a own, those of 
€lTilzot, Wench, Niebuhr, Hugo, Neander, 
and other foreign acholara; and an ela- 
borate Index. Edited by an Engllah 
Churchman. In f vola* 

Oaetho’s Works, TranaUted into Eng- 
lish. In 8 vola. 

Vola. 1. andU. Aut(driography,20 Boohs : 
and Travels in Italy, France, and 
Switwrland. JPorfron. 

VoL 3. Faust. TwoPaits. By Mias 
SWASWIOS. 


0oethe’s Works — oorOinmi, 

VoL 4, NovSla and Talea 

VoL 5.<WillWlm MeMae*# Appnteios- 

iMp. 

VoL s. Gonveraatlons with Eckermana 
and SoMt Tmnalated by Jobx 
QxxafOBD. 

VoL 7. Poems and Ballads, including 
Hemumn and Dorothea. Translated 
by B. A. Bowumo. O.B. 

Vol. 8. Gotz von Bcrlichingen, Tor 
quato Tasso, Egmont, fphig<»nia, 
Clavlgo, Wayward Lovor, and Fellow 
Caipnts. By Sir Waltke Scott, 
Miss SwANwiOK, and E. A. Boweing, 
C.B. With Bngramng. 

Oorrespondoncs with Schiller 

Su Schiller. 

GToene, Marlows, and Beu Jonsou, 

Poeme of Edited by Kobxbt Beu,. 
With Biegraphles. In 1 vol. 

q « ogory* s Oh,) Svideaees, Boetrinss, 

and Duties of the Christian KeUglon. 

Chiisot’sEoprosoutative CKivemment. 

Translated by A. B. Sooble. 

Eist^of tho English Bovo- 

Intton of 1640. Translated by Woleuc 
Hazutt. PortraU. 

History of OiviMiation, Tnms- 
lated by WnuEH HhzniiT. 3 vola. 
Partromt. 

Hailitt’s Table Talk. A New Edition 
In one vDlusae. 

Lectures on tho Comie 

Wnters, and on the Engliafa Poets. 

Lectures on the. Literature 

of the Age of Klioabeth,and on Charaotera 
of Shakespeai's Plays. 

Plain Speaker. 

, Bound Table; the Gonveraa- 
tions of JAsdw Novzhoovi, BA..; Cha- 
racteristics. 

Sketches and Essays, and 

Wlntei’slow (Essays Written there). New 
Edition. 

Hall’s (Bev. Bobert) MiseeHaaeous 

Works and Remains, with Memoir by 
Dr. GnBGOBir, and an Essay on hla Oha- 
*racter by John Foenm. Portrait. 
Hawthorne’s Tales. In 3 vols. 

VoL 1. Twice T(dd Tales, and tha 
Snow Image. 

VoL 2. Scarlet Letter, and the Bonae 
with the seven, Oablea. 

Heine’s Poems, complete, from the 
German, by E, A. BoiwatniG, C.B. St. 
Hungary: its History and Bofolu- 
tions ; with a Memoir of Koaanth from 
new and anthentle sooroes. Portrait, 
Hutchinson (Colonel), Memoirs of, 
with the aiege of Latham Honae. 

1) 
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Xryiilg*i (Wadiington) lifi and Lit* 

tem. j^bitH«pbew,F!«aBtlLlavnto. 
iBdTols. 

— Oomplata W<»lci. la 16 
vola. 

Yol 1. Sftlmagandl and Knickerbocker 
Portrait qf tht Author. 

Vbl a Sketch Book and LUe of Qold- 

YoL a Braoebrldge Hall and Abboti- 
fnrd and HewatMd. 

VoL 4. Talea of a TraToUer and the 
Alhambra. 

V6L a. Oonqnect of Granada and Con* 
qneat of Stialn. 

Tola. 6 and 7. TJfb of Oolninbaa and 
OompandonadTOolnmbaat with a new 
Index. FkuPortratt, 

VoL 8. Aatoria andTonr in the Praiilea. 
VoL 9. Mahomet ond bla Snooeasora 
YoL 10. Conqneit of Florida and Ad- 
▼entnrea of Captain Bonneville. 

Yol. 11. Biographiee and Miacellaniei. 
Vols. 12-15. Life of Washington. For* 
trait. 

PoTMeparaU WOrkt. tee Cheap Seriet. 
JamM’i (0. P. B.) Biohard CoBur-de- 

Lion. King of England. Portrait. 2 vola. 
Lo^XIY. Portraito. 2volf. 
Jameion’s Stialcspeare’s Heromes: 

Characteristics of Women, i vol. 

jril]iiiia*8 Lottorii with NoteH. Ad- 
ditlona, and an Index. In 2 vola. 
Lamartme'i SQiitory of the Oirond- 
lata. PortraiU. In 3 vola. 

Beatoration of the Monarohy, 

with Index. Portraiti. In 4 vols. 

■ French Berolutien of 1848, 

with a fine J'r(mfiq)iaoe. 

Lamb’i (Gharlee) Elia and EUana, 

Oomplste Edition. 

— »> Bramatie Foeti of the Time 

of Sttxabeth ; inolnding hit Selectioni from 
the Garrick Plava. 

Lami’e History of Paintiiig. Trans- 
lated by Eoscoe. Portraiti. In 8 vola. 
Leasing’s Dramatie Works. Com- 
plete, with Memoir by Helen Zimmirn. 
Portrait, 2 vols. 

Prose Works. Laokoon (by 

Bbamlet) Hamburg Dramatic Notes, Ke- 
presentation of Death (by Miss Ziumebk). 

Locke’s Philosophieal Works, oou- 

♦Ainiwg tax Eaaay on the Human Under- 
standing, Ac., with Notea and Index by 
J. A. St Josir. Portrait In 2 vola. 

— ' LUh and Letters, with Sz» 
tmots from hia Oommon-Plaoa Books, by 
Lord Knro. 

Luther’S Table Talk. Translated by 
Wouax HazuR. Portrait 
20 


Haohiavelli’s Hlstoxy of fleveneei 
The Prince, and other Worki. PortraiU. 
Hartinoan’s, Harriet, History of 

England, from 1800-15. 

— — History of the Peace, from 

1816-1846. 4 vols. 

Heniers Hbrtory of Gennany. Por- 

traiUt. In a vols. 

Michelet’s Lilb of Luther. Translated 
by WtLUASi Haznnnp. 

Boman B^uhlie. Translated 

by WiLLuw Ha 2 xm. 

French Bevolution, with In- 
dex. FTontitpiooi. 

Miguet’s French Bcrolntioa from 

1789 to 181A Portrait. 

Milton’s Prose Works, with Index. 
Portraitt In 5 vola. 

10tford’s(MaryB.) Onr Village. Im- 
proved Ed., complete. lUuitrateO. 2 vols. 
Molibxo's Dramatic Works. Trans- 
latf^ by C. H Wall. In 3 vols. Portrait. 
Montesquieu’s Spirit of the Laws. 
A new FAition revised and corrected. 
2 vols. Portrait. 

Veander’s Church History. Trans- 

lated: with General Index, m 10 vols. 

Life of Christ. Translated. 

——First Planting of Christi- 
anity, and AntignoatUnu. Translated. In 
2 vola. 

— — History of Christian Dogmas. 

Translated. In 2y01s. 

— — Christian Life in the Early 

and Middle A g aa , ln«lTuHng bil ' Llg^t m 
Dark PlAoea.' Translated. • 

Ockley’s History of the Saraoens 

Revised and completed. Portrait. 
Percy’s Bcliques of Andent English 
Poetry. Reprinted from the Original Edi- 
tion, and Edited by J. V. Pbighabd. In 
2 vols. 

Philip do Commines, Memoirs of, 

oontainingthe Histories of Louis XL ax\d 
Qharlei vUL, snd of Charles the Bold, 
Duke of Bnr^dy. To which is added, 
The Scandalous Ghroniole, or Secret 
History of Louis XL Pmraiti. In 
2 vols. 

Poetry of America. Selections fiom 
loo American Poets, from X 776 — 1876 . 
Edited by W. J. Linton. Portrait. 

Banko’f History of the Popes. Trans 
lated by E. Foenx. In 8 vola. 

Banke's Servia and the Sorrian Bo- 

volntioD. 



bos:n*8 vabiovs libbames. 


iiynolds’ (Sir Joiliiia) Idtanury 

Works. PortKNiB, In 2 

EUoliter (Jean Paul Tr,) Levana 

aad Aatobiogcapby. With Memoir. 

— Flower, Fruit, and IhoriL 

iPiecea A KoveL 

Boeeoo’s life and FontLiloaie of 
Leo with the Oopviiedxt Notes, snd sn 
Index. PortrM, in 2 vole. i 

lift of Lorenio do Medici, | 

with the Oopyright Notes, Ac. Portrait. 

Eusfia, SUtory of, by Waltjeb E. 

Kjbi&t. Portraitt. In 2 vols. 

8dhiller*i Worka. Translated into 
EnaUsh. In 6 voli. 

VoL 1. Thirty Years* War, and Revolt 
of the Netherlands. 

VoLX Continuation of the Revolt 
of the Netherlands; WaUensteln’i 
Cai^l the Plooolondai^ the Death 
of WMlensteln; and William TelL 
YoL 3, Don Carlos, Mary Stoart, MMd 
of Qrleanl, and Bride of Measina. 

YoL A The Bobbers, Flesoo, Love end 
Intilgoe, snd the Glhosi.6eer. 

YoL 6. Poems. Translated by Enoax 
Bowscvg. G.B. 

Vol. 6. PbiloBophloal Letters and JEs> 
thetlcal Essays. 

Correspondence with Goethe, 

translated by L. Doka Sciiurrz. 2 vols. 

Sehlegers Philosophy of Lift and 
of Langoaga, translated by A. J. W. Mob- 
aisoR. 

■ - Sistory of Literature, An- 

cient and Modem. Now first completely 
yanslated, with General Index. 

— — Philosophy of History. 

I'ranalitedbyJ.B.BoBBBnoH. Porfratt, 


Sehlegers Lramatie Literature. 
Translated. PortraU. 

Modem History. 

JBsthetie and MlioeUtmeons 

Works. 

Sheridan’s Bramatie Works and 

Life. Portrait. 

Siimondi’s Idteratuxe of the South 
of Europe. Translated by Bosooe. Por- 
traito, in 2 vols. 

Smith’s (Adam) Theory of the Moral 

Sentiments; with his Emy on the first 
Formation of Langnages. 

Smyth’s (Professor) Lectures on 

Modem History. In 2 vols. 

— Lectures on the French Be- 
volution, in 2 vols. 

Sturm’s Morning Commnnings with 
God, or Devotional Meditations for Every 
Day in the Year. 

Sully, Memoirs of the Duke of, Prime 
Minister to Henry the Great. PortraiU. 
in 4 vols 

Taylor’s (Bishop Jeremy) HolyLiying 

and Dyi^ Portraxt. 

Thierry’S Conquest of England by 

the Normans. Trauslated by Wiluax 
I Hazim. PorbratL In 2 vols. 

iririei (Br.) Shakespeare’s Bramatio 

Art. Translated by L.D.Schimts. 2 vols. 

Vasari’s Lives of the Painters, 

Sculptors, and Architects. Translated by 
Mrs. Fostkb. 6 vola 

Wesley’s (John) Life. By Robbbt 

SouTEBT. New and CiHnplete Edltkm. 
Doable volume. WUh Portrait. Ss. 

Wheatley on the Book of Common 
Prayer. FrontUpket, 


HISTORICAL LIBRARY. 


21 Vols. t 

Xydyn’i Biary and Corrospondenco. 
TUiatraMl wUik nunureiu PortraiU, Ac. 
Tn 4 vols. 

Pepys’ Biary and Correspondence. 

Editedby Lord Bratbrookb. With Notes 
important Additions, including nomerous 
Iietters. Illustrated vfitk many Portraits. 
In 4 vols. 

Jesse’s Memoirs of the Beign of the 
Stnarts, inclnding the Protectorate. With 
Generol Index. Cpwordt qf 40 Portroltf • 
In 3 vols. 


5s. each. 

Jesse’s Memoirs ot the Pretenders 

md their Adherents. S Portraits. 
Nugent’s (Lord) Momorials of 
Hampiiftn, his Party, and Times. 12 
PortraiU. 

Strickland’s (Agnes) Lives of the 

Querae of from the Nonnan 

Conquest Fnnu official reoordi and 
authentic documents, private and public. 
Bevlsed Edition. In 6 vols. 

Lift of Mary Queen of Soots. 

2 vols, 
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COLLEGIATE SERIES. 


6 Voli. at 

Donaldson’s Theatre of the Greeks, j 
Ulustrotod with Llthog'anhw and nu- 
merooB Woodcuta. 

Xeightley’s Classical Mythology. 

New Julition. Revised by i)r. L. , 
SOHMm, With 12 plates. j 

Herodotus, Turner’s (Dawaon W.) | 

Notes to. mth Map. fto. | 


6s. each. 


Herodotus. Wheeler’s Analysis and 

^Tuumary of. 

Thncydita, Wheeler’s Analysis cl 
Hew Testament (The) in Greek. 

trnesbaoh’a Text, with the readinga of 
Mill and SdMiis. Parallel Beferenoea, 
a Orttloal lotrodnctlon and Ghronologioal 
f ablea. Tun fcM-timilu qf Qvttk MSS. 
3<. fkt. ; or with Lexlocm. 6s. Lexicon 
Separately. 2«. 


PHILOSOPHICAL LIBRARY. 

11 Vdls at 6i. eacht esscepHnff those marked otherwise. 


Comte’s Philosophy of the Soienoes. 

By <i. H Lfwks. 

Driver (J. W.) A History of the 

intellectual Development of Europe By 
JoHK William Draper, M I)., LL.D. A 
New Edition, thoroughly Revised by the 
Author. In 2 vols. 

Hegel’s Lectures on the Philosophy 

of History. Tranalalad bi J. Sibsjeck. 01 A. i 


Kant’s Critique of Pure Eeason. 

Translated by J. M. D. Meikxjbjohk. 

Logic ; or, the Scienoe of Infbrenee. 

A Popular Manual. By J. Dxvxv. 

Miller's (Professor) History Philoso- 
phically considered. In 4 vols. 3v. 6d 
each. 

Tennemann’s Manual of the History 

ofPhiloBopby. Gonthraedby J.B.MoRBLt, 


ECCLESIASTICAL AND THEOLOGICAL 
LIBRARY. 

15 Vols. at Bs. each, exc^tinff those marked otherwise. 


Bleek (F.'i An Introduction to the 

Old I'estament, by Fri.<dbicu Blffe 
Edited by Johann Blekk and Adolf 
Kamphadsen. Tranblated from the Ger , 
man by G. H. Venables, under the ' 
supervision of the Rev E. Vbnablrs, 
Canon of Lincoln. New Edition. In 2 | 
vols. 

Chillingworth's Beligion of Pro- , 

testanta. 3«. 6d. I 

jEusebius’ Xoelesiastical History, i 

With Notes. ' 

Hardwick’s History of the Articles i 

of Religion. To which is added a Senes of 
Documents from a.d. 1636 to aj>. 1615. 
Togetlier with Ulufitratlons from Contem- 
porary Sources. New Edition, revised by 
Rev. E. Pboctbs. 
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Henry’s (Matthew) Oommentiuy on 
the Psalms I^timorous Illustrations. 

Pearson on the Creed. New Edition. 
With Analysis and Notes. 

Philo Judsus, Works of; the con- 
temporary of Josephus. Translated 
G. D. Yonga In 4 vols. 

Socrates’ Scdesiastieal History, in 
oontinuatfon of Eusebius With the Notoo 
of Yalealus. 

Soiomen’s Hcelesiastieal History, 
from AA>. 324-440 : and the Ecclesiastical 
History of Fhilosuirgius. 

Theedoret and Efagriut. Eedesias- 
tical Histories, firom aj>. 332 to a.d. 427 
and from aj». 431 to a.i>. 544. 

Wieseler’s Chronological Synopsis of 

I the Four Gospels. Tianslated by Canon 
I VufABLEb, New Edition, revised, 



VABIOTJB L1BBABIE8, 


ANTIQUARIAN LIBRARY. 


35 Vols. at 

Bede’s Bceleeiaetical History, and I 

the Chroolde, | 

Boethius’S Consolation of Philoso- 
phy. Xn Anglo-Saxon, with the A. S. 
Metres, and an English Trandallon, by 
the Her. S. Fox. 

Brand’s Popular Antiquities of Eng. 

land, Scotland, and Ireland. BySlrHxHni 

^ Kt.t.wi Tn 3 vote. 

Chronicles Of the Cmsaders. Richard 
of Devizes, GteofErey de Vlnsanf, Lord de 
Jolnville. 

Dyer’s British Popular Customs, 

Present and I’a&t. An Account of the 
various Games and (Jubtoms associated 
with different days of the year iiythe 
Pev. T. F. Tinai.i-TON Dikii, M. A. Witl» 
Index. 

Early Travels in Palestine. Willi- 
bald Seawall!, Benjamin of Tndflo. Man- 
Seville, La Brocqui^re, and Manndrell; 
all nnalxidged. Jfldited by Tbohas 
Wbight. 

Ellis’s Early English Uetrieal Bo- 

manoes. Koyised by J. 0. HALtiwiax. j 

Florence of Worcester’s Chronicle, I 

with the INvo Oontlnuatioua ; comprising > 
Annals of EnglJ^ History to the Kelgu ' 
Edward L 

Glesta Eomanorum. Edited by Wyn- 

NABU Hoofek, B.A. 

Giraldus Camhrensis’ Historical 

Works ; Topography of Ireland ; History 
of the Conquest of Ireland; Itinerary 
# through WoleB; and Description of Wales. 
With Index. Edited hy Thos. Wbight. 

Henry of Huntingdon’s History of 

the English, fiX)m the Koman Invasion to 
Henry ll.f with the Acts of King Sh^hen, 
Ac. 

Ingulph’s Chronielo of the Abhey of 

^oyland, with the Ck>atlziaations by Peter 
i^of Blola and other Writers. By H. T. 
Kilky. i 


St. each. 

Eeightley’s Fairy Hythology. Fran- 

tUpiece by CruiksheMk. 

Lepsius’s Letters from Egypt, Ethio- 

pia. and the Peninsula of Sln^ 

Mallet’s Northern Antiquities. By 
Bishop Pkbov. With an Abstract of th? 
Eyrhiggla Saga, by Sir Waltbs Sooxv, 
Edited by .T. A. Biaoxwkll. 

Marco Polo’s Travels. The Trans- 
lation of Marsden. Edited by Thoius 
Whigitt. 

Matthew Paris’s Chroniele. In 5 vols. 
Fiasi Saonoiir : Roger of We!iidotfer*s 
Flowers of English History, from the 
Descent of the Baxons to ▲.!>. 123B. 
Translated by Dr. Gilbs. In 3 vob. 
Swocma SjecTioK: From 1336 to 1378. 
With Index to the entire Work. 1 l 
3 vols. 

M.atthew of Westminster’s Hewers 

of Hlstorv, especially such as relate to the 
nUafrs of Brit'dn ; to a.d. 1367. Translated 
.ly G. IK Yonob In 2 vote. 

Ordericus Vitalis’ Ecclesiastical Bls^ 

lory of Eufdanjl and Normandy. Trans* 
h.ted wMh Notes, by T. Fosbstsb, MJl 
in 4 voU 

PauU’s (Dr. E.) Life of Alfred the 

Great lYansIated from the German. To 
^hich is a]^nded Alfred’s Anglo-fiaxcr 
version of Crosliu, with a literal I'ransla- 
tion, and an Anglo-Saxon Grammar and 
Ghfesary. 

Soger De Hoveden’s Annals of Sng- 

libh . from ^.i> 733 to AD. 1301. 

Edlbid by H. F. RcbBY. In 3 voite. 

Six Old Eiiglish Chronioles, vis, 
AraePs Life of Alfred, and the Ghnmiclei) 
of Ktbelwerd, Gildas, Nennius, GhM)ffirey 
of Monmonth, and Biobard of CBren- 
cester, 

William of Malmesbury’s Chronicle 

of the Kings of E n gland. Translated by 
Shabfb 

Yule-Tide Stories. A Collection ol 

Scandinavian Talcs and Traditions. E di t e d 
by B. Thorfe. 


ILLUSTRATED LIBRARY. 


83 Vols. at 6s. each, excepting those marked otherwise. 

Aiiosto’s Orlando Fnrioso. In Sag- 
llsb Verse. By W. 8. Boejt. TWdSS /IH 
Fngravimgs. In 2 vols. 


Allen’S Battles of the British Navy. | 

Bevised snd enlarged, ifumsrottf fm I 
poriraRs. In 2 vote. 

Andersen's Danish Legends and 

Fairy Tales. With many Tateo not tu any 
other edltimi. Translated by CAncNunx 
Paaohxy. 120 Wood Ai^rouinst* 


BecAstein’s Cage and Chamber Birds.. 

iTfrf TiiUTiB Sweet’s Warblers. Enlsiied 
edition. NvmercmfMtu. 

All other editions are staridged. 
With the plates coUmed. 7s. 6d. 
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Bonomi’i Viueveli and its Palaoet. 

New Edition, zevlsed and oonaiderably 
enlargod, both in matter and Plates. 
ZZjptoardl qf 300 JEngraningt 
Batler*! BLiidibrai. With Variorum 
Notee. a Biography, and a General Index. 
Edited by Hbket G. Bohn. beou- 

tifM JUugtrations, 

or, fttrther illustrated with 
63 OuiMne Pwtraiii*. In 3 vols. lOs. 

Gattermole’i Eveniugt at Haddon 

Hall. 34 eaquinte Engravingt on SieeH, 
from detigm by himseLf the Letterpress 
by the BABONsaa Da Carawctaa. 

OhiAa, Pictorial, DcBcriptiye, and 

Historical, with eome Account of Ava and 
the Burmese, Siam, and Anam. Nearly 
100 JUmtratums. 

Craik'f (0. L.) Pursuit of Knowledge 

under IMfBculticH. llluetrated by Anec- 
dotes and Memoirs. Bevlsed Edition. 
WUk numerous rort^aUs 
Crnikshank’i Three Courses and a 

DeaserL A Series of Tales, vrUh 50 hw 
morout IttusiraHoni by Oruikskank. 
Dante. Translated by I. C. Weighs’, 
MAu New Edition, carefoUy revibed. 
Portrait and 34 lUustrations on Steel, 
after Fkueman. 

Didron’s History of Christian Art 
In the Middle Ages. From the French. 
Upwards of 150 outline Jingravings. 
Dyer (T. H.) The History of Pompeii ; 

its Buildings and Antiquities. An account 
of the City, with a full description of the 
Remains, and an itinerary for Visitors. 
Edited by T. H. Dyer, LL.D. nim- 
trated wiSh nearly 300 Wood Kngrav- 
ingSt a large Map, and a Plan of the 
Fortm. A New Edition, revised and 
brought down to 1874. 7s. 6d. 

Oil Bias, The Adventures of. 24 
Sngramngs on Steel, after Smirkc, and 
10 Makings by George Cruiikshank. 6s. 

Grimm’e Oaxmer Orethel ; or, Car- 
man Faiiy Talea and Popular Stories. 
Trandatea by Edoab XaTLOB. Numerove 
Wbodouts by Crutkshank 3s. 6<t 

Holbein’s Dance of Death, and Bible 

Cuts. Upwards of 150 sul^jeoes, beamti' 
fuUy enghned in foo-MmUe, with Intro- 
dnctton and Descriptiona by the late 
FRASoni Doucoe ana Dr. T. F. DiBom. 
3 vola. in 1. is. 6(i 

GU>witf s dKary) Pictorial Calendar 
of the Seasons. Embodying the whole oi 
Aiken’s Calendar of Nature. Upwards of 
100 Engranings. 

(Hary and WilUam) Storiee 

of EngUite and Foreign Liie. Tu^ntybeau- 
tifid Sngramngs* 


India, Pictorial, Descriptive, and 

Historical, from the Earliest Times. Z7jp- 
ttwds of 100 fine Engravings on Wood, 
and a Map. 

Jesse’s Anecdotes of Dogs. New Edi- 
tion, with large additions. ifumeroufj/lne 
Woodcuts after Haroey, Bewiek,and others 

I — ; 01, with the addition of 34 

highly-JiniShed Steel Engravings. Is. 6<I. 

King’s Natural BListory of Precious 

Sionee. and of the Precious Metals. With 
numerous lUustraUons Or. 

Natural History of Gems 

or Decorative Stones. Findy JUustrated. 

, 6s. 

Handbook of Engraved Gems. 

Finely Illustrated. 6b. 

Kitto’s Scripture Lands and Biblical 

Atlas. 34 Maps beautifully engraved on 
Jied, with a ComtaKing Index 

5 ufith the maps coloured. Is. 6<-. 

Knunmacher’s Parablea Translates 
frem the German. Forty TUiuiratwns 
Cflayton, engraved by Dcdriel. 

Lindsay’s (Lord) Letters on Egypt, 

Edom, and the Holy Land. New Edition 
enlarged. Thirty-sia beautiful Sngrav^ 
tngs, and 3 Maps. 

Lodge’s Portraits of Illustrious Per- 
sonages of Great Britain, with Menotoirs. 
7^ Hundred and Forty Portraits, <n- 
graved on Steel, fi vols. 

Longfellow’s Poetical Works. 

Twerdy-foar j^e Bngramngt, by Birket 
Foster and outers, and a Portrait- 
' ■ ■■ ; or, without Ulustratwns, 38.6d. 

Prose Works. 16 pa^e Ero- 

gravings by Birket Foster, dc. 

Loudon’s (UTS.) Entertaining Natur-* 
allat Revised by W. S. Dallas, F.L.8. 
Wi£k nearly 600 Woodcuts. 

Harryat’s Hasterman Beady; or. 
The Wreck of the Pacibc. 93 WoodcuU. 
3s. 6d. 

Poor Jack. With 18 JT/w- 

trations, after Designs by C. StarfUdd 
R.A. 3s. ed. 

Mission ; or, Scenes in Af- 
rica. (Written for Tonng People.) JUus- 
I trated by Gilbert and DedMteL 3s. 6<i 

I Pirate; and Three Cutters. 

New Edition, with a Memoir of the 
Author. With9Sted Engravings, from 
Drawings by C. Stanhetd, EJi. 3i $d. 

' Privateers -Man One Hun- 

dred Tears Ago. Eight Engravings on 
SteA, after Stothard. 3s. 6d. 

— — Settlers in Canada. New 
Editicm. Ten fine Engravings by QtSberi 
ondDdlsid. 3s.6d. 



BOJam VABI0V8 LTBBABIES. 


MarB^eU'fx Victories of Wellington 

and the rra^sb AnnieGi. Sted Er^frwmgt. \ 

Michael Angelo and Eaphael, their 

J.I/ W'Tkb By OtJppA and Qoa- 
.i i With Etigraxrta^^^ 

m 

Miller’s History of the Anglo-Sax- 
ons Written In u popnlar style, on th«> 
haflB of SnaroD Turner. Portrait of 
Alfred, Map of Samn Britain, and ’2 
t^oraie jSnfframngt on ftted. 

Milton’s Poetical Works, ^ 

Momau* by Jamks Montgomkbt, Todd’s 
V erbal Index to all the Poems, and Ka* 
planatory Notes. Wi£K 120 Engramng^ 
Oif 'llumpsm and ofhert, fr<m Drwmrm 
by W, PartK'j, 2 vola. 

Vol. 1. Paraalso Lost, complete, flrttL 
Memoir, Notea, and Index 
Vol. 2. Paradise Kegained, and oiLor 
r>oema, with Verbal Index to all the 
Poems. 

Mndie’s British Birds. Keviscd by 
W C. L. Mabthi Fifty-two Fvjttra anti 
i PlaU» tf Fgo* In 2 vola 

. or, voith ihe plates coloured, 

It 6d per vol. 

Naval and Military Heroes of Great 

Britain ; or, Calendar of Victory. Being a 
ttecord of Brltabh Valour and Conquest 
>-y (jea and lamd, on every day in the 
yeat, from tbe time of William the 
Conqueror to the Battle of Inkennann 
By Major Johns. K.M., and Ldeutenant 
P H. Nioolas, E.M. Twenty-four Poi‘ 
traits. 6f. 

Nicolini’s History of the Jesuits; 

their Origin, Progress, Doctrlnas, and De 
signs , Fine Portraitt qf Loyola, Lamd. 
Aetoier, Borgia. Aaquaoim, Pert la Chaw, 
^iTid Pope eoJigemeUL 

Petrarch's Bonnets, and other Poems. 

1 raiislated into English Verse. By varioui 
bands. With a Life of the Poet, by 
Thomas Campbell. With 16 JBngraotngt. 

Pickering’S History of the Baces of 

Mar. With an Ancdytical Synopsis of the 
mtural History of Man. By Dr. Hall. 
-•nittrtrated by numerous Portraits. 

or, loith thep Jateh coloured 7 s.Qd. 
An excellent Edition of a work on 
ginally published at 31. 8l. by th'> 
American Ooverxunent. 

Pictorial Handbook of Modem Geo- 
graphy, on a Popular Plan. 3*. 6dL iUu9> 
trated by 180 Fngramngs and 61 Maps. 6t. 

5 or, with the maps ookmred, 

71.6(1. 

Pope’s Poetical Works. Edited by 
foi nTOT CABRtTTHiBS. Numorous Mn- 
gramings. 2 vola. 


Pope’s Homer’s Iliad. With Intro- 
duction and Notes hy J. S. Wavson, M.A. 
fllastrat^ hy the entire Series of Flash 
•nans Designs, beautifully engraved by 
JVoseit (m thefvU 8«o. n«e>. 

— Homer’s Odyssey, Hymns, 

.«c., by other translators, including Chap- 
man. and Introduction -jid Notes by J. S 
Watson, M.A. FLamnan^t Destyns bem 
iitiMy engraved by Moses, 

Idle. Including many of his 

Lettcrb. By Bobkkt CAbbdtubks. New 
iiiditioiLrevlBed and enlarged. Wtustna^Umi 
The pnscedfiiw B vots. utdhs a oontplete 
and elegant edition qf Popt^s Poetscat 
and Tra/>alataans for 25a 
Pottery and Porcelain, and other Oh- 
Jccifl of Vertn (a Guido to the Knowledge 
of). To which is added an Engraved List 
x/ Marks and Monogiams. By Hbnbt 
G. Bops numerous Mngravmgs. 

— — ; oi, coloured, lOj. tkf. 
Prout’s (Father; Beliques. Ne/ 

iSditirn, revlt,ed ana largely augmented. 
'Stmly-one sptnUd FUhings by Modest, 

1 wo volnmoH in one. 7«. 6<i, 

Becreations in Shooting. By 

‘Cravkn.* Now Edition, revised and 
enlarged 02 hngravtngs on Wood, after 
Sarvey, emd 9 Engraomgs on Steel, chsefiy 
after i Coopjp, RJl 

Bedding s History and Descriptions 

of Win o. Ancient and Modem Twenty 
heautifiiJ ^ocdrvts. 

Bennie’s Insect Architecture. New 
Fditvm. Bevisod by the Bev. J. G. 
Wood, MJL. 

I Bobinson Crusoe. With lUustrationfi 
by Stothakd and Habvxt. !rioeh»s beouti* 
ftd Sngrsmngs on Steel and H on Wood. 

' ; or, without the Steel illustrd- 

I twns, St. ed. 

' Borne in the Nineteenth Century. 

Now Edition Revised by the Author. 
lUujtraUd by 34 Sted JEngravmgs, 

2 VOlB. 

Sharpe’s History of Egypt, from the 
P,arli(&t imiefl till the Conquest by the 
A mbs, A D. t)40. By &amub.l Siiabpb. 
With JL Maps and upwards of 4.00 Illus- 
trative Woodcutb. SiAth and Cheaper 
Edition. 2 volB. 

Southey’s Lite of Nelsou. With 

Additional Notes. Illustrated with 64 
Engravings j 

Suurling’s ^Miss) Noble Deeds of 

Women ; or. Examples of 1^ emale Courage^ 
Fortitude, and VlrtuA Fourteen JUusfy'a- 

I ... # 

I Stuart and Bevett’s Antiquities o^ 
Atheuu, and other Monuments of Greece. 
I niustrated in 71 Steel Fkstes, and imi- 
I meraus Woodcuts. 



A OATAhOQJJB OF 


Tal«t of tho Oenii; or, tha Dellghtfa^ 

Letttons of Uoram. JSuimttaiJiu WooAeutk^ 
*md B <SteaZ SfnifraviHet, after fiu^hard 

Taiso’t loroMleu DeUyerad, rram- 

lated into JiingUsh Spensertftn Verse, wlti 
a JUfeof the Author. By J. H. WtPi Kh 
Eight Ettgvoxungt an SUa, And 84 on 
Wood, bg Thuretoa. 

Walker's Manly Eaeroises. Oon- 

tainixig Skating. Hiding, Driving, Uu^ttlng 
Shooti^ Soiling, Sowing, Swmtmlng, Sx 
New EoltioD. reriaed by “ Cbavkw.* 
Foftg-fintr 8tsd Platei, and numeraiu 
WbodoutM 

Walton's Cknnplete Angler. Edited 
by Edwasd Jiisea, Esq. Uptaurdt of 
ass jmsmnriNse, 

or, vnth 26 additienai page 
lUnOresifkmvn Steelt t«. 6<i 


Wellington, Life of. From the ms« 

tertala of Maawel]. Eighteen Engraaingt. 

Westropp's Handbook of Arohasology 

NfW Kdition, reviaed. liumeroux Illtu- 
ttatione Is. 6d. 

WMte's Hatoral History of 8el- 

bome. With Notea by Sir WtlUAH Jaa 
]>m5And EnwASDju^Eaq. JlktsiraUd 
by 40 Engravmgi, 

— ; or, With the plates ookured. 

7«. 6d. 

Yonng, The/ Lady's Book. A Ms- 

ntul of Klogant Kecreations. Arts, Sdamm, 
ana Aocomplishinents. TipeUvf Sundrai 
Woodout Xthutratwna, and tewrol En^ 
grawngs on SteeL U. Bd, 

; or, oloth gilt, giU edges, 9a 


CLASSICAL LIBRARY. 

03 VoU. at 6s. each, excepting those marked otnerwiee. 


Hl'SChyltlS. Literallv lianalated mU> 
EngUah Prose by an Oxonian. 3r. Bd 

Appendix to. Oonlammg 
the Kewiings given in Uemann*» p *4tan> 
mooB Edition of di^Kbylna. By GaoBox 
Buboxb, M JL 3f. 6dL 

Anuttianns Mare^inus. Hiutorr of 

Kerne from Oonstantma to Valena rram* 
lated by G. D. Tonoa ,B. A. Pble. yoL.Yx. 6d. 

Antoninas^ The Thoughts of the 

Emperor Marcus Anrelins. Translated by 
Obo. Lono, M.A. 3s. 6<L 

Apnleins, the Qolden Ass ; Death of 

Socrates; Florida; aixd Discourse on Mewte. 
To wMob is added a Metrical Vorelon ol 
Oupld and Psyche; and Mrs, Tlghes 
PiyolMk Fnmtispiece, 

Aristophanes' Comedies. Literally 
Translated, with Notes and Extracts from 
Frere^s and other Metrical Versions, by 
W. J. Hiobxb. 3 Tols 
Vol i. Aduffnlans, filnight&, Olouds. 
Wasps, Peace, and Birds. 

1.2. Lraistrata, Thesmmfaoriazusee, 
gs, BodeslasussB, and Plntus. 

Artitotle's Ethics. Literally Trans- 
lated toy Ar c hdesoop Bbowmk, late Classical 
I rofessor of King*8 College 

■ — Polities and Economics. 

I'xaoilated by E. WAhronn, MAu 

— Metaphysics. Literally 1 rans- 

lated, with Notes, Analysis, Examination 
Qnestkms, and Index, by the Rev. Jokk 
A M<MAHon.M.A. and Cold Medallist in 
Metq^ihyslcs, T.C J). 

2G 


Aristotle's History of Animals, InTer^ 
Bootfia. I'lunslaied, with Notes and Index 
by KiOHABn Cmsasv/BLL, MA.. 

— Organon ; or, Logical Treaa 

tlsas. Witii Notes, Ac. ByO.F Owi8i,MA. 

2 TOls., 3s. 6d. each. 

Bhetoric and Poetica Lite- 
rally Translated, with Kxamin.itloa Ones* 
lions and Notes, by an Oxonian. 

Athenmns The Deipnosophists; or 
the Banqnet of the Learned. Translated 
by C. D. YOSMIK, BA. 3 vole. 

Caesar. Complete, with tlie Alexaii- 
drlan. African, and iSpanlsh Wars. L2^ 
rally Translated, with Notea. • 

CatnlluB, TibnUns, and the Vigil of 

Venus A lateral fTose TransbUtott. Tc> 
which are added Metiioal Versions by 
Lakb, GsamaBa. and otksia. 
piece 

dotro’s Orations. Literally Trans- 
lated by 0. D. Yoskw, BA. In 4 rola. ^ 
Vol. 1. Contains the Orations agaimt ‘ 
Verres, dtc. Portrait. 

YoL 2. Catiline, ArchlaSr Agrarian 
Law. Rablrlus, MureoA Sylla. Ac. 

Vol. 3. Orations for his House, PUmdni, 
Sextiua, OoellUB, Milo, Idgarius, Ao. 
VoL 4. Mlsoellaneons Orations, and 
Rhetorical Works; with Qeneral In- 
dex to the four volumes. 

on the Nature of the Oods, 

DlvlnatlQKii, Fate, Laws, a HepuMc, Ac. 
Translated by C. D. YairaA B.A, and 
F. Bauhah. 



BOHUrS VARIOUS LIBRARIES. 


Cicero's Aeadamiot, Be Finibns, and 
lluoaltti Qaeetions, Bjr 0. D* XonroK, 
BJl. With Sketch of the Qntk Philo. 
Bopher. 

— . OAoeS) Old Age, Friendship, 

Sclpio*t Dream. Paradoxes, &a Literal!) 
Tmuslated, b) B. Edmonds. Bt. 6d 

on Oratory and Orators. By 

J. S. Watson, M.A. 

Demosthenes' Orations. Translated, 
with Notes, by a Kann Kxnnxdt. In s 
volunaes. 

Vol. 1. The O^thlao, PhUlppio, wed 
other Public ^tlons. 3i. 6U 
ToL 2. On the Crown and on tho Em- 
bassy. 

VoL S. Asainst Leptfneg, Midlas. An- 
drotiion, and Ariatooiatea. 
yoL 4. Private arid other Oraftkma. 

VoL 5. Mlsoellaneotis OraUona. 
Dictionary of Latin ^notations. In- 
cluding Proverbb, Maxims, Mottoes, Law 
Terms, and Phrases ] and a Collection oi 
above 500 Greek Quotations With all the 
quantities marked, & English Translations. 
— , with Index Verbomm. 6*. 

index Verborum only. 1*. 

Diogenes LaertiuB. Lives and 0pm- 
'ona of the Ancient Philoaopbers Trans 
l»^oo, with Notes, by C. D. YoKa*. 
Epictelnp Disoonrees, with Fnrhei- 
ndion and Fragments. Translated with 
Notes, by GKOBoa Ix>no, M.A. 
Eitnpides. Literally Translated, ^vols, 
yoL 1. Hecuba, Orestes, Medea, Hlppo- 
lytos, AloeHtls, Baochaci, Heraclicto, 
Iphigenla In Anllde, and IphlgenU in 
lanrls 

Vol. 2. Hercales Fmcna, Troadea, Ion 
» Andromache, Sappllants, Helen, 
Eleotra, Cydope, Rbesxu. 

Greek Anthology, Literally Trans- 
lated. With Meincal Vemtiuntt by varions 
Anthmn 

Bomanoee of Heliodoms, 

Longns. and Achilles Taons 
Herodotos. A New and Literal 
Translation, by Henbt Cast, MJL, of 
Worcester CoUegi . Oxford 

Hesiod, CaUimachm, and Theognii. 

literally Translated, with Notes, by J. 
Banks, M.A. 

Homer’s Iliad. Literally Translated 
Odyssey, Hymns, Ae. Lite- 
rally Translated. 

Horace. Literally Translate^L by 
SisACT. CarefoUy revised by on Oxonian. 
3s. 6d. 

Jostin, Cornelius Nepes, and Xntro- 

plna. Literally Translated, with Notes 
and Index, by J. 8. WASScmi, MJL 


Juvenal, Fersius, Sulpicia, and Lu^ 

cUins By L. Evans, With th^ 
Metrical Vendon by Giflord. FVwsNfpiecs 
Idvy. A new and Lileral Transiation 
By Dr. SmtAN and others. In 4 voh. 
VoL 1. Contains Hooks l-~8. 

Vol 2 Honks 0—26 
Vol 3. Books 21—36 
Vol. 4 Booto* 37 to the end ; and Index, 
Lucan's Fharsalia, TiausUted, with 
Noteo, by H. T. Rilbt. 

Lucretius. Literally Translated, will 
Notes, by the Uev. J. S. Watbon, Mjk. 
And the Metrical Veraion by J. M. Goon 
MartiaTs Epigrams, eomplete. Lite* 
lally Translated. Each aocorapanled by 
one or more Verse Translations selected 
from the Works of Engliab Poets, and 
other sources. With a copious Index. 
Double volume (660 pages). 7l 6d. 
Ovid's Works, complete. Literallv 

Translated 3 vols. 

Vol. i . Fasti, 'rristta, Eplstlea, fro. 

Vol 2. Metamorphoses. 

Vol 3. Heroide i, Art of Love, Ac. 
Pindar. Literally Translated, by Paw 
oON W. rcBNKu, and tho Metrical Version 
b} anuABAU Moooe. 

Plato’s Works. Tianslated by the 
Ifeev. H. Oabx and others, in 6 vote. 

Vol 1. The Apologcy of Socrates, Crltc, 
Phmdo, Gorgias,1^tagoraB, Phedfus, 
TJiesBtetus, Euthyphron, Lyste, 

Vol 2 TheKepubUc,Tlm»ua AGrttias. 
Vo!. 3 Meno, Euthydemns, The So- 
phist, Statesman, Cratylns, lurme 
mdou, and tho Bimquet. 

Vol 4. Phllebus. Charmldes, Laches 
The Two Aldbiades, ana leu otbei 
Dialogues. 

Vol. 5 TheLawi. 

Vol. 6. The Doubtful Workfl. With 
Genera] Index 

Dialogues, an Analysif. and 

Index to. WithHeferoicestothaTranii- 
tetion m Bohn's ClAsitical Library. By Dr. 
Dax 

Plautus's Comedies. Literally Trans- 
lated, with Notes, by H. T. Bilkx, BA. 
In 2 vote 

Pliny’s Natural History. Translated, 
with Copious Notes, by the late Jobn 
Bosiooii. M.D., FJIA., and H. T. Rilxx. 
B.A In 6 voir 

Pliny the Younger, The Letters of. 
Mu MOTTi’'^ Translation revised. By the 
Lev. I*. C. T. Bosanvlh, M A. 
Propertiuu, Petroniua, and Johannes 
Sectmdus, and Aristenaetus literally 
Translated, and arcompamed by Poetical 
Vereiona, from various sources. 
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ftttintilian*i Ixutitiites of Oratory, i 

Literally Translated, with Notes, ^ 

^ J. & Watson, MjL. In 2 vole. < 

SaUoit, Horns, and VoUeins Pater- ' 

rains. With Copious Notes, Biographical 
NoUces, and Index, hy J. & Watson. 

Sophocles. The Oxford Translation 
revised. 

Standard Library Atlas of Classical 

Gleography. Twenty-tvsi Iturgt ooUmred 
Map9 acooTding to the latat atUhorUtei. 
WltJh a complete Index (acoentoated), 
giving the latitude and longitude of every 
placenamedlnthoMapa. Imp.dvo. 

Strabo’s Geography. Troiudated, 
with Cuploiu Notes, by W. Fauxinxb, 
M.A., and H. C. Hamilton, Ksq. With | 
Index, giving the Ancient and Modem 
Nunofi. In 3 vols. 

Saetonins' Lives of the Twelve 

Caasars, and other Works. Thomson's 
Translation, revised, with Notes,]] by T. 
FoibUirKfi. 


Tacitus. Literally Translated, with 
Notes. In 2 vola. 

Vol. 1. The Annals. 

Vol. 2. The History, <:termania, Agrl- 
oola, &C. Witb Index. 

Terence and Phsedrus. By H. T. 
Rxlbx. B.A. 

Theocritus, Bion, Moschus, and 
1)0146118. By J. Banks MA.. With ht 
Metrical Versions of Chapman 

Thneydides. Literally TranslatA*d 
Rev. H. Daul In 3 vois. St. 6d each 

Virgil, Literally Translated by David 
SON Mew Edition, carefully revised 3t.6d 

Xenophon's Works. lu 3 Vois. 

YoL 1. I’be Anabasis and Memorabllx 
'rranslated, with Notes, by J. S. Wat- 
BOM, M.A. And a Qougraphical Com* 
mentaxy, by W. F. Ainswobth, FAA. , 
F.R.Q.b., 

VoL 2. Cyropaedlh and HuUenlos, By 
J. S. Watsou, M.A., and the Bov. 
Dale. 

Vol. 3. The Minor \vorks. ^y J. 
Watson, M.A. 


SCIENTIFIC LIBBABY. 

CO VoU, at 5«. eac^, tmtipting Gum tnarleod ot/tcrunxu. 


AmuMiiz and Gould’s Comparative 
Physiology. Enlarged by Dr. Wbioht. 
Upvmrdi qf 400 En^vmgt. 

Bacon’s Kovum Organum and Ad- 
vancement of Learning. Complete, with 
Notee, by J. Dxvxv. M.A. 

Bailey’s Kanual of Technical Analy- 
sis. A Guide for the Testing of Natmwl 
and Artificial Substanoes. 1^ A H. Paul. 
100 Wood Mngravmgt, 

BBIDGEWATBB TBEATISES.— 

Bell on the Hand. Its Mecha- 
nism and Vital Endowments as evincing 
Desiga SeomGt. Miiwn Revised 
■■ — Zirby on the History, Habits, 
and Instincts of Animals Edited, with 
Notes, by T. Btmjecb Jones. Ifumeroua 
JBiitnavingt,nMa^ ors additional. 

In a vola. 

— - Kidd on the Adaptation of 

External Nature to the Physical Condition 
of Man. 3s. 6d. 

- Whewell’s Astronomy and 

Clenerai Physics, considered with refer- 
enoe to Natural Theology. Ss. 6d 

— Chalmers on the Adaptation 

of External Nature to the Moral and In- 
toUOetnal Constitution of Man. 
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BRIDGEWATER THEATISES—coi.t. 

- Front's Treatise on Chemis- 

try, Meteorology, and Digestion. Edited 
by Dr. J. W. Gbiffith. 

Buckland’s Geology and 

Mineralogy. 2 vols. 16s 

* - Boget’s Animal and Vege-. 

table PhyBlology. llJmtrated. In 2 vi 
6t. each. 

Carpenter’s (Dr. W. B.j Zoology. 

Systematlo View of the Structure, Habi 
Instincts, and Uses, of the principal Fam 
lies of the Animal Khigdom, and of the 
chief forms of lossll Remains. R^vib d 
by W. S. Dallas, K.LJS. Ulmtrated wCt.‘ 
many hundred Wood Engramngi. h- 
2 vols. 6r. each. 

— Hechanical Philosophy, As- 
tronomy, auu Horology. A Popular Kx? 
position. 18X lUMstratums. 

Vegetable Physiology AD.d 

Systematic Botany. A complete lutn.- 
(Inction to the Knowledge of Plarit,». 
Revised, under arrangement with J*ir 
Anthor, by E. Lankesibb, M.D., A 
AetMTOf hundred on Wood, ht 

Animal Physiology. In pe i 

le-wrltten by the Anthoi. Upmardt u 
300 capital Jikutrattont. 61. 



BOHirS VABIOCrS LIBSABIE8, 


Chevrenl on Colour. CkHitaining the 
Prinetplei of Hamoxiy and Oontraot of 
Oolotira, and fheir application to the Arts. 
TraneUited from tha Fnndi Ohasles 
Masibl. Only complete Edition. Several 
Plata, Or, with an additional lerieB of 
itf Platea in Oolonia. f «. 6d. 

Snnemoser’i History of Hasrie. 

'^’ranelated by Wiluam Howm. Witt 
a Appendix of the most remarkable and 
best antkentlcated Storlea of Apparitlono, 
Dreams, Table-Turning, and ^lrit-Rap> 
ping, Ac. In 2 vols. 

Hogg’s (JaboK) Elements of Experi- 
mental and Natural Ballosophy. Con* 
talning Mechanics. Pneumatics, Hydro- * 
statics, Hydraulics, Acoustics. Optics 
Caloric, Electricity. Voltaism, and Mag- | 
netism. New Edition, enlarged. Up- 
wardtqfldO Wbcdcuti. I 

Hind’s Introdnction to Astronomy. ' 

With a Vocabulary, containing an Expla- 
nation of all the Terms in present nse 
New Edition, enlarged. Ntmerout JRpt- 
gravinge. St. Od 

Humboldt’s Cosmos; or, Bketoh of a 

Physical Description of the Universe. 
Tr^lated E C. OxTd and W. S. 
Dallas FXA. Fine Portrait In five | 
vols. 3c. 6d. each ; excepting VoL Y.. 6c. I 

*•* In this edition the dotM are placed 
beneath the text, HnmlxMt’s analytioal ^ 
Summaries and the passa^ hitherto sup- 
pressed are Indudea, and new and com- 
prehensive Indices are adpled. 

- Travels in America. In 3 

vols. 

- Views of Hatnre ; or, Con- 
templations of the Sublime Phenomena of 
Creation. lYanslated by E. C. Orri and 
a. G. Bohh. With a complete Index. 

Hunt’s (Bobert'l Poetry of Beienee ; 

or, Studies of the Physical Phenomena of 
^ Nature. By Professor Hum*. New Edi- 
tion, enlai^;^ 

Joyce’s BcientiAe Dialogues. By 

Dr. Gbxffxxh. Nmurout Woodoutl, 

Introduction to the Arts and 

Sciences. With Examination Qnestions. 
3«. ed 

Knight’s (Chas.) Knowledge is Power. 

A Popular Manual of Political Economy. 

Lectures on Painting. By tha Royal 
Academicians. With Litroductory Essay, 
and Notes by B. Wonsnnc, Esq. 
Poriraitt 


Lilly’s Introdnction to Astrology. 
With numerous Emendations, by 
ZAfiXZKL. 

Kantell’s (Dr.) Oeologieal Szenr- 

dons through the Me of Wight and Dor- 
I aetshlre. New I<diiion, by T. Rupxrt 
I JowBa, Esq. mmerout heaviifv^ me> 

I Bated Woodouts, and a Qeologictd Map, 

] Medals of Creation; 

or, ^Tirst Lessons in Geology and the Study 
I of Organic Remains ; including Qcolo^cal 

! Excursions. New Edition, revised. Co- 
loured Plata, and several hundred beau- 
Uful Woodouis. In 2 vols., U. 6d each. 

— — Petrifactions and their 

Teachings. An Dlnstrated Handbook to 
the Org^c Remains hi the British Mu- 
senm. Numerous JSBngravings, Oc, 

Wonders of Geology ; or, a 

Familiar Exposition of Geological Phe- 
nomena. New Edition, augmented by T. 
r.iXFBBT JoKTEs, F.G S. Colourtd Geological 
Map of Mnglomd^ PUUa, and nsor^ 200 
beaut\fid Wbodeuts. In2vol8.,7f.6deach. 

Morph 3 r’B Games of Chess. Being 
the Matches and best Games played by 
the American Champion, with l^lona- 
tory and Analytical Notes, J. Lowbh- 
THAL. Portrait and Memoir. 

Itoontdns by far the largest oolleotion 
of games played by Mr. Morphy extant in 
any form, and has received his endorse- 
ment end co-operation. 

Biehardson’s Geology, Inolnding 

Mineralogy and Palsontoli^. Revised 
and enlarged, by Dr. T.Wszqhx. Upwards 
of 400 lUwtrations, 

Bohonw’s Earth, Plants, and Han ; and 

Kobell^s Sketebee from the Mineral King • 
dom. Translated by A. HxNFBxr, F.R.S, 
CUouredMcipofthe Cteography of Plants 

Smith’s iPye) Geology and Berip- 

t-ire ; or. The Relation between the Holy 
Scriptures and Geological Sdonoe. 

Stanley’s Classified Synopsis of the 

Principal' Painters of the Dutch and Fle- 
mish j^ools. 

Staunton’s Chess-player’s Handbook. 

Nwnerom Diagrams. 

Chess Praxis. A Supplement 

to the Chess-player's Handboos. Con- 
taining all the most important modem 
improvements in the Openings, Ulnstrated 
by actnal Games ; a revised Code of Chess 
Iaws; and a Selection of Mr. Morphy^ 
Games In England and France. 6a 
?n 



